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ABSTRACT

The research to propose a usability evaluation model for mobile educational games increased
rapidly in recent years. The usability evaluation model was an effective tool for conducting
usability evaluation during the software evaluation process. The high-quality model used in
evaluating the usability aspect will ensure that the educational games show good quality and
support their primary function in delivering educational content. This research proposed a
comprehensive model to evaluate the usability of mobile educational games. This research
suggested the PLATMO model, where three dimensions were proposed to measure
playability, mobility and pedagogy. This study also presented suitable heuristics for each
dimension to detect more usability issues during the usability testing. This research used a
multi-methods methodolagy. The quantitative approach was employed to test the data by
performing two round validation process. each round of validation involved more than 350
participants in'collecting the data, followed by Confirmatory Factor Analysis to evaluate the
model fitness, ensuring the validity of the PLATMO Model. In addition, the qualitative
approach was also employed by involving two participants serving as experts conducting the
usability testing using a-usability-meter prototype based on the proposed model. The result
showed that PLATMO Model could be used as a fast and comprehensive tool for evaluation.
Based on these results, this-study succeeded in presenting tweo research contributions: the
new model to measure usability and the usability prototype as a tool to conduct usability.
New dimensions, such as learning assessment, could be added for future development to
enhance the PLATMO.Model capability. PLATMO: Model.could alsos be used as a
development guideline to produce good quality mobile‘edueational 'games.




MODEL PENILAIAN KEBOLEHGUNAAN BERDASARKAN
PEDAGOGI, KEBOLEHMAINAN DAN MOBILITI UNTUK
PERMAINAN PENDIDIKAN MUDAH ALIH

ABSTRAK

Penyelidikan untuk mencadangkan model penilaian kebolehgunaan untuk permainan
pendidikan mudah alih meningkat dengan pesat dalam beberapa tahun kebelakangan ini.
Model penilaian kebolehgunaan adalah alat yang berkesan uniuk menjalankan penilaian
kebolehgunaan semasa proses penilaian perisian. Model berkualiti tinggi yang digunakan
dalam menilai aspek kebolehgunaan akan memastikan permainan pendidikan menunjukkan
kualiti yang baik dan menyokong fungsi utamanya dalam menyampaikan kandungan
pendidikan. Penyeélidikariq ini mencadangkan model komprehensif untuk menilai
kebolehgunaan permainan pendidikan mudah alih. Penyelidikan ini mencadangkan model
PLATMO, di-mana tiga dimensi dicadanglkan untuk mengukur kebolehmainan, mobiliti dan
pedagogi. Kajian ini juga memberitangkan heuristik yang sesuai untuk setiap dimensi untuk
mengesan lebih banyak-isu-kebolehgunaan semasa wjian kebolehgunaan, Penyelidikan ini
menggunakan  metodologi-pelbagai kaedah. Pendekatan kuantitatif |digunakan untuk
menguji data “dengan “melakukan dua proses pengesahan.pusingan. Setiap pusingan
pengesahan melibatkanlebilidaripada 350 peserta dalam mengumpul data, ditkuti dengan
Confirmatory Factor Analysis untuk menilai _kecergasan model, memastikan kesahihan
Model PLATMO-Di sampirig-itu, pendekatan-kualitatif jugd digunakan dengan melibatkan
dua orang peserta yang berkhidmat sebagai pakar yang menjalankan ujian kebolehgunaan
menggunakan | prototaip | meter;-keholehgunaany, berdasarkan model yang: dicadangkan.
Keputusan menunjukkan bahawa Model PLATMO boleh digunakan sebagai alat yang cepat
dan komprehensif untuk penilaian. Berdasarkan keputusan ini, kajian ini berjaya
membentangkan dua sumbangan kajian: model baharu untuk mengukur kebolehgunaan dan
prototaip kebolehgunaan sebagai alat untuk menjalankan kebolehgunaan. Dimensi baharu,
seperti penilaian pembelajaran, boleh ditambah untuk pembangunan masa hadapan bagi
meningkatkan keupayaan Model PLATMO. Model PLATMO juga boleh digunakan sebagai

garis panduan pembangunan untuk menghasilkan permainan pendidikan mudah alih yang
berkualiti.
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CHAPTER 1

INTRODUCTION

This chapter presents the significance of the research, starting with the research
background. The research background starts with the development of educational games
industry as a very serious business, followed by the fact that the involvement of educational
games in educational institution brings significant advantages. Furthermore, the role of the
usability evaluation to ensure the quality of the mobile cducational game is presented. The
next part is the research problems seetion, deseribing thesproblem in available usability
evaluation model and the-need-to-provide more comprehensive usability evaluation model.
From the available research-problems, three research questions are proposed and available
on research~problent section. In addition, “the tesearch objectives section describes the
objectives based on: the ‘three propesed vesearch .questions; The,relationship between the
research problem, research question and research objectives are also available in this chapter.
Furthermore, the next section is research contribution, where the contribution to body of
knowledge and the contribution for more practical use of the proposed model are available.

This chapter also provide the research scope and the organization of the thesis in the end of

the chapter.






