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1.Introduction 
Educational institutions' development became a 

pervasive concern in students‟ acquisition of specific 

and general knowledge and skillsets [1, 2]. 

Responding to competitive technology and industry 

needs, higher institutions extensively use 

collaborative learning approaches to support 

students‟ diverse learning styles, preferences, and 

interests [2, 3]. The growing interest in collaborative 

learning emphasizes collaboration, and the team is 

learning in supporting the pedagogy form of learning 

activities. Face-to-face classrooms and technology-

based learning is a central collaborative learning 

approach.  
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These approaches strongly connect to learners' 

learning flexibility, high intrinsic satisfaction, 

engagement, and academic performance [4]. Through 

the face-to-face session, learners gained knowledge 

and skills through perceptions, group task 

performance, and social interaction. 

 

According to [5], technology-based learning applies 

communication and information technologies to 

facilitate learners‟ learning processes and knowledge 

sharing. 

 

This research was undertaken when observation by 

lecturers revealed students' difficulty to remember the 

terms used in the Talent Recruitment and Selection 

course offered to third-semester Human Resource 

Management undergraduate students. The course 

covers a large content of recruitment and selection 

practices at the workplace, which HR students must 

familiarize themselves with. Students were also 

unable to perform well in this course, causing a drop 
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in their overall accumulative grades. This issue 

became even more pertinent with the pandemic issue 

in the country. As all Higher Education Institutes had 

to go online, teaching courses like Talent 

Recruitment and Selection became a bigger 

challenge. New methods of engaging students took 

priority, and games were incorporated as part of the 

course delivery method.  However, it is equally 

important to evaluate the students' experience of this 

new method of delivery for qualitative courses. This 

scenario is useful for future planning for this course 

and whether incorporating games would be useful for 

other management/social science courses. 

 

Underlying learners‟ diverse learning styles and 

preferences can be generated through technology 

intervention. Their positive perceptions and feelings 

on learning experiences should not fully replace face-

to-face sessions [1, 5]. Although technology is found 

to play a predominant role in today‟s education, the 

lack of students‟ interactions and communication 

channels with one another reflects a symptom of low 

levels of learning engagement and enjoyment [6−10]. 

The extreme movement of conventional classrooms 

to the virtual learning environment has caused 

achievement, intellectual and competency skills, and 

attitude gaps in managing the transmission of 

knowledge and skills development [8]. Among the 

intellectual and competency skills, gaps are critical 

thinking, creativity, innovation, negotiations, 

teamwork, problem-solving, and decision-making [7, 

10].  

 

Meaningful collaborative learning requires the 

development of cognitive and affective behaviours, 

competencies, and intellectual skills to produce better 

learning preferences, experiences, and enjoyment in 

the lessons [6, 11]. These components can be 

developed through students‟ interactional 

collaborative activities using group-based projects, 

simulations, and games [12]. Research on 

collaborative learning has been mostly restricted to 

limited project-based learning, explicitly using games 

to help students achieve excellent academic results. 

Games are increasingly a popular learning paradigm, 

particularly in development, socialization, and 

education. In many studies, incorporating games 

(digital and non-digital games) as a learning approach 

influenced learners‟ emotions, knowledge, cognitive 

investment, and active participation [13−15]. It is 

expected that game-based learning has grown in 

various fields, such as environmental, accounting, 

history, parenting, libraries, and culture, specifically, 

as learners need more excitement and experiences for 

their educational, behavioural, and social outcomes. 

[16−18]. 

 

Besides, digital games entertain, challenging 

students‟ thinking, negotiations, and emotional 

responses to increase learning motivation, 

engagement, and creativity [13−15], [19−21]. 

Pursuing non-digital games strengthen students‟ 

cognitive abilities, feedback, design-related, 

attitudinal communication. These attributes are 

crucial for a high degree of learning motivation [14], 

[20, 21]. However, the efficiency of learning a 

traditional game relies on the simplification of the 

rules, role descriptions, and time-consuming. 

Isolating digital and non-digital games for education 

affects the outcomes of communication learning, and 

the complexity of system designs contributes to the 

risk of using uncommon methods among students and 

lecturers [13], [19−21]. Therefore, it is a necessity to 

study the complementary of digital and non-digital 

games to support the diverse learning environment 

and learners‟ learning experiences [14, 20, 22].   

 

Learning experiences are closely related to the 

effectiveness of the games [14]. Games encourage 

players to develop learning experiences with peers by 

sharing common emotions, feelings, values, and 

ideas. The challenges of playing games determine 

players‟ goal achievability and learning engagement. 

The engaging learning experience of game playing is 

contributed to the practical principles or approaches 

embedded in the game designs to facilitate positive 

learning outcomes [23]. A few models provide a 

systematic approach to evaluate motivation, learning, 

and player experiences. A well-developed model, 

such as MEEGA+ Model, evaluates games (digital 

and non-digital games), mainly on students‟ reactions 

after they finish playing the games [24].  Therefore, 

the study's objective is to evaluate students' user 

experience when the gamified module called Talent 

Cap Module (TCM) was implemented in the Talent 

Recruitment and Selection course. The results of this 

study can enhance the traditional learning approach 

and improve motivation for the students. 

 

2.Literature review 
2.1Digital and non-digital assessment games 

Games are often looked at as a system where players 

engage in a challenge defined by rules, interactivity, 

and feedback. What makes games interesting is that it 

results in a quantifiable outcome, often evoking an 

emotional response [25, 26]. Students from Gen Z 

and the Millennials are easily bored with the 

traditional one-way assessment methods. Hence, 
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gamified assessment is a much-awaited alternative as 

it is more challenging and stimulating [27]. 

Collaborative learning methods are now commonly 

used to make students more interested in learning and 

actively contribute to classroom sessions. 

Collaborative learning as a learning method allows 

each student to contribute and share their ideas 

actively, and this is looked at as a positive outcome 

by both educators and learners.   

 

Both digital and non-digital games can be used as 

assessment tools. These games promote a student-

centered, attractive, and interactive approach to 

classroom assessments. It is seen that games would 

be a positive alternative to traditional teaching 

methods and evaluating students‟ performance. 

However, it is pertinent to determine the experience 

of the users of these digital and non-digital games. 

The game experience is also known as the player-

game interaction, and the focus is on the technical 

metrics and physiological aspects of the game 

evaluation. The experience of the users can be 

understood from three methodological categories: 

first, the quality of the product (game system 

experience), second, the quality of human-product 

interaction (individual player experience), and 

thirdly, the quality of this interaction in each social, 

spatial, temporal, or another context [28]. 

 

2.2Talent cap module 

Talent-CAP Module (TCM) is an acronym for 

Talent-Cognitive, Affective, Psychomotor Module 

developed to enhance students' academic 

performance who registers for the Talent Recruitment 

Selection course. This module incorporates digital 

teaching and learning delivery techniques 

(technology) and social collaboration to support 

students' knowledge and understanding of the subject 

content. The module is essential in improving three 

main domains: cognitive, affective, and psychomotor 

(CAP), strengthening communication skills, critical 

thinking, problem-solving, and students' presentation. 

The TCM has four components: 1) Talent Race; 2) 

Talent Feud; 3) Talent Mind; and 4) Talent Gram, 

which combines an assessment and learning delivery 

techniques digitally and social collaboration. Figure 

1 showed the component of TCM. 

 

 

 
Figure 1 The components of TCM in talent recruitment and selection course 

 
2.2.1Talent race   

Talent Race is an activity that uses gamified 

assessment applications in conventional learning. In 

line with the development of technology, e-learning 

is used to adapt to the evolution of unlimited learning 

using online applications and smartphone mediums. 

This digital game instills an understanding and 

knowledge of the course contents and then obtains 

students' responses to knowledge enhancement 

effectiveness. There are four topic's content delivered 

through Talent Race, namely Staffing Models and 

Strategy; Planning; Job Analysis; and Decision 

Making. The methods used existing gamified 

assessments in the market, Kahoot! and Quiznetic, to 

measure students' knowledge and understanding 

using preferred questions. Besides, to measure 

students' excitement towards the two platforms used, 

questionnaires are distributed to each student. The 

domains involved are cognitive (C1-Knowledge; C2-

Understanding; C4-Analysis); psychomotor domain 

(P3-Guided Response); and affective domain (A2-

Giving Feedback). 
2.2.2Talent feud   

Talent Feud is an activity involving discussion and 

active communication of group members in 

discussing answers based on assessment from final 

exam questions. The questions tested include exact 

questions of the final examination for the past three 

semesters. The questions tested were popular, and 

each group's discussion stimulated critical thinking 

and high team spirit. There are three focused subject 

content, namely External Recruitment, Internal 



International Journal of Advanced Technology and Engineering Exploration, Vol 8(76)                                                                                                             

499          

 

Recruitment, and Final Match. This activity supports 

students' efforts in revising the topics involved. The 

questionnaire items focused on the purpose of 

improving students' knowledge and understanding of 

the topics given. At the end of this game, students 

can know and understand the requirements of final 

exam questions and provide answers accurate and 

correctly for the topics of External Recruitment, 

Internal Recruitment, and Final Match. The domains 

involved are Cognitive Domains (C1–Knowledge; 

C2-Understanding). 
2.2.3Talent mind 

Talent Mind is a mindset or can be defined as an 

instrument testing visual thinking that can help 

students analyze better and remember matters related 

to learning topics. This activity is carried out in a 

lecture room using a poster. This mind map learning 

instills an understanding and knowledge of the 

subject and obtains students' responses to knowledge 

enhancement effectiveness after using it. There are 

three focused topics, namely External Selection I, 

Selection External II, and Internal Selection. Talent 

Mind games measure students' level of knowledge 

and understanding in organizing answers based on 

their topics. 

 

Moreover, it is to measure student stimulation level, 

arranging ideas for each given answer, testing the 

level of critical thinking in groups to discuss the 

accuracy of answers. At the end of this game, 

students can arrange ideas and learning concepts in 

mind map format. The domains involved are 

cognitive (C1–Knowledge; C2-Understanding); and 

psychomotor domain (P3–Guided Response). Also, 

students are expected to understand the association 

between ideas and concepts in mind map format, and 

it makes it easier to remember information related to 

learning topics.  
2.2.4 Talent gram 

Talent Gram is an acronym for talent diagrams 

involving diagrams used by this course. Students 

should understand and illustrate the diagrams used in 

the recruitment and selection process of employees, 

as this is the basis and firm guidance to achieve the 

organization's goals. There are two main topics used 

for this activity, namely Staffing Model and Strategy 

and Planning. Students should master the 

diagram/model to achieve excellent and satisfactory 

final testing and examination performance.  Besides, 

this activity emphasizes students' understanding of 

illustrating diagram/model knowledge in each topic 

in this course. Students need to gain useful 

knowledge and understanding to illustrate 

diagrams/models and describe processes or measures 

of various aspects of recruitment and employee 

selection. Students can illustrate diagrams used in 

recruitment processes/strategies and employee 

selection at the end of this game. The domains 

involved are cognitive (C1–Knowledge; C2-

Understanding).  

 

2.3MEEGA+ model as evaluation model in TCM 

MEEGA+ Model [24] is a prominent model 

developed to evaluate educational games. This model 

aims to motivate students to use games as learning 

material, generate educational perceptions, and 

provides a better player experience. This model 

assesses students' reactions after playing games 

(digital and non-digital). The assessments included 

quality factors such as motivation, player experience, 

and learning. The following are the elements that are 

implemented to evaluate TCM. 
2.3.1Confidence 

To ensure the effectiveness of gamified assessment, 

students must have the confidence to solve the 

problems. Using high-level questions in the game is 

said to improve the task's performance, increase self-

confidence, and reduce anxiety, which leads to many 

advantages in the learning process. If students believe 

they have achieved deep learning levels throughout 

the course, they are more likely to express confidence 

in their future ability to utilize what has been learned 

in the course.  
2.3.2 Challenge 

In designing instructional terms, the content should 

be presented in a challenging way, with subjective 

purpose and precise information about the steps and 

numerous logical options and routes the student could 

choose to finish the task [29]. Many studies show that 

students expect to experience mental challenges and 

real-time inputs in game-based learning and 

assessment. Palomino et al. [29] also suggest by 

bringing together the elements of structure with 

content, students, while wishing to have mental 

challenges and clear goals to follow, can use their 

senses and mentally immerse themselves in the tasks. 

The lack of instructions and consistent methods to 

construct techniques and implementations is one of 

the critical problems of its performance in the game 

sense. The first step is to set the stage to build the 

right challenge and the right team to solve it [30]. 
2.3.3 Satisfaction 

Games can also create a positive memory and 

experience of learning for students in the classroom. 

Besides, the teacher uses rewards as an incentive to 

make the learners want to learn more. Hence, games 

are used as an educational innovation. Teaching 

methods using games are also used in science courses 

to stimulate students to be interested in it. This 
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scenario will allow the learners to gain more 

knowledge and understanding because it could make 

students enjoy learning and attain the learning 

outcomes. The students would also have a sense of 

fulfillment and satisfaction. 
2.3.4 Social interaction  

There is growing interest in higher learning 

communities where institutional programs were 

designed to bring students together through shared 

educational experiences, often over extended periods 

and various settings. Although such initiatives date 

back to the early days of the 20th century [31], their 

recent resurgence coincides with their recognition by 

the Association of American Colleges and 

Universities as a high-impact educational practice 

their link to student engagement [32]. The success of 

these programs is based, in part, on the types of 

interactions among students. Traditionally, student 

interactions have been divided into two categories 

based on either social or academic integration [33]. 

More recent research based on positive psychology 

emphasizes overall well-being and meaning-making 

for students [34].  
2.3.5 Fun  

Gamified assessment is a fun way that helps students 

change their learning attitudes. The fun will help the 

students learn more effectively. In a fun setting for 

many learners, problems are solved, and obstacles are 

resolved when logical thinking skills are involved. 

Yue et al. [35] called these ‘Desirable difficulties.’  

Besides, Lui [36] reported that students chose to learn 

vocabulary through technology not only because it 

was more fun and exciting but because it made it 

easier to remember vocabulary. This study confirms 

that the game can boost the learning experience. 

Gaming elements can make learning or assessment 

for students more fun and exciting. Thus, it is a 

possible learning process method of growing student 

motivation and engagement to improve learning 

quality due to using games in the assessment. 
2.3.6Focused attention 

Attention means focusing and concentrating on one‟s 

mind. If concentrated attention is given, a person may 

respond to particular objects visually, audibly, tacitly, 

or in some other way that he/she can alter the 

environment. When students cannot focus on 

learning, they have substantially lowered the 

performance rate of learning tasks [37]. The use of 

successful concentration techniques to maximize 

student attention positively affects and enhances 

student performance in the teaching process. 

Attention strategies have had a noticeable impact. 

This scenario provides learners with a more 

significant opportunity to involve in the process of 

learning. It provides teachers and students with more 

opportunities to actively participate in teaching and 

learning [38].  
2.3.7 Relevance 

Relevance is an abstract term that is not easy to 

define. It is an essential element in the education 

literature. However, this concept is hardly explained 

in detail. It can generally be understood as something 

important, exciting, and worth knowing. The theory 

of relevance was put forth in the mid-80s [24], which 

posits: “…the search for relevance is a basic feature 

of human cognition….” Relevance is vital to teaching 

and learning because it directly relates to student 

engagement and motivation [39, 40]. When a student 

feels that something is relevant, he/she would be 

motivated to perform better by engaging actively in 

the activity. 
2.3.8 Perceived learning 

When a student reports his/her knowledge gain based 

on his/her reflection and introspection, this can be 

understood as „perceived learning‟ [41]. Perceived 

learning can be used as an indicator of learning, and 

the strongest and most significant predictor of 

perceived online learning is self-efficacy [42]. The 

two dimensions of perceived learning are knowledge 

acquisition and knowledge transfer. Knowledge 

acquisition is defined as a collection of newly 

acquired knowledge, and it is related to retention. On 

the contrary, knowledge transfer would mean that the 

learner can understand the new knowledge to a level 

that he/she can use it in other contexts and situations 

[43]. In other words, knowledge transfer would refer 

to the applicability of the knowledge in a different 

situation or context. A study conducted at three 

universities located in the USA, Spain, and China 

found that knowledge acquisition and knowledge 

transfer have a strong correlation with learning 

content and course design [44]. 

 

3.Methodology 
TCM development involved four stages: 1) Ideas of 

Generation (idea generation and screening, and 

concept development); 2) Product Analysis and 

Product Development; 3) Pilot Tests, and 4) Final 

Product. The project's development involving 

generating ideas, content, materials, group creativity, 

energy, and costs. There were three attempts involved 

in TCM development to seek feedback and comments 

on this module's effectiveness. The module's 

improvement has considered the content, cost, and 

timing flow of the game, designs, and responsibilities 

of team members (facilitators/moderators) and 

students (players). 
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3.1Participants  

The participants were undergraduate students who 

have registered for the Talent Recruitment and 

Selection Course at Universiti Teknologi MARA 

(UiTM) Cawangan Melaka, Kampus Bandaraya 

Melaka, and Kolej Yayasan MARA, Melaka. A total 

of 83 participants are involved in this study to 

evaluate the TCM in user experiences. The 

evaluation instrument was distributed online through 

Google Form to allow easy access to the participants. 

The voluntary responses by participants were then 

analyzed using SPSS software to generate descriptive 

data. Each of the participants was involved in all four 

components of the TCM. However, the total number 

of participants for the different components could be 

different. A few participants withdrew from the 

sessions because of other commitments, such as 

lectures and personal matters. 

 

3.2 Procedures 

There were eight procedures involved in evaluating 

TCM, as seen in Figure 2. On the day of the 

evaluation, participants were briefed about the 

detailed procedure. The demo was presented to the 

participants in each session. Participants need to 

access the digital game section through their mobile 

phones. There is no cut of time required for 

participants to complete their game. Once the 

participants completed the game, they were required 

to answer a post-questionnaire adapted from 

MEEGA+ Model [24]. They should answer it based 

on their experience while the instructor implemented 

TCM in the learning environment. 

 

3.3Instrument  

The participants were given a MEEGA instrument 

adapted from [24]. The instrument's purpose is to 

evaluate the quality of educational games in terms of 

usability user experience. This study focuses only on 

measuring students' user experience when TCM was 

used in Talent Recruitment and Selection Course. 

Each item in the MEEGA model is given a scale of 

agreeability according to the Likert Scale ranging 

from 1=Strongly Disagree; 2=Disagree; 3=Neither 

Disagree or Agree; 4=Agree and 5=Strongly Agree. 

The prediction time to complete this questionnaire is 

about 10 minutes. Table 1 shows the list of 

questionnaire items in this study. The PL3 items in 

Perceived Learning elements are adapted based on 

the type of TCM that is implemented. 

 

 
Figure 2 The procedure for evaluating TCM 

 

Table 1 List of items in the questionnaire  

Code Item 

CO1 The contents and structure helped me to become confident that I would learn with this game. 

CH1 This game is appropriately challenging for me. 

CH2 The game provides new challenges (offers new obstacles, situations, or variations) at an appropriate pace. 

CH3 The game does not become monotonous as it progresses (repetitive or boring tasks).\ 

SA1 Completing the game tasks gave me a satisfying feeling of accomplishment. 

SA2 It is due to my personal effort that I managed to advance in the game. 

SA3 I feel satisfied+ with the things that I learned from the game. 

SA4 I would recommend this game to my colleagues. 

SI1 I was able to interact with other players during the game. 

SI2 The game promotes cooperation and/or competition among the players. 

SI3 I felt good interacting with other players during the game. 

FU1 I had fun with the game. 

FU2 Something happened during the game (game elements, competition, etc.) which made me smile. 

FA1 There was something interesting at the beginning of the game that captured my attention. 

FA2 I was so involved in my gaming task that I lost track of time. 

FA3 I forgot about my immediate surroundings while playing this game. 

RE1 The game contents are relevant to my interests. 

RE2 It is clear to me how the contents of the game are related to the course. 

RE3 This game is an adequate teaching method for this course. 
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Code Item 

RE4 I prefer learning with this game to learning through other ways (e.g., other teaching methods). 

PL1 The game contributed to my learning in this course. 

PL2 The game allowed for efficient learning compared with other activities in the course. 

PL3 The game contributed to recall the concept from… 

PL3 The game contributed to recall the concept from… 

 

4.Result 
Table 2 shows the demography data. The results 

show that the participants are mainly females (60) 

(72.3%). All participants are in the range of 18-29 

years old. Based on demography data, 33 (39.8%) 

participants play digital games weekly, which is at 

least once a month, and five respondents never play 

digital games. Meanwhile, 27 (32.5%) out of 83 

respondents play non-digital games weekly, 21 

(25.3%) monthly, and 6 (7.2%) participants never 

play non-digital games.  Only 4 (4.8%) participants 

play the non-digital game every day, in contrast with 

19 (22.9%) playing digital games daily. 

 

 

Table 2 List of items 

Question Range f % 

Gender Male 23 27.7 

Female 60 72.3 

Age group Under 18 years 0 0.0 

18 to 29 years 83 100.0 

Over 30 years 0 0.0 

Institution  UiTM 50 60.2 

KYM 33 39.8 

How often do you play digital games? Never 5 6.0 

Rarely: from time to time 9 10.8 

Monthly: at least once a month 17 20.5 

Weekly: at least once a week 33 39.8 

Daily: every day 19 22.9 

How often do you play non-digital 

games (card or board games, etc.)? 

Never 6 7.2 

Rarely: from time to time 25 30.1 

Monthly: at least once a month 21 25.3 

Weekly: at least once a week 27 32.5 

Daily: every day 4 4.8 

 

4.1Talent race 
4.1.1Kahoot!  

The evaluation results regarding the participants‟ 

confidence using Kahoot! can be seen in Table 3. 

More than half (60.6%) of participants agree or 

strongly agree that the contents and structure helped 

them become confident while learning through 

Kahoot! They believed the game reinforced their self-

confidence. Participants agreed and strongly agreed 

that they had fun through Kahoot! (97.6%). They 

agreed and strongly agreed (94.0%) that something 

that happened during the game made them smile. The 

fun and perceived learning elements received the 

highest mean value: 4.38 (87.6%) in the Kahoot! 

session.  Almost all participants agreed and strongly 

agreed (94.0%) that Kahoot! contributed to assisting 

them in recalling the concepts in the Planning topic. 

Meanwhile, 93.8% of participants agreed and 

strongly agreed that they could recall the staffing 

model and Strategy topics through Kahoot! 

 

4.1.2 Quiznetic 

Table 4 presents user experience during the Talent 

Race (Quiznetic) implementation in assessing the 

Talent Recruitment and Selection course topics. 

Almost all participants agreed and strongly agreed 

(95.7%) that they could interact with other players 

through Quiznetic. Besides, 90% of participants 

agreed and strongly agreed that Quiznetic encouraged 

cooperation and competition among them. This 

scenario contributed to an excellent experience for 

the participants. Similar to the evaluation of Kahoot!, 

the Fun element gets the highest average mean value, 

which is 4.39 (87.8%) in terms of agreeability 

compared to other elements such as Social 

Interaction = 4.36 (87.2%), Satisfaction = 4.34 

(86.8%) and Perceived Learning = 4.34 (86.8%). 

Furthermore, items measuring the Confidence 

element had the lowest average mean, which is 4.24 

(84.8%) in terms of agreeability. This result indicated 

that the participants were less familiar with this 

game, which caused their confidence level to be the 
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lowest compared to other elements. However, the 

Confidence element's agreeability as part of the 

excellent user experience contribution is still 

acceptable, with a percentage of more than 50.0%. 

Based on the analysis of the overall average mean in 

the Talent Race session, participants agreed that 

Quiznetic contributed a more pleasurable experience 

compared to Kahoot!. 

 

 

Table 3 Talent race evaluation for Kahoot!  

Confidence  Challenge 

Code SD D 
DA A SA Mean  Code SD D DA A SA Mean 

CO1 0 0 10 47 26 4.19  CH1 0 0 6 45 32 4.31 
        CH2 0 0 5 42 36 4.37 
        CH3 1 2 6 43 31 4.22 

Average Mean 4.19        4.30 

               

Satisfaction  Social Interaction 

Code SD D 
DA A SA Mean  Code SD D DA A SA Mean 

SA1 0 0 7 36 40 4.40  SI1 0 0 3 44 36 4.40 
SA2 0 0 5 48 30 4.30  SI2 0 0 3 41 39 4.43 
SA3 0 0 7 40 36 4.35  SI3 0 0 8 43 32 4.29 
SA4 0 0 4 41 38 4.41         

Average Mean 4.36        4.37 

               

Fun  Focused Attention 

Code SD D 
DA A SA Mean  Code SD D DA A SA Mean 

FU1 0 0 2 44 37 4.42  FA1 0 0 4 43 36 4.39 
FU2 0 1 4 44 34 4.34  FA2 0 0 10 43 30 4.24 

        FA3 0 2 11 39 31 4.19 

Average Mean 4.38        4.27 

  

Relevance  Perceived Learning 

Code SD D 
DA A SA Mean  Code SD D DA A SA Mean 

RE1 0 3 3 43 34 4.30  PL1 0 0 4 41 38 4.41 
RE2 0 1 4 44 34 4.34  PL2 0 0 6 41 36 4.36 
RE3 0 0 6 48 29 4.28  PL3 0 0 6 42 35 4.35 
RE4 0 0 9 44 30 4.25  PL4 0 0 5 39 39 4.41 

Average Mean 4.29        4.38 

Total average mean 4.32 

SD= Strongly Disagree = Disagree, DA= Neither Disagree nor Agree, A = Agree, and SA=Strongly Agree. 

 

Table 4 Talent race evaluation for Quiznetic 

 Confidence  Challenge 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

 CO1 0 0 5 43 22 4.24  CH1 0 0 4 37 29 4.36 

         CH2 0 0 4 35 31 4.39 

         CH3 0 0 8 38 24 4.23 

 Average Mean 4.24        4.32 

                

 Satisfaction  Social Interaction 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

 SA1 0 2 4 33 31 4.33  SI1 0 1 2 36 31 4.39 

 SA2 0 0 10 32 28 4.26  SI2 0 0 7 33 30 4.33 

 SA3 0 1 3 32 34 4.41  SI3 0 0 5 35 30 4.36 

 SA4 0 1 4 33 32 4.37         

 Average Mean 4.34        4.36 
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 Fun  Focused Attention 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

 FU1 0 1 3 30 36 4.44  FA1 0 0 4 37 29 4.36 

 FU2 0 0 5 36 29 4.34  FA2 0 0 8 35 27 4.27 

         FA3 0 2 4 37 27 4.27 

 Average Mean 4.39        4.30 

                

 Relevance  Perceived Learning 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

 RE1 0 1 5 22 28 4.38  PL1 0 1 3 31 35 4.43 

 RE2 0 0 6 36 28 4.31  PL2 0 1 5 35 29 4.31 

 RE3 0 1 4 37 28 4.31  PL3 0 1 4 36 29 4.33 

 RE4 0 2 8 32 28 4.23  PL4 0 1 6 34 29 4.30 

 Average Mean 4.31        4.34 

 Total average mean 4.33 

SD= Strongly Disagree = Disagree, DA= Neither Disagree nor Agree, A = Agree, and SA=Strongly Agree. 

 

4.2Talent feud 

Table 5 displays the results, which refer to evaluating 

participants' experience while Talent Feud was 

implemented at the learning session. Talent Feud is 

an example of a non-digital game as a learning tool. 

Talent Feud's Social Interaction element gets the 

highest agreeability (88.0%) to contribute to user 

experience. The second highest element agreed and 

strongly agreed by participants that contributed to 

user experience is the Confidence element. Almost 

97.0% of participants agreed that they were confident 

with Talent Feud's contents and structure that helped 

them learn. Almost 94.0% of the participants agreed 

and strongly agreed that the Talent Feud contents are 

related to the course. The analysis from Talent Feud's 

results indicated that 92.4% of participants agreed 

and strongly agreed that Talent Feud is an acceptable 

teaching method for the course. Besides, 93.9% of 

the participants prefer learning with Talent Feud to 

learning through other teaching methods. 

 

 

Table 5 Talent Feud Evaluation  

Confidence  Challenge 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

CO1 0 0 2 38 26 4.36  CH1 0 1 2 38 25 4.32 

        CH2 0 1 1 37 27 4.36 

        CH3 0 1 3 37 25 4.30 

Average Mean 4.36        4.33 

               

Satisfaction  Social Interaction 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

SA1 0 0 3 35 28 4.38  SI1 0 0 2 32 32 4.45 

SA2 0 0 6 35 25 4.29  SI2 0 0 2 35 29 4.41 

SA3 0 0 4 37 25 4.32  SI3 0 0 4 36 26 4.33 

SA4 0 0 3 38 25 4.33         

Average Mean 4.33        4.40 

               

Fun  Focused Attention 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

FU1 0 0 3 40 23 4.30  FA1 0 0 3 34 29 4.39 

FU2 0 0 3 40 23 4.30  FA2 0 0 5 36 25 4.30 

        FA3 0 0 3 40 23 4.30 

Average Mean 4.30        4.33 

  

Relevance  Perceived Learning 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 
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RE1 0 0 2 36 28 4.39  PL1 0 0 2 36 28 4.39 

RE2 0 1 3 36 26 4.32  PL2 0 0 5 38 23 4.27 

RE3 0 0 5 37 24 4.29  PL3 0 0 3 43 20 4.26 

RE4 0 0 4 41 21 4.26  PL4 0 0 2 36 28 4.39 

Average Mean 4.31        4.33 

Total Average Mean 4.34 

SD= Strongly Disagree = Disagree, DA= Neither Disagree nor Agree, A = Agree, and SA=Strongly Agree. 

 

4.3Talent mind 

Table 6 presents the participants‟ perception of 

Talent Mind's implementation in the learning session. 

From the participants‟ responses, it is clear that the 

participants agreed and strongly agreed that Talent 

Mind, a non-digital game, is fun, with 98.5% of 

participants agreeing and strongly agreeing with this 

statement. All the items measuring Perceived 

Learning's element have recorded more than 90.0% 

agreeability from the participants. This scenario 

indicated that the Perceived Learning element 

contributed to the most pleasant user experience in 

learning External Selection and Internal Selection 

topics. 

 

 

Table 6 Talent mind evaluation 

Confidence  Challenge 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

CO1 0 0 4 45 19 4.22  CH1 0 2 3 46 17 4.15 

        CH2 0 1 3 49 15 4.15 

        CH3 0 2 4 48 14 4.09 

Average Mean 4.22        4.13 

               

Satisfaction  Social Interaction 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

SA1 0 0 1 41 26 4.37  SI1 0 1 1 36 30 4.40 

SA2 0 1 4 45 18 4.18  SI2 0 1 3 32 32 4.40 

SA3 0 0 2 39 27 4.37  SI3 0 1 1 33 33 4.44 

SA4 0 0 3 38 27 4.35         

Average Mean 4.32        4.41 

Fun  Focused Attention 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

FU1 0 0 1 32 35 4.50  FA1 0 0 4 36 28 4.35 

FU2 0 0 3 36 29 4.38  FA2 0 0 5 41 22 4.25 

        FA3 0 0 9 37 22 4.19 

Average Mean 4.44        4.26 

  

Relevance  Perceived Learning 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

RE1 0 0 2 41 25 4.34  PL1 0 0 4 40 24 4.29 

RE2 0 0 2 34 32 4.44  PL2 0 0 2 42 24 4.32 

RE3 0 0 2 39 27 4.37  PL3 0 0 2 33 33 4.46 

RE4 0 0 5 42 21 4.24  PL4 0 0 2 34 32 4.44 

Average Mean 4.35        4.38 

Total Average Mean 4.31 

SD= Strongly Disagree = Disagree, DA= Neither Disagree nor Agree, A = Agree, and SA=Strongly Agree. 

 

4.4Talent gram 

The result regarding the Talent Gram evaluation is 

provided in Table 7. The findings indicated that 

96.9% of participants agree and strongly agree that 

the task gave them a satisfying feeling of 

accomplishment when they completed the Talent 

Gram non-digital game session. About 98.4% of 

participants reported they would be recommended the 

Talent Gram to their members. The Satisfaction 

element is the highest element with an average mean 

of 4.37 (87.4%) compared to other elements 

contributing to Talent Gram's user experience. More 
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than 90.0% of participants believe that the Talent 

Gram is appropriately challenging and provides new 

challenges at an appropriate pace. According to the 

Satisfaction element results, 92.2% of participants 

agree and strongly agree that Talent Gram does not 

become monotonous as it progresses. Based on Table 

5. 90.6% of participants reported that they forgot 

about their immediate surroundings while playing the 

Talent Gram non-digital game. Moreover, 93.8% of 

participants agree and strongly agree that something 

interesting at the beginning of the Talent Gram 

captured their attention. 

 

 

Table 7 Talent gram evaluation 

Confidence  Challenge 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

CO1 0 0 4 35 25 4.33  CH1 0 0 5 36 23 4.28 

        CH2 0 0 7 37 20 4.20 

        CH3 0 0 5 41 18 4.20 

Average Mean 4.33        4.23 

               

Satisfaction  Social Interaction 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

SA1 0 0 2 30 32 4.47  SI1 0 0 4 37 23 4.30 

SA2 0 0 3 39 22 4.30  SI2 0 0 4 33 27 4.36 

SA3 0 0 5 33 26 4.33  SI3 0 0 2 36 26 4.38 

SA4 0 0 3 33 28 4.39         

Average Mean 4.37        4.34 

               

Fun  Focused Attention 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

FU1 0 0 5 30 29 4.38  FA1 0 0 4 37 23 4.30 

FU2 0 0 5 33 26 4.33  FA2 0 0 8 37 19 4.17 

        FA3 0 0 6 39 19 4.20 

Average Mean 4.35        4.22 

Relevance  Perceived Learning 

Code SD D DA A SA Mean  Code SD D DA A SA Mean 

RE1 0 0 1 38 25 4.38  PL1 0 0 3 33 28 4.39 

RE2 0 0 3 35 26 4.36  PL2 0 0 6 36 22 4.25 

RE3 0 0 4 32 28 4.38  PL3 0 0 2 35 27 4.39 

RE4 0 0 6 35 23 4.27  PL4 0 0 4 29 31 4.42 

Average Mean 4.34        4.36 

Total Average Mean 4.32 

SD= Strongly Disagree = Disagree, DA= Neither Disagree nor Agree, A = Agree, and SA=Strongly Agree. 

 

5.Discussion  
Regarding the user experiences, all the TCM 

components, Talent Race, Talent Feud, Talent Mind, 

and Talent Gram, achieved high percentages of 

positive responses. The Talent Feud was the highest 

ranking in terms of preferred components compared 

to other components. The second preferred 

component was Talent Race, followed by Talent 

Gram and finally Talent Mind. TCM offered the 

participants user experiences in a collaborative 

learning environment. Besides, every component 

offered the opportunity to utilize digital and non-

digital games in teaching and learning. Students get 

more involved and engaged in learning by 

contributing to the games‟ discussions, and team 

collaboration provides better problem-solving related 

to the course content when adopting digital and non-

digital-based learning [1, 5]. This study advances the 

literature on the learners‟ learning experiences using 

traditional and digitalized games. It provides valuable 

insights that TCM components play a vital role in 

students‟ learning experience and process. This study 

also reveals that students‟ level of challenge, 

confidence, satisfaction, social interaction, fun, 

focused attention, relevance, and perceived learning 

increased when students adopted collaborative 

learning, together with the domains involved, i.e., 

cognitive, affective, and psychomotor. The 

experience of users in collaborative learning has 

relatively connected when using traditional and 
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digital games, which are fundamental approaches for 

user learning experiences and performance [14, 20, 

22]. To mitigate the challenges of education and 

blended learning environment, this study meets the 

demand of pedagogical transformation, which offers 

ways for a new learning environment beyond 

traditional classroom approaches. 

 

Overall, this study has revealed that Talent Race, 

Talent Feud, Talent Mind, and Talent Gram, as 

collaborative learning complement traditional 

classroom teaching, therefore enhancing students‟ 

experience and engagement [14]. Furthermore, by 

participating in collaborative learning, the goals of 

sharing emotions, feelings, values, and ideas can 

facilitate students‟ positive learning, behavioural and 

social outcomes [16−18], [23]. Despite intentions to 

motivate and engage students‟ learning experience, 

collaborative learning approaches can close the gaps 

of students‟ intellectual and competencies skills, such 

as critical thinking, creativity, innovation, 

negotiations, teamwork, problem-solving, and 

decision-making [6, 7] [10, 11]. With greater 

attention to collaborative learning, students and 

educators can enhance the benefits of digital and non-

digital games, responsive to learners‟ needs of 

education, and support talent domains (e.g., 

cognitive, affective, and psychomotor). 

 

6.Conclusion and future work 
This study's findings can be used as a guideline for 

the higher institutions to incorporate traditional 

learning with technology for students and educators. 

Thus, higher institutions' management needs to 

emphasize challenge, confidence, satisfaction, social 

interaction, fun, focused attention, relevance, and 

perceived learning components to gain collaborative 

learning advantages. Indeed, the key findings' 

implications indicate, that students' academic key 

performance and higher institutions generally help 

improve knowledge attainment, productivity, and 

competence. As a collaborative learning allows 

students and educators access to learning 

opportunities, higher education can considerably 

achieve national education development goals and 

pedagogy learning flexibility. Although this study 

provides useful insights yet, a few limitations should 

be considered. Firstly, the key findings of a 

MEEGA+ Model had only evaluated students‟ 

experience when playing digital and non-digital 

games for the TCM components. User experience can 

only be evaluated students‟ involvements in the 

gaming tasks, including their perception of learning, 

feelings, pleasured, and interactions with the games. 

Further studies can include usability factors that 

evaluate the degree of educational games used by 

specific students to achieve specific goals with 

effectiveness and effectivity. For usability, four 

important components can be evaluated: a) aesthetics, 

b) learnability, c) operability and d) accessibility. 

Secondly, the small sample data cannot be 

generalized to other groups of students in different 

programs and institutions. The inclusion of a low 

sample size might produce different findings and did 

not represent students‟ overall experience when using 

the educational games. Therefore, future studies 

should increase students' participation in different 

programs and institutions to allow greater 

generalization of the results. Thirdly, this present 

study analyses only descriptive analysis of students‟ 

experience by looking at the mean and standard 

deviation values. As this study is based on students‟ 

behaviours and experience in collaborative learning, 

future studies should evaluate the impact of 

MEEGA+ Model components (user experience and 

usability) on students‟ performance, motivation, and 

engagement using advanced data analysis. Lastly, 

students‟ experience and usability towards the 

performance, motivation, and engagement can be 

increased when the existence of mediating variables 

(e.g., support, self-efficacy, cognitive, affective, and 

psychomotor) and moderating variables (e.g., age, 

gender, and race) in the relationships are examined. 
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