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Abstract: Understanding communication theory is a fundamental challenge for students, as it often
involves abstract concepts that can be difficult to comprehend through traditional teaching methods. To
address this issue, this innovation introduces a board game-based learning named Mastering
Communication Theory Game or known as MASCOT Game, specifically designed to enhance student
comprehension and engagement with communication theory. The rationale for this innovation is that
many evidences suggesting that gamified learning approaches improve students’ retention, engagement,
and critical thinking skills. The purpose of this innovation is to provide an interactive and enjoyable
learning tool that simplifies the complex communication concepts and makes them more accessible. The
board game-based learning is a novel teaching approach, combining strategic gameplay with academic
content. Students engage in problem-solving tasks, and knowledge-based challenges that mirror real-
world communication contexts. By integrating theoretical models into the game mechanics, students do
not only learn but also apply concepts in a dynamic environment. Preliminary results from pilot sessions
with 102 undergraduate students indicate improved comprehension, increased engagement for the
subject, and high perceived ease of use and perceived usefulness of the board game-based learning in
the learning process. Participants demonstrated a measurable improvement in their ability to analyse and
apply communication theories in both academic and practical situations. This innovation benefits society
by fostering better-equipped graduates who possess a deeper understanding of communication
dynamics, an essential skill in diverse professional and social settings. By transforming a traditionally
challenging subject into an engaging and interactive experience, this approach contributes to the
advancement of education and the broader goal of cultivating effective communicators for the future.
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INTRODUCTION

In today’s rapidly evolving educational landscape, educators worldwide are searching for
innovative approaches to engage students and enhance learning outcomes, particularly in
language learning contexts. One of the most significant challenges facing education systems
globally is the need to motivate and actively engage learners, especially in university settings,
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where attention spans are shorter and traditional teaching methods may fail to capture student
interest (Zainuddin et al., 2020). Research has increasingly turned to gamification as a solution
to this issue. Gamification, the process of integrating game mechanics into non-game contexts,
has shown considerable promise in promoting student engagement and improving learning
outcomes (Meccawy et al., 2023).

By turning learning activities into interactive and enjoyable experiences, gamification
helps combat disengagement and fosters a sense of motivation among students (Christopoulos
& Mystakidis, 2023). Today's society is in constant transformation, significantly impacting the
educational field. This transformation implies the need to update education to consider the
different realities of the social context.

It has been suggested that educational games might improve learning results and student
motivation. (Bressler et al., 2024; Kiiciiksen Oner et al., 2024). Game-based learning is a
student-centered strategy to encourage and engage students with other players. It was
highlighted that game-based learning was a method that combined established learning
objectives with game rules (Lin & Wang, 2022; Plass et al., 2015). Numerous studies have
demonstrated that using board games to teach improves the efficacy. The idea of using games
to teach is the foundation of board games. Board games have been identified in several studies
as a useful medium for presenting STEM education, or scientific education, to assist students
in attaining a variety of goals, including motivation, cognitive abilities, and problem-solving
abilities (Cardinot & Fairfield, 2022).

Results have been favourably and widely affected by game-based learning, including
educational board games. Plass et al., (2015) suggested four elements which are cognitive
viewpoint, motivational perspective, emotional perspective, and sociocultural perspective to
develop and assess the efficacy of game-based learning. Learning outcomes, information
retention, and conceptual understanding are all factors that are included in the cognitive
viewpoint (Arztmann et al., 2023). The ideas of self-efficacy and self-determination form the
foundation of game-based learning's motivating viewpoint. Educational games were assessed
as a means of motivating and engaging students.

LITERATURE REVIEW

Game-based learning is defined as the use of board games in the classroom for information
acquisition, skill development, and competency enhancement. According to constructivist
ideas, employing games as instructional tools allows students to learn by doing and going
through reflective processes. Playing, according to theory, enhances mediated learning (Vita-
Barrull et al., 2024), which increases the significance of the learning process. Nowadays, we
appreciate the need of using play styles that are often associated with amusement, such as board
games. The idea is to develop levels of participation comparable to what games often achieve.
Gamification's primary goals are to improve particular talents, create objectives that give
learning a purpose, engage students, maximise learning, assist behaviour change, and socialise
(Dichev & Dicheva 2017). Stimulated by the effects that game elements can produce, many
researchers have investigated the impact of gamification in an educational context, yielding
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positive results such as increased engagement, user retention, knowledge, and cooperation
(Alsawaier, 2018).

It is evident that students in gamified courses outperformed their classmates by 40%
because they can concentrate on their studies (Lo & Hew, 2020). Recent studies, for example,
have proven gamification's ability to boost student motivation, engagement, and involvement
in education while immersing students in experiential learning (Lopez and Tucker, 2019).
Academic performance, motivation, and engagement are popular outcome metrics in
gamification research (Zainuddin et al., 2024). Academic performance is a practical indicator
of the success of gamification in boosting students' knowledge acquisition and application
(Nguyet & Nguyet, 2023). Motivation matters because it impacts students' attention,
perseverance, and effort in learning activities, while engagement demonstrates student's
devotion to the subject and numerous responsibilities (Segura-Robles et al., 2020).

Additionally, board games can increase motivation for students to learn while
decreasing their resistance to learning (Law & Chen, 2016). This is because the nature of board
games is fun and this fun element is included in the board game which makes the learning
process fun. Besides that, by using board game in the learning process, it can improve students’
learning efficiency as they get to interact frequently with their friends in completing the board
game challenges and obstacles. Two-ways communication, it can reduce the difficulty in
learning of complex system concepts while decreasing their cognitive load (Anupam et al.,
2017). On the other hand, the game challenges that the students encounter in the board game
can foster their new skills such as critical thinking, problem-solving, teamwork,
communication, and collaboration (Cheng et al., 2019). The usage of board games in teaching
and learning offers several benefits and is hence preferred by many instructors (Wen, Lin &
Liu, 2019).

Recently, gamification has become a popular approach by educators. This is because
board game is versatile and practical as it can be used in many different courses. Hence, the
educators can utilise this tool to create their own board games and suit it with their course
learning objectives and outcomes.

METHODOLOGY
Research Design

This study employed a quantitative research design with the aim to investigate the effects of
gamification on learning. The specific objective of this study is to examine the use of board
game based learning in enhancing student’s understanding and engagement in learning the
Communication Theory subject.

Population and Sampling
The participants of this study were determined based on the total number of students in their
First-Year of study, utilising a purposive sampling technique. The researcher utilised a

purposive sampling type, these students have been chosen as they have a particular set of
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characteristics which are (a) first-year of study, (b) Registering for the Communication Theory
subject, (c) age between 20-23 years old and (d) no prior knowledge about the Communication
Theory subject. This approach was adopted to guarantee that each student had an equal chance
to take part, improving the findings' representativeness and generalisability. Altogether, there
were 102 students involved in the study.

Procedure

Students were divided into several groups
with 4 members in each group

Each group receives 1 set of MASCOT
(Mastering Communication Theory) Board
Game

Each player needs to roll the dice to identify
the turn. The instructor reads the instructions
of game

Each board game consists
of: Dice, Counter, Board

If the students answer the
question correctly, they
can advance to the next
box. Wrong answer will
hinder their progress

The students needs to answer questions
whenever they stop on the Question Box.

Student who reaches to the Finish
Box will be the winner

Figure 1 Procedure of playing MASCOT Board Game

Based on the Figure 1, there were 102 students recruited for this study. All students were
divided into several group with each group consisting of four members. The leader of the group
received a set of MASCOT (Mastering Communication Theory) Board Game. Then, the leader
of the group has to determine the player turn based on the highest number that they get when
they roll the dice. Each of the groups received a board game consisted of dice, counter and the
board game. The instructor then read the instructions so that the players were aware of the game
rule. Then, the students played the game until any of them reached at the question mark box,
which required them to answer a question related to the Communication Theory subject. The
correct answer enabled the player to move ahead to the next box, while the wrong answer
hindered their progress as they had to move back one box. The player who reached the final
box was counted as the winner.

Instrument

The students answered the 10-item questions on a five-point Likert Scale ranging from
“strongly disagree” to “strongly agree.” The questions covered were related to comprehension,
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engagement, perceived ease of use and perceived usefulness. There were three questions on
comprehension, three questions on engagement, two questions on perceived ease of use and
two questions on perceived usefulness.

Data Collection

The data was collected based on the pre and post-game survey. The pre-game survey was
completed before the students played the board game, while the post-survey was completed
after the students play the board game. The survey consisted of 10 items to measure dimensions
related to comprehension, engagement, perceived ease of use and perceived usefulness of the
board game to students. The measurement of the questions was based on the 5-point Likert
Scale that range from 1= “Strongly Disagree” to 5 = “Strongly Agree”. Likert scales are widely
used to examine attitudes, perceptions, beliefs, and other concerns in educational research. This
is due to the fact that the majority of the variables of interest in educational research are
evaluated by self-report measures that employ Likert rating scales since they cannot be directly
seen (Hussain et al., 2022).

Data Analysis

The data were analysed using quantitative data analysis to investigate their comprehension
level, engagement level, perceived ease of use and perceived usefulness. It was analysed using
SPSS 26.

RESULTS AND DISCUSSION

Demographic background

Table 1 Demographic background

Frequency (N)  Percentage (%)

Gender
Male 68 66.7
Female 34 33.3
Age
19 11 10.7
20 70 68.6
21 15 14.7
22 2 2.0
23 2 2.0
26 1 1.0
31 1 1.0
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Post-Test
Table 2 Post-test results of MASCOT Board Game

Variable Strongly Disagree Neutral Agree Strongly
Disagree (N) (N) (N) Agree
(N) (N)

Comprehension

Al. | can understand the basic ideas of 2 41 59
the knowledge taught on
communication theory

A2. The game motivates the player to 3 33 66
integrate the communication theory in
practical life

A3. | want to know more about the 2 24 76
communication theory

Engagement

B1. The MASCOT Board game helps 2 39 61
me connect with the content of
knowledge in new ways

B2. The MASCOT Board game 3 30 69
enabled me to participate in the
learning activities in different ways

B3. | feel excited when participating in 1 5 30 66
learning through MASCOT board
games

Perceived Ease of Use MASCOT Board Game

C1. The MASCOT Board Game is 5 35 62
easy to use
C2. The MASCOT Board Game is an 1 7 30 64

understandable game
Perceived Usefulness of MASCOT Board Game

D1. MASCOT Board Game is useful 2 38 62
to understand concepts in
Communication Theory
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D2. The MASCOT Board Game is 1 3 34 64
relevant in learning the concepts in
Communication Theory

Based on the post-test results from Table 2 on the comprehension level, it can be
reported that after students played the MASCOT Board Game, they could understand the basic
ideas of the knowledge taught on Communication Theory (N= 100, 98.0%), the game has
motivated them to integrate communication theory in practical life (N=99, 97.0%) and they
want to know more about the communication theory (N=100, 98.0%). Regarding the
engagement level, majority of them reported that the MASCOT Board Game helped them to
connect with the content of knowledge in new ways (N=100, 98.0%), enabled them to
participate in the learning activities in different ways (N=99, 97.0%), and they feel excited when
participating in learning through MASCOT Board Game (N=99, 97.0%). Additionally, for
perceived ease of use of the MASCOT Board Game, majority of them reported that the board
game is easy to use (N=97, 95.0%) and the board game is an understandable game (N=94,
92.2%). Meanwhile, for the perceived usefulness of board game, majority of them reported that
the MASCOT Board Game was useful to understand concepts in communication theory
(N=100, 98.0%) and the MASCOT Board Game was relevant in learning the concepts in
Communication Theory (N=98, 96.1%).

The results of this study show that gamified teaching strategies, including playing board
game, greatly increase students' interest and engagement in learning the communication theory.
This is consistent with other research indicating that gamification creates a fun and engaging
learning environment, which enhances learning results (Zhang and Hasim, 2023). Gamification
improves students' understanding by boosting motivation and lowering anxiety through active
engagement.

According to the literature, teachers can utilize board games as an instructional
technique to boost student participation in conventional classroom settings. Nevertheless,
research has shown that while board games may help increase students' interest in their studies,
they may also have the opposite effect (Lanezki & Wehkamp, 2020; Cheung & McBride, 2017).
Teachers find it challenging to monitor and mentor every student at once while playing
traditional board games (Chan et al., 2017). In other words, when kids ran into issues during
games, they were unable to get professors' assistance right away. However, students' learning
performance is greatly improved by teachers' direction and support.

CONCLUSION

This research suggested a board game to help students understand and participate in the study
of communication theory. With the use of the MASCOT board game, educators may monitor
and record the learning progress of their students while they play the game and help students
conduct it. In order to investigate how first-year university students felt about the suggested
board game, 102 of them were asked to play it after finishing a number of different topics. In
addition, the educator looked into understanding, engagement, perceived usefulness, and
perceived ease of use. Regarding the suggested board game, the study's findings show that
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students had high levels of involvement and comprehension as well as favourable perceptions
of its utility and convenience of usage. In addition, some limitations have to be mentioned.
First, this study did not conduct a random selection to select the students to participate in the
experiment. Second, the lack of generalisability is also a limitation of the experimental data as
the sample size was not large. Third, the proposed board game can only support four students
playing together. If the lecturer uses the board game in a large-scale class, they have to consider
how to set the board game for all students.
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