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Education

 PhD (Interactive Media) 

 MSc (Multimedia System)

 BIT (Artificial Intelligence) 

 Diploma in Education

 Director- UTeM Press (2019-2022) 

 Program Manager-Life Long Learning Centre (2018-2019) 

 Research Group Leader (2018-2019)

 Senior Lecturer (2003-present) 

 President AKRAB (2017-2018), Secretary KAUTeM (2019-present) 

 Head of Research & Innovation Unit (2014-2015) 

 Head of Programme (2007-2011) 

 Consultant | Programmer | Freelancer (Since 2002)

Career

 Certified Trainer HRDF- Association 

of Certified Trainers (ACT)

 Adobe Campus Leader

 Adobe Creative Educator

 Microsoft Innovative Educator Trainer 

 Microsoft Office Specialist Master 

 Microsoft Teams Educators 

 Digital Storytelling with Ms. Sway

 Adobe Certified Expert

 Oracle Academy: Database Design & 

Programming with SQL | CCNA etc.

Professional

 The Best UTeM OCW Award (2019)

 Candidate Anugerah Akademik

Negara (2018) 

 The Most Active UTeM MOOC Award 

(2018)

 Anugerah Akademik Universiti (2017) 

 Anugerah Perkhidmatan Cemerlang

(2016, 2008) 

 Anugerah Gemilang Akademik

JPPKK (2015) 

Also received - 9 Special Awards, 5 

Teaching Awards, 30 Innovation Awards,  

8 Service Awards 

Honors

21ST Century Educational Tools | Gamification | MOOC | Augmented Reality | Virtual Learning | Adaptive Learning | Game Design | Game

Development | MOS | E-Learning | M-Learning | Digital Teaching Portfolio | Multimedia Application | I-Book | e-Book | Wearable Technology |

Instructional Design | Edutainment | Digital Storytelling | Alternative Assessment etc.

Expertise

TS. DR. SITI NURUL MAHFUZAH MOHAMAD
mahfuzah.weebly.com | mahfuzah@utem.edu.my 

DIRECTOR | UTEM PRESS

Deliver More Than 100 

Workshop & Training As

Invited Speaker/ Trainer/ 

Advisor. Published More 

Than 100 Journals, 

Proceeding, Books, Book 

Chapter, MOOC,  OCW, 

Ebook, Ibook, Creative 
Book, Article, IP etc. 

“



Ts. Dr. Siti Nurul Mahfuzah Mohamad

Senior Lecturer

Faculty of Information and Communication Technology

Universiti Teknikal Malaysia Melaka (UTeM)

http://www.mahfuzah.weebly.com | 0133808211

mahfuzah@utem.edu.my

PLAYER NAME :  Mahfuzah Mohamad

EXPERIENCES   :  20 XP

HEXAD TEST:  Philanthropists |Free Spirit 

PLAYER TYPE:  Achiever | Explorer

INTELLIGENCES    :  VS | LM | IN | BK

SKILLS                 :  Gameful Design | ICT

EXPERTISE         :  Adaptive Learning | Gamification | Educational Technology

Player Type Test: HEXAD Test | Bartle Test 
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Teaching & 
Learning

Anugerah
Akademik

Universiti (AAU)
Teaching 
Award

Anugerah
Akademik

Negara (AAN)

Innovation 
Award

Calon Anugerah 
Pengajaran [2018]

Penerima Anugerah 
E-Learning [2017]

Services 
Award

APC [2016]

The Best UTeM OCW Award [2019]
The Most Active UTeM
MOOC Award [2018]

9 Special Award
29 Innovation Award 

[2014-2021]
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Book category        : Module (Teaching Portfolio)

Platform                  : UTeM Press

Writing                    : 2 Weeks

Publishing Process : 2 months

Software Used        : Ms. Word

Type Setting            : Adobe InDesign

Pages                      : 152 pages

Approach                :  Gamification | AR 

Book Category       : From Thesis to Book

Type                       : Paperback

Writing                    : 6 days (PKP 1.0 | Mac 2020)

Publishing Process : 2 years

Software Used        : Ms. Word

Type Setting            : Adobe InDesign

Pages                     : 150 pages

Karya Asli
(Paperback)

2022

Module 
(Limited Edition)

2020

Karya Kreatif
(Paperback/ eBook)

2020

Book category        : Siri Cerita Kanak-Kanak

Type                       : Paperback, E-Book

Platform                  :  E-sentral

Publishing Process : 3 months

Software Used        : Ms. Word, Adobe Ilustrator,

Adobe Photoshop

Type Setting            : Adobe Indesign

Extra Features         : Mobile App

Award : Anugerah Buku Malaysia (Calon)

Anugerah Royalti Tertinggi (UTeM)

Tender PNM            : 507 naskhah

Related Books
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Identify Player Type1
008

It’s a good idea to understand how your 
players like to approach playing games

 Incorporating points and badges can help 
achievers enjoy a gamified experience.

 Explorer player types want to see new things and 
experience new outcomes.

 Games such as Farmville incorporate social 
experiences which appeal to Socializer player 
types.

 Some people, who have the Killer player type 
dominant in their gaming nature, are only really 
happy when they’re winning and everyone else is 
losing.



Gaming Styles and The Classroom
http://www.kiang.net/blog/gaming-styles-and-the-class.html

Groups

 Sort the list by any of the 

categories and assign groups 

accordingly.

 Collaborative working groups: 

form their own groups with one of 

each type of gamer in each group. 

 Job Task:

i- Explorers – to do some  

preliminary research, 

ii- Achievers – to formulate a plan, 

iii-Socializers - to publish and 

share our process, and

iv-Killers – check all plans 
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https://gamified.uk/UserTypeTest/user-type-test-results.php?lid=#.YoIHmehByUk

HEXAD 
Test
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https://matthewbarr.
co.uk/bartle/

Bartle 
Test
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GAME CATEGORIES

• Game categories or genres, then, can also have 
subgenres, and many games fit into multiple genres!

• Types of video games:
1. Action games
2. Action-adventure games
3. Adventure games
4. Role-playing games
5. Simulation games
6. Strategy games
7. Sports games
8. Puzzle games
9. Idle games
More info (https://www.idtech.com/blog/different-types-of-video-game-genres)
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Gamification in 
Education2

Gamification refers to the use of game 
elements in a non-game context to increase 

engagement between humans and 
computers, as well as solve problems with 
high quality, as demonstrated by modern 

electronic applications (Khaleel, 2016).
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https://financesonline.com/ga
mification-statistics/

54 Gamification Statistics 

You Must Know: 

2021/2022 Market Share 

Analysis & Data
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Determining 
Student 

Intelligences

Defining 
Learning Goals

Structuring Learner 
Experience (Content 

and Activities)

Interactive 
Design 

Interface

Applying 
Game 

Elements

In the context of gamification, educators need to effectively use

suitable game elements that can be applied in the teaching and

learning process to cater different styles of learning.

It is important to define the learning goals in education; otherwise, all the 

game designs applied are meaningless.

In the adaptive learning concept, the adaptive design interface is

based on student intelligence. Through adaptive learning, it will

allow students to progress at their own pace, increase student

engagement, improve student performance, as well as provide

effective learning and better learning experience.

The most popular game design interfaces are as follows: (i) leaderboard 

(46%); (ii) fantasy (14%); (iii) avatar; and (iv) knowledge map (5%) 

[10]

The selection of game mechanics is based on the personalization of 

the learner. If learners have strength in visual, the avatar and course 

map are created to be suitable to their learning. Game mechanics is a 

tool created by the gamification engine to lead players to achieve 

their objectives. 
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Starting your game with a story
• Storyline and plot development are central to a 

successful game. Gamers want to be immersed in a 
cool universe with impossible physics filled with 
mind-boggling characters that possess face-melting 
powers. And now you want to make a video game 
so where do you start?

• Go with what you know?

• Framing your story?

• More info 
(http://gamescrye.wpengine.com/blog/starting-
your-game-with-a-story/)
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What is Game Design?
• In the broadest sense, game design refers to the idea behind a game. But it's come to mean a 

whole lot more than that. In large immersive games, game design refers to the central theme or 
point, as well as the story and plot and the characters' back-stories. In smaller games and in games 
in which there are no significant characters or plot (for example, in a racing game), game design 
refers to how one plays the game. What are the rules? How is the game scored? How does the 
level of difficulty change with play? What makes the game fun or challenging?

• What do game designer do?

• What does a designer need to know?

• How much money do designer make?

• What job titles can a game designer have?

• What type of people or personality traits make good designers?

• More info (http://www.gamecareerguide.com/features/411/game_design_an_introduction.php)
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Badge

Trophy

Leaderboard

Progress Bar

Rewards
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Courses without Online Support

- Applies in Classroom, handouts, board games

Massive Open Online Courses (MOOC)

- Gamified Slide Presentations, Video, Lab Sheets etc

Blended/ Flipped Learning Courses

- LMS (Moodle) 

Gamified E-Learning Sites

- Gamification Site, Personalized Gamification Site

Gamified Platform/ System 

- Gamified System/ Database

Mobile Gamification Apps

- Adroid/ IOS

Gamification 
Categories for 

Teaching & learning
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Courses without 
Online Support

Educators can design a tabletop game to deliver the content during class.

Badges and trophies can be made by using stickers or paper if students

complete the mission or goal of learning.

Can prepare a physical reward or give experience points to each student.

All the data or points can be recorded on the gamification board prepared

by the educators themselves.

Gamification handouts and presentation slides can be used in the

classroom to attract students’ attention.

Students are allowed to revise and resubmit assignments until the end of

the semester in order to make sure students make an improvement of all

assignments they submit

From this view, students are free from failing in their class. 

Students will make an effort to redo their assignment until both educator 

and students are satisfied with the output.
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Infographic
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MOOC/ OCW 
etc

Teaching & Learning -
Video, slide presentation, 
assessment etc.
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MOOC

Gamification in the MOOC 

platform means to provide 

interactive, creative, and 

interesting learning 

content, with the integration 

of game elements that are 

used for teaching and 

learning. 
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CV 
Gamification

Video, slide presentation 
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Campaign
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Blended/ Flipped 
Learning

It employs asynchronous video lectures 

and practice problems as homework, 

and lastly conducts the group-based 

problem-solving activities in the 

classroom.

Tan [1] incorporated 

meaningful gamification in a 

blended learning class to 

examine student learning 

and engagement. 

The finding shows that the badge system 

can significantly increase forum 

participation, whereas the process bar 

motivates students to complete their 

learning as soon as possible to continue 

to the next activity or level. 

Lecturers also can implement flipped 

learning as a teaching strategy, whereby 

learners are required to learn online 

using e-content and e-activities

prepared by lecturers prior to a face-to-

face learning session. 
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Blended/ Flipped 
Learning Courses

LMS – Edmodo, Classcraft
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Gamified E-
Learning Sites

Mei, 2022Gamification in Education

© Mahfuzah Mohamad | mahfuzah.weebly.com

http://onmitt.net/omig/index.html
http://onmitt.net/omig/index.html


Gamified E-
Learning Sites

Educators should plan a way that can involve as many of the intelligences as possible because 

applying these intelligences gives the students accomplishments [8]. 
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https://360.articulate.com/review/content/58e9c973-fe86-4809-a1aa-0840697e81da/review

https://www.educatorstechnology.com/2017/05/may-28-2017-here-is-handy-visual-we.htmlFor Math:
https://www.legendsoflearning.com/For Science:
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The Student Module interface
Activity 2 (Behaviour): Task Completion Time

1

2 3

Gamified 
Platform/ System

Mei, 2022Gamification in Education

© Mahfuzah Mohamad | mahfuzah.weebly.com



Mobile 
Gamification App

This gamification method can make them feel like 

they are playing a game because they have to win 

the challenges, complete the levels to get badges 

and trophies, as well as make the students eager to 

try and earn the rewards [11].

Based on Hamari [12], mobile applications 

have been a trending object and subject for 

user engagement and have helped to 

improve positive patterns in their learning. 

There are many mobile applications 

for learning that have been developed; 

however, only a few of the mobile 

applications use gamification as their 

theme interaction for the students. 

Mobile applications can be a good learning way 

for students to make learning more attractive. 

Playing games using mobile applications can 

make students engage in their learning process. 
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Others

Gamification 
Infographic, 

Gamification Teaching 
Portfolio

http://elearning-examples.s3.amazonaws.com/Weekly-Challenge/24-ElearningGame/AmyLamb/story_html5.html
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http://www.gameofthronesmap.org/

https://visual.ly/gaming-infographics
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Conclusion

Other than that, gamification is designed for applying game 

elements in learning, but if it is poorly designed, the students 

will find it hard to accept it [16] as well as to identify the 

suitable game elements that can affect motivational 

mechanisms [17].

Gamification can be integrated 

to all platforms and can help to 

engage student learning. 

Gamified e-learning sites to support 

multiple styles of learning can increase 

learning engagement. 

Applying gamification without 

knowing what is gamification can be 

hard; therefore, the understanding of 

gamification is needed so as to identify 

its benefits
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