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ABSTRACT 


ffis tory Quiz mobile application is an Android mobile application mainly {or Year Four primary 

sl"dents in Sekolah Kebangsaan Satria Jaya 01 BDC Kuching This application i.1 prollOseell" help 

the learning assessment of the students and inculcate the sense ~rpatriotism among them. Sine!? the 

His/DIY Subject will be implemented starting 2014, students '<viiI need more exercises /0 handle the 

subject. Howel'er. the Malaysia's Histovy mohile learning applications are limifed There/ore . a 

HislDIY Quiz mobile application is proposed to help to lest their , unders tanding about the His/on'. , For 

example, the His/Dry Quiz can be llsed after each topic is lOughl by the leacher 10 make the SfI{denlS 

recall what they have learned. 
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ABSTRAK 


History Quiz merupaka n salu apli kasi 11I 0bil [elcfon Android teru tamanya un[uk pelaja r lahun c mpal 

seko lah rendah d i Sekolah Keba ngsaa n Satria Jaya BDC, Kuehin g. T u) uan mencada ngkan applikas i 

tersebul ada lah un tuk rnem bantu pembelaja ran pelaj ar dan memupuk sernangat patrioti sme di ka langan 

mere ka. Di sebabka n Sejarah Subjek akan dilaksanakan mu lai 20 14. pelajar lahun empal perlu lebih 

banyak la[ihan untuk membanlu meningka[kan pembelajaran mereka . Walau bagalmanapun . aplikasl 

pembelajaran Sejarah Malaysia adalah terhad. Oleh ilu , aplikasi Hi s lory Qui z lelah dicadangkan unluk, 

menguji lahap kefaha man mereka len[ang Sejarah. Con lOhya, History Q uiz bo leh digunakan selepas 

seli ap lopik yang diajar o leh guru unluk mengingalkan pe lajar apa yang lelah d iajar. 
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Chapter 1: Introduction 

1. 1 Introduction 

Nowadays, history is very important to the younger generation, who will become leaders in 

the future. Therefore, they need to understand the history of the nation. Our government also 

aware of the importance of History subject and concerned over students' poor knowledge 

about the nation's history (Noorazam, 2013), Therefore, ill coming year 2014, History subject 

will be added as a new subject to all Year Four students in primary school, which means that 

they have to attend two history classes in a week, The History subject will be tested in school 

examinations (Noorazam, 2013). 

1.2 Problem Statement 

In the coming year 2014, the History subject will be included in school-based assessment 

system in primary school. This subject will be made a single subject for year 4 students and 

taught 60 minutes a week (Noorazam, 2013). Besides, it was reported that the subject will 

focus on the social-cultural aspects of the nation's history (Noorazam, 2013). This move 

comes from the awareness of (he importance of history to younger generations (Noorazam, 

2013). However, students nowadays have poor knowledge of the country history (Noor, 2013). 

Thereforc, when the history subject implemented, students will need more practices to handle 

the new subject. For example, they need to look for more extra exercises as leaming from 

books is not enough. However, the Malaysia's History mobile leaming applications are 

limited. Therefore, a History Quiz mobile application is proposed to help to test their 

understanding about the History. According to Kleeman (2010), the students who take quiz 

after studying a subject can get a better result compared to those who do not take the quiz. 



This is because practice test can he lp them to reta in mo re information (Kleeman, 201 0) . 

Therefore, there is a need to propose hi story quiz mo bile applicati on for primary schoo l 

students to test the ir unde rs ta ndi ng about the nati on's history and improve the ir learning 

assessment. 

1.3 Objectives 

The project focuses on the fo ll owing objecti ves 

I. 	 To eva luate and in ves tigate the suitability of quiz inte rfaces for p rimary schoo l hi story 

quizzes mobile app lication. 

II. 	 To des ign and develop a histo ry quiz mobile application fo r p rimary sc hoo l students. 

111 . To investigate how mult imed ia e lements can enhance the learn ing o f Year Four 

primary schoo l students. 
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1.4 Methodology 

Requirement 

., 


v 

- Gathering requirement 
from customer, 

- Analyse the va lidity of th e 
qUIz game appl icati on . 

Design 
- Study the requirement 
speiflcatlons. 

. Prepare system design 

- Oocument the sys tem design. 

o Divide the work Into 
modules and unit s . Implementation 

• Start actual coding 

· T E:~' th" 
------, 	 dDPhcolllon to 

(htC~ tOr erfOr. 

Verification & 
fustome r roValidation ,(h~c~ whether 
the 3POIlCitllon 
IS meetm« the 
requifemen ts 

Figure 1.0: Waterfa ll Model of Proposed Application 

The project w ill be developed based o n the Waterfall model. In this model, the development 

of the History Quizzes mobile applicatio n is di vided into four phases which are requirements 

phase. design phase, implementatio n phase, and veri lication and va lidati on phase. 

In requirement phase, the existing online quizzes and mobile application is reviewed 

and analyzed. After that, a comparison will be ca rried out to compare and lind out tbe most 

suitable idea to develop the proposed mobile application. Besides that, an interview will be 

carried o ut at Sckolah Kebangsaan SatJia Jaya at BDe, Kuching to understand the problem 

statements and user requirements. 
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In design phase, pro totype o f the mobile applicat ion is designed to show the fl ow of 

the applica tion in detail using fl ow chart. use case and activity dia gram for the nex t stage of 

impicment ation. Besides th at, the interface of the appli ca tion is also designed. 

ln implementation stage, the development of the mobile application is c31Tied out 

based on the requirement of the target users and the design document which have been done 

prev iously in design phase. The mobile applica tio n will be developed by using Android 

pla tform. Besides, the Adobe Flash Professional cs6 and 'Acti onscript 3 .0 are used to design 

and develop the History Qui z Mobile Application. 

During the verification and validation phase, the enw of the application is tested again 

and aga in to detcct and solve the cod ing enOL Besides that, the prototype is de li vered to the 

students and teacher in Sekolah Kebangsaan Satria Jaya to test whether the application meets 

their requi rements. 

1.5 Scope 

This mobile application is developed using Android platform and mainl y for the Sekolah 

Kebangsaa n Sa tria Jaya Yea r Four primary school students. Besides. the top ics o f the qui z 

will foll ow the syllabus of History subj ect by Kement eri an Pelaj aran Malaysi a. 

1.6 Significance of Proj ect 

The significa nt of the mobile application is to help the learning assessment o f the Year Four 

primary schoo l s tudents at the same time inculcate the sense o f patrio ti sm among them . 

Besides that. the mobil e applicati on will include th e multimedia elements such as sound. 

graphic, video. and animation to make it attractive. In additi on, the content of the appl ication 

is c losely related to the syll ab us o f History subj ect by Kementerian Pelajaran Malaysia . 
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Therefore, it is suitable to be used by the Year Four primary schoo l students in Sekolah 

Kebangsaan Sat ria Jaya. 

1.7 Expected Outcome 

The outcome of thi s project is an Android mobile application known as History Quizzes for 

Year Four students which can be installed in anyone of android-based smanphonc. 

1-8 Conclusion of Project Outline 

This report consis ts of six chapte rs. Chapter one includes the introduction and problem 

statement o f the project. This chapter a lso consists of c lea r objecti ves to be achieved. Besides, 

the methodology is a lso included. In the methodology part, the waterfall processes is chose as 

a guideline for developing the mobile application. The scope and the s ignificant of project 

also included in this chapter. The last part of the chapter one is about the outline of the project 

which shows the relationship irom chaplers one to chapter six. 

Chapter two focu ses on the background study and literature review of the similar 

existing applicati ons. In thi s chapter, the existing applications are reviewed and the strength 

and weakness of the ex is ting systems are stud ied to find out the most suitable features to 

develop a good quiz mobile application. Besides that, the background of the educat ion is also 

an imponant fac tor to stud y in this chapter. The literatu re review is the anal ysis of joumals 

and articl es, conference paper, resea rch paper on the ex isting system. Based on the literature 

review, it can help to specify the requirements in the next chapter. 

Chapter threc consists of the methodology, requirement analysis and application flow 

chart design and interface design. This chapter will focus on the requirements and 

specifications of the project The user requirements are s tudied based on the literature review 

in previous chapter and th e interview between the interv iewer and teacher in Sekolah 
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Kebangsaan Satri a Jaya. Bes ides, the flow of the project is designed in thi s chap ler based on 

the requirements gathered . 

Chapter four is about the implementation of the project. This chapter will focus on the 

development process of the application. All the works is divided into modul es and units and 

the actual coding started in this chapter. The application is developed in ActionsCl1Pl 3.0 hy 

using Ado be Flash Professional cs6 compiler and other softwa re such as Adobe Photoshop 

and Ado be Illus trato r. 

Chapte r fi ve is about the testing of the prototype. After the prototype is developed. it 

is tested to check for error . After that, it is deli vered to the teacher and s tudents in Sekolah 

Kebangsaan Sat ria Jaya to check whether it meets the requirements. The comments from the 

target user will be used to impro ve the prototype and evaluate the prototype. 

Chapter six cons ists of the conclusion and future work. In thi s chapter, the surrunary or 

the project is presented and the future enhancement is suggested. Besides th at. the lesson 

learnt during the project is recorded with examples. In addition, the strength, weakn esses and 

the limitation is defined and is written in this chapter to enhance the cUlTent project in the 

future . 
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Chapter 2: Literature Review 

2.1 Introduction 

Th is chapter foc uses on revie ving the exisfi ng history qu iz mobile app lication. The litcmturc 

reVl eW is done by collecting infonnation of different quiz applications from websiks. The 

rev lew is about the evaluation of the sui tability of quiz interfaces for the proposed 1ll0bile 

application. A few potential mobile applications are chosen frolll the websites and are 
> 

analyzed acco rding to the st ren gth and weakness o r tbe application . 

2.2 Existing Applications 

2.2. 1 Quiz I ~lalaysi" 

Soalan 1/10 Soalan 6110 

1 Ap.ak.h nllm" lbu n~~rl 6.Ap",lcilh m.k.n.n k£l~m .. '.n 
MaIAysl.? wy.? 

Figure 2.0 Quiz 1 Malaysia. Repri nt~d from AndroidPlT. (Rl ki , 20 13 ) 

Quiz l Malaysia is an ndroid mohi le appli cation that is ahout the basic lO\\' ledge of 

Malaysia . It is developed for Malaysian who \\ ants 10 lest their understanding about general 

knowledge of Malaysia. The application is developed in Ma lay language. 
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This application is developed using Android platform and the minimum Android 

vers ion is 2.3.3 . The features of the application are player can stan the game, vi cw the sco re, 

and quite the game. Besides, in version lA , player is also able to download the ques tion snd 

print screen trom the application. The multimedia element used in the application is audi o. 

For example, player can hear the buzzer sound when they answer the question cOI1'ect ly. 

Th is application has a few strengths. According to Bhaskar, Prathep Na idu , Ra vi 

Chandra Babu, and Govindarajlu (2011 , pAS) , simplicity is one the imponant characte ri stics 

to measure whethe r it is a good user interface. From the above screenshots, the interface 

design is very simple and clear. For example, the background is designed in a simple way so 

that the user is able to focus to the question easily without di straction. 

Besides that, the interface is des igned by using black and whi te colour to make a big 

contrast between the tex t and the background. For example, the design er used a dark pic ture 

as background with white text or white background with dark tex t. This can ensure the screen 

is readable and the user easily to concentrate playing the quiz without getting tired . 

However, the application also co ntains weakness. For example, the interface does not 

provide the shortcut button for user to return to the main screen. Thi s will minimize the user 

experience as user needs to fini sh all the questions in order to return to the main screen. 
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2.2.2 Malaysia Stute Flag Quiz 

Malaysia State Rag Q UIZ Malaysia State Flag Quiz Malaysia State Flag Quiz 

~I""t a.-tl.~_ 

~I !OcnIl,I. , L..b.it ll Jt,;hol fI>cI". 

uala lumpur! 

Figure 2. 1: Ma laysia Stare Flag Quiz. Reprinted from GO{)!l, le Pluv (k2studio, 20 13) 

Malaysia State Flag Quiz is another android mobile application that is relatcd to the 

Malaysia· s hi story. The qui z consists of three federal territories an d 13 state·s flags. It consists 

of tlnee diffic ulty leve l with 3, 6 and 9 answers to b~ chosen respcCli'·cly. The t;!rget u~er of 

the applicati on is student who is doing research or stu d) about Ma la}sia 's fl ag . 

This applica tion is an Android application. The strcngth o f using Android pla tform is 

it is compatible with mos t of the sl11artphone worldw ide. According to ABI Research 

Technology Market l.ntelligence (201 3), 438 million handsets and 2-t-t million smartphones 

are reported shipped dm ing the 3rd quarter of 20 l3. Samsung sells more smartphone" than 

Apple, Nokia, and BlackBerry combined. This means that deve loping the application using 

Android platfolm has the higher market value Ihan olher platfonns. 

The strength of the applicatio n is that the mt"rface is organi zed in a structured way. 

For example, the answers an:: grouped by using small boxes to separate with the question. 

This can help to op timize the user ex perience when pla}i ng the game as they can d iITercnti ate 

the question and answer by looking to the interface. 
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However, the appl ica tion has the weakness which is not user fri end ly. For example, 

the design of the interface does not provide sholtcut for user to stop the game or re turn to the 

main screen unless he finishes all the questions. 

2.2.3 Flag Quiz ( lalaysia) 

START 
HIGH SCOQE HOW TO PLAY 

'. BEST 23.02 
I,. ... ..... 


YEAH! 
OUCH.. yOU TOOl( 131 10 

'''sn?llD2 

ntV.&G4t. MHIU """" 

Figure 2.2: Flag Quiz Malaysia Reprinted from Windows Phone (I\1S P Mdlaysi :l, 20 1 ~) 

Flag Quiz is a windows mobile application that is developed by I\ ISP Malaysia - WPThrec. 

This application is also about to learn the 13 states a rid tba:c federal terntCIries. Tim 

applica tion is mainly for anyone who is interested to learn the flags or have already learnt 

th em many years ago can try to take the challenge and answer all th e questions CO'TCC tly in 

10 




- -- ---- -

the shortest possible time. This ap plication works w it h the Windows Phone 8 and 7.5. The 

app li cation requ irements are data services, HDn op (nOx12(0), WVGA (480x800), and 

WXGA (768x 1280) whereas the supported language is in Ullited Slates English. 

The applicatio n has a few strengths. Fi rstly, the structure of the interface IS very 

consi stent. For example, the button of the application is gro uped in an organized way. Besides, 

the help iinstruction is prov ided in the interface. With the he lp option, users are ab le to know 

how to use thi s app lication correctly. Besides tha t, the 311pli catio n includes the timer function 

in order to make the qui z game more challenging. For example, the user will ob tain extra 

scores if he finishes the questions in the shortest time. 

The weakness of the application is the use of background colour. For exam ple, Ih e 

interface the use of background colo ur b not appropria te in Illis c"sc. S ince the application is 

for user to answer quiz as fast as possi ble, therefore the background should not be too bri l'ht. 

Thi s will cause the text are difficult to be read. In addi tio n, the app lication also does not 

provide shortcut button for user to retum to main screen. Funherrnnre. tbe instruction is not 

clea r enougb. For exa mple , the number o f quest ions is not stated in the appl icatio n. As a 

resu lt , user will not know " hen the quiz game is going to fi nish . 

2.2.4 World History Quiz 
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Figure 2.3 Wo rld History Quiz. Reprinted from Coogle Play (Brett Plumme r, 2013) 
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This app lica tion is known as World History quiz. This is an android mobi le applicat ion that is 

about the history of the world. The Larget users are those who want to chall enge their 

knowledge about the important h i ~tory ~v"nlS and people in the world since the last 1000 

years 

The strength o f the application is that the shortcut is provided in the interface. For 

example , during the game, user can return 10 the main scrc"n by clicking the " home" icon. 

They can a lso choose to stop th e game by clicking the "Pause" Outton. This is a good 

consideration during designing a good user experience interface as it al low player to take a 

rest and continue the game whenever they like. Besides that, the number of questions is also 

shown in the interface. 111erefore. user IS ahle to se~ Lhe remaining question while playing. 

The weakness of the application is the layout of the interface is not consistent.. For 

example, the three dtfferent thi ngs which are the answers, the IIIne remaining, and the pause 

button are arranged too close to each oth~r. This may cause the user get confused wh~n 

playing the quiz . Apart from that, the inte rface uses too many words to display the score of 

the user. This causes the user take a long ttme to gel lhe infonm Sliol1. 

2.2.5 U.s. History Quiz 6" - 8'" 

When was the 
Declaration of Why was the 

BaSion Tea Pan y 
held? 

Which AtTican 
Ame~icafl 

Clergyman was a 
prominent leader 
In Ihe Amencan 

CIvil R,ghts 
movemenl? 
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Figu re 2.4 U.S History Quiz 6 th 
• 8th Reprinted from iTl/nilS (M iaplaza [nc ., 2( 13) 
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