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ANUGERAH AKADEMIK NEGARA (AAN-14)

BIOGRAPHY

Prasanna Ramakrisnan joined University Teknologi MARA (UiTM) at 2005 and now is a 

Senior Lecturer at Faculty of Computer and Mathematical Sciences and holds an academic 

administrative position as Head of Information Technology Services at the Institute of 

Continuing Education & Professional Studies (iCEPS). She manages the UiTM e-Learning 

Platform, UFUTURE (https://ufuture.uitm.edu.my), which is developed and maintained by 

iCEPS. She played a main role in developing this platform. The platform developed by her 

team now becomes the main platform for teaching and learning replacing the old learning 

management system. This platform currently hosts UiTM Courses, MOOCs and 

MicroCredential Courses and has close to 170,000 active minds in it. 

Her motto is to continuously learning,  thinking and innovating teaching strategies using 

technology. Thus, she constantly strives to identify technology-based teaching strategies for 

improvement of student learning throughout her 15 years working 

experience at UiTM. Her wide experiences and involvements in 

technology supported teaching and learning can be seen through 

the responsibilities she shouldered from 2006 to 2016 as trainer, 

associate felo, felo and department head at i-Learn Centre, UiTM.

She has been involved in innovations, publications and sharing 

sessions to improve the quality of teaching and learning using 

technology. She received various awards from International 

and National Invention, Innovation and Design (IID) 

Competitions and published papers related to 

improvement in quality of teaching and learning. Her 

dedication, hard work and contribution to e-learning 

earned recognition from UiTM. She was awarded the 

Dynamic Lecturer Award 2015 and; e-Learning Award 

2018 and Teaching Award (Technology) 2019 at 

University Academic Award.  
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BIOGRAPHY

Her contribution to teaching and learning extended to students outside her classroom and 

educators. The expertise she had in technology-based teaching and learning earned trust from 

other faculty members and constantly called for training for their educators. In fact she is well 

recognised for her dedication in applying technology in teaching and learning at national and 

international level. She was involved in national level guidelines development workshops for 

student e-portfolio and gamification. In fact she also leads a project for MOOCs standard 

among Asia-Europe countries through e-ASEM Research Network 1. 

She created the EduTech Series YouTube Channel and EduTech Series Website to 

continuously promote teaching and learning strategies using technology among educators, 

teachers and students. There are many advancements, shortcuts, tips, and tricks with 

step-by-step guidelines that are shared in the EduTech Series to help both educators and 

students in their journey of teaching and learning. 

Her deep interest and passion toward teaching and learning had led to bridging the knowledge 

and skill gap among the students. She extended her teaching and learning support to students 

in a created telegram channel called Student Webinar Series. The telegram channel is used to 

share information related to free student trainings that she conducts to upskill technical skills 

required for their learning and webinar on in-demand technical skills by industry for 

employability. 

In her busy schedule teaching, supporting and managing the university learning management 

system, she spends her time assisting in students' well-being. She is a Founder President of the 

Student Social Welfare Organization (SSWO). She continues to aspire in the field of 

technology-based learning and continues her passion toward education.  
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 MY JOURNEY AS AN EDUCATOR

Educator as a Learner
Educator as a Thinker

Educator as an Innovator

Life as an educator began for me, the day I realised that I will never stop 
Learning. In the year 2003, I was hired as Demand Executive in a production 
company while I was completing my final year project. My role was to project 
the demand for raw materials used at the production site. I was tasked to manage 
the data and prepared tools to generate the raw material requirements based on 
the orders received. I started to gain new knowledge related to production and 
how things work in the real world. This is when I became aware about innovation 
and the use of thinking in problem solving.

Innovation starts with curiosity of what works and what does not. And 
curiosity starts with  many questions. I always find myself asking “How does 
this work?”. For me, every question will lead to a definite answer or solution. 
The curiosity to find the answer lead me to continue to learn new knowledge and 
find innovative solutions for problems. I decided to continue  my  Masters in 
Management majoring in Information Technology by the end of 2003 and left 
my first job in a prominent company to further pursue my dreams of becoming 
an Educator.

Later, I took up a job as tutor at the Pusat Teknologi dan Pengurusan Lanjutan 
(PTPL) to finance my own studies. While teaching there, I experienced a 
depth of emotion that helped fuel my passion toward teaching. I 
developed a newfound experience with people through education in the process 
of teaching and learning.During my Master’s studies I was introduced to 
Problem Based Learning (PBL). Collaborating effectively with others from 
different industries helped me in generating and developing new ideas with 
solutions. I was able to ask questions and draw connections towards problems in 
learning that lead to discovering solutions for learning. I completed my Masters 
successfully within the span of 18 months.
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 MY JOURNEY AS AN EDUCATOR

Educator as a Learner
Educator as a Thinker

Educator as an Innovator

Upon completion, I was transferred to teach Undergraduate and was promoted to 
be a Lecturer at Kolej Universiti Teknologi dan Pengurusan Malaysia (KUTPM), 
now known as Management and Science University (MSU). Within a few 
months teaching there, I received an offer as a Lecturer at Universiti Teknologi 
MARA (UiTM) to teach Multimedia in the Faculty of Computer Science & 
Mathematical Science. My journey in UiTM began on the 5th of Decem-
ber 2005, and today looking back at the 15 years of experience in UiTM, it 
gives me a great pleasure to know that I was consistent, persistent and driven by 
passion towards embarking on everchanging knowledge and developed my 
strength towards E-learning. This was only possible with the gratitude owed to 
the vision of UiTM.

When I started working at UiTM, i-Learn Center (iLeC) was established and was 
entrusted to be the e-learning provider for UiTM. Due to my interest and curiosi-
ty in learning new knowledge, I first joined as a trainer in i-Learn Center 
in the early 2006. My role was to give training on e-learning plat-
forms and tools needed for teaching and learning online. As the 
i-Learn Center grew, my knowledge and interest towards e-learning progressed
in the same manner. I became an Associate Fellow and later a Fellow under at
this centre. My main role by this time was conducting research and helping the
R&D team with the latest advancement in e-learning. As everything was pro-
gressing, I enrolled for the PhD in December 2010.

Due to my interest in e-learning, I did extensive research on 
gamification used in education. It was quite a challenge because 
gamification was at its roots just being introduced and there were not many 
references available. Upon completing my PhD at Universiti 
Kebangsaan Malaysia (UKM), I was posted to UiTM Jasin to teach in 
Multimedia Computing and it was the biggest challenge and also a 
turning point in my life. 5



ANUGERAH AKADEMIK NEGARA (AAN-14)

 MY JOURNEY AS AN EDUCATOR

Educator as a Learner
Educator as a Thinker

Educator as an Innovator

I was contemplating if I should continue teaching or to be near my family. But 
with the help and support of my family members, I decided to pursue my passion 
to teach and travel on weekends just to see both my sons who were at that time 6 
and 2 year old. This was the most challenging time in my life but it didn’t stop 
me from going even further. I believe that if we persevere, good thing will 
happen. Perseverance and patience is most important during a tough 
time or hardship. To my surprise, I was appointed as Fellow back at i-Learn 
Center in UiTM Shah Alam. This gave me the courage and motivation to work 
even harder to establish more in my career and passion as an Educator.

By the end of 2016, I was given a much bigger responsibility, which is to lead the 
Department for Learning Management System at i-Learn Centre. I was required 
to manage and improve the learning management system (i-Learn v3) used by 
full time students at UiTM. It was in my best interest to look into en-
hancing the platform and integrate blended learning teaching 
strategies and activities to be delivered through the use of i-Learn 
v3. Soon the i-Learn Centre was merged with the Institute of Education Devel-
opment (iNED). I was re-appointed as the Head of Unit for Information Technol-
ogy at iNED in January 2017. At this juncture, I was made responsible for man-
aging 2 LMS systems (i-Learn v3 for Full Time Students and i-Class for 
Part-time Students) along with many other teaching and learning support sys-
tems. This task required more of my attention and time on a daily basis and I felt 
I was always progressing overcoming hurdles with experience and knowledge.  
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 MY JOURNEY AS AN EDUCATOR

Educator as a Learner
Educator as a Thinker

Educator as an Innovator

While still holding the Academic Management post, I continued my journey as 
an educator looking for suitable teaching strategies and activities especially in 
blended learning. Some of the activities and strategies which I used for my 
classroom were, Group Activities And Discussions, Lab Activities, Problem 
Based Learning, Flipped Classroom Learning and Remote Learning and 
Consultation. While supervising my student in UiTM Jasin, the 
activities and strategies I used for remote supervision were able to 
deliver the knowledge and achieve the outcome that was required 
to complete their final year projects in time and with much success. 
At the beginning of 2019, I was given another big responsibility, which was to 
build the UiTM MOOCs platform. 

As an Educator, I have to pause and think if we want to use a variety of platforms 
to deliver teaching content. Thus, I innovated the entire process of 
teaching and learning (fulltime, parttime, MOOCs  and Micro 
credential) into one learning platform. I proposed the concept interface 
to iNED management and HEA. The duration was 8 months for development and 
4 months for testing and cloud migration. The entire system process, interface 
and private cloud architecture was designed and the project was headed by me 
with the help of 5 programmers.

We started our project in Mac 2019. Along the way, iNED was rebranded to 
Institute of Continuing Education & Professional Studies (iCEPS). And my Unit 
became the Department of Information Technology Services. For me teaching 
is not only about delivery but also about innovating the teaching 
delivery. I tried to innovate as many teaching and learning 
processes in the form of screen design. Pandemic really hit us hard 
in Mac 2020, but never stopped us from completing the platform. 
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 MY JOURNEY AS AN EDUCATOR

Educator as a Learner
Educator as a Thinker

Educator as an Innovator

Some of major innovations contributed by me are blended learning model 
(DeLCAD) for designing teaching instructions, modified flipped classroom for 
online course delivery, tracking student participating and attendance reporting 
for ODL, online class analytic reporting, alternative assessment using rubrics, 
rubric analytic reporting, online proctoring for assessment, assessment progress 
live analytic reporting, online multi examiner grading, dedicated private cloud 
architecture design for UFUTURE . The biggest achievement for UFU-
TURE project headed by me was winning the Best LMS Award in 
IUCEL 2021. 

Some of the teaching and learning innovations got university, national and inter-
national level recognition. I am a University Academic Award receiver 
for 2018 (e-learning award) and 2019 (teaching award). Most of the 
teaching strategies and innovations I apply in my course delivery instructions. 
UiTM has taught me to be an educator through learning, thinking and innova-
tions. My early years at UiTM were spent as a learner educator. Now with the 
wide knowledge gained in e-learning, I have transformed myself into an innova-
tive thinker educator.

My contribution to UiTM teaching and learning will continue until I 
remain in UiTM. This is something I love doing. I am really thankful 
to the management for giving me the opportunity to serve for the 
betterment of UiTM online teaching and learning process.

This portfolio will guide you to my journey and my love of teaching 
and innovating teaching delivery. It includes my teaching philosophy and 
strategies implemented in my teaching process. This portfolio also will 
show my experiences and innovation in teaching and learning.
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 TEACHING PHILOSOPHY

“The best teachers are those who show you where to look, 
but don't tell you what to see.” - Alexandra K. Trenfor

Teaching and Learning Philosophy Statement

For me teaching is about facilitating the students to achieve the goals of the learning process. 

The goal of any course learning is to acquire new skill, knowledge and/or attitude. This 

acquisition is something a student creates and not something consumed from educators. 

Learning creation behaviour  will not only result in multi-dimensional development of student 

personality, but it will also make the students more competent in the job market, and a ready 

prospect to be hired. So if the students want to make them industry ready, they must 

continuously self-learn new skills. “

Learning is creation, not consumption. Knowledge is not something a 

learner absorbs, but something a learner creates.” – George Couros

Students need to keep upskilling themselves with new skills and not only depending on what 

they have learned in universities. They need to be taught how to think and self-learn. This will 

help them to compete in the future. As an educator, I continuously learn the best strategies 

to facilitate my students in their self-directed learning. My philosophy of teaching is “I teach 

to facilitate, I teach to think, I teach to share and I teach to transform…”. 

As an educator, I plan to minimize my teaching and focus on creating a learning 

environment that can inspire my students to learn and let them become the teacher for 

themselves to achieve their fullest potential. The inspiration comes from success as well as 

failure. When my students see their learning task successful, they will be overwhelmed with 

happiness and excitement. I continuously stimulate self-learning tasks or activities that 

will gradually result in the attainment of their course learning outcomes. When their 

learning task fails, I will guide them to explore or think the possible solution with their 

peers for the learning task. I will always share many useful resources or learning tools 

needed to complete their tasks. If still my students do not make any progress in their 

learning, I will try to transform my delivery method to cater the poor performing students in 

their learning. I plan to never give up on any of my students. I always believe that learning 

is one of the important elements for improvement. Through learning, we can be better 

than yesterday. That is a reason why I always give opportunities for my students to see 

their mistakes and learn from mistakes as part of the self-learning process.
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 TEACHING PHILOSOPHY

“Learning is not the product of teaching. Learning is the product 
of the activity of learners.” – John Holt

There is no one teaching method that fits all. I always look for a suitable method for every 

course that I teach. I try to transform the classroom learning using best available practices. I 

always believe that students will only understand the subject matter if they get involved in 

learning and not through only listening to lectures. By getting them involved in learning 

activities, they get to understand the subject matter and fill the gap in learning. The student 

needs to be involved and engaged in learning activities to foster better understanding in the 

subject matter. Thus, my goal is to provide the student understanding 

with FACILITATING, THINKING, SHARING and TRANSFORMING approaches. 

I use a variety of delivery methods in my classroom session to facilitate the students to achieve 

their learning outcome. I will get my student always involved in the learning process in both 

the physical and online class sessions. I always use blended learning or flipped classroom to 

deliver my course learning. The advancement in technology allows me to use various online 

learning digital tools to support teaching and learning activities. The incorporation of various 

teaching and learning strategies and tools mainly to engage and enhance their learning 

experiences to acquire knowledge and skills needed. 

11
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 TEACHING PHILOSOPHY

Engaging the students in their classroom learning is the goal of most 

educators. I always want the students to be interactive learners who seek 

and build their knowledge. I am always happy to see the students' 

excitement in the learning process when I design various learning 

activities using various tools. The achievement of learning can be only 

seen through their performance in formative or summative assessment.

I monitor student participation in classroom and online learning 

activities using templates. By this I make sure none of the students are 

left behind in their learning. The main purpose for teaching is to enable 

the students to achieve their learning outcome. 

This can be identified using their progress tracking. I have implemented various formative and 

summative assessments to monitor their performance in learning. I also use rubric and analytics reports 

to enhance the teaching and learning. TRANSFORMATION in teaching will be done in areas that need 

improvement for students.  

I FACILITATE students to complete their assessment by various online tools like Kahoot!, Mentimeter, 

Trello, Padlet etc. Assessment given is also allows them to THINK and explore for solutions. There are 

many strategies and tools that work for student learning that will be SHARED with other educators. 

Good things are meant to be shared. Most of the strategies and report templates I used are now being 

designed as part of the interface in the UiTM learning management platform. Example modules that use 

those templates are, student learning activity tracking, online class analytic reports, rubric design and 

analytic report. Thus by sharing and implementing solutions to enhance the teaching, I’m able to 

inspire more educators to use it together.   

Hoping that the student will continuously seek knowledge behaviour upon completion of my courses. 

As an educator I provided the students with a learning path to lead them to complete their learning 

process. The cultivated learning behaviour can lead them to a journey of lifelong learning that would 

bring greater achievement in the students life. With lifelong learning, students can become aware of 

their own learning needs and they can decide how they want to reach knowledge.

12
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 TEACHING PHILOSOPHY

Theory or Model related to Teaching and
Learning Philosophy Statement

“My approach in teaching and learning is based on self-directed learning.”

As an educator my responsibilities are not only limited to academic matters but also prepare 

my student for career ready. Educators in higher learning institutions need to help the students 

to develop knowledge and skills required in the real world. Besides developing collaborative, 

project-management and communication skills, we need to engage students in self-directed 

learning.  

“Spoon feeding in the long run teaches us nothing but the shape of the spoon. 

– Edward M. Forster”

There is a paradigm shift in the student learning process. The shift is moving away from 

instructor-centric to a learner-centric approach. The student is the director of their own 

learning journey. So I provide the students to take control of their own learning by creating a 

learning environment that moves away from having an instructor at the front of the classroom 

to deliver the content to one in which students are actively involved in planning and 

implementation of their learning.  This shift involves LESS TEACHING and MORE 

LEARNING. 

“I do not teach anyone, I only provide the environment in which they can learn. 

– Albert Einstein”

I provide my students the autonomy to direct their learning journey. I play a role of support and 

consult instead of direct and dictate the student learning process. The students are naturally 

excited and eager to discover something new. This is the attitude that helps the students to 

become more curious, wondering and invest in their learning. They also eventually will 

develop problem solving and decision making skills when they become responsible and 

accountable for their own learning. Most employers look out for these skills in the graduates. 
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 TEACHING PHILOSOPHY

The skills that are required now might change in the future. Many new merging technologies 

are shaping the future work and the in-demand learning, skills and knowledge from employers 

also changes accordingly. It's also quite difficult to keep changing the curriculum to bridge the 

employability gap in higher education. 

But the students are expected to acquire new skills for employability purposes. Thus, 

embedding students with self-directed learning creates more agile graduates that will learn 

new skills to reduce the skill gap in employable graduates. 

I believe student learning is influenced by their motivation to learn and participate in learning 

activities. To motivate students in learning, I apply gamification strategies. For each task 

compilation, some points will be given. The student with the highest points will be rewarded. 

Rewards in the form of badge or digital item will be given to the performed student or group. 

The reward given to the student will create a feeling of achievement and motivate him or her 

to be more engaged in upcoming learning activities. The students also will show interest and 

raise their participation in the assigned self-directed and classroom learning activities.  
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 STRATEGY IN TEACHING, SUPERVISION AND ASSESSMENT 

Strategy in Teaching

My teaching and learning activities involve blended learning, collaborative teaching and 

learning, self-directed learning and problem based learning. I create my teaching and learning 

instructions using the self-developed DeLCAD Model. I also engage students in self-directed 

learning using flipped classroom or modified flipped classroom (MFC) approach. I modified 

the flipped classroom approach to MFC to support Open and Distance Learning (ODL) during 

pandemic. 

I alway give my students learning materials in the form of digital contents or teaching videos 

before their classes. This is to self-learn and understand new learning before entering the 

classes. The face-to-face or online class session focuses on reinforcement learning using 

classroom or online learning activities like problem solving tasks and discussion. 

I teach mainly multimedia or information technology skill-based courses that require a wide 

range of development skills and high-level ability to use applications to develop an application 

or design. There are three issues identified in current learning for skill-based courses. Firstly, 

students do not have the flexibility in learning the skills for application development. The 

current teaching method imposes restricted learning time and location. They do not have any 

control in their application development skill learning. Secondly, students do not have 

sufficient time on the development task given. Face-to-face learning is limited to classroom 

learning and task time. Thirdly, students are less interested in learning development skills. 

Students either master application development skills or do not understand the topics because 

it is too complex. 

Students are not able to pause and go back to the topics that they do not master yet using the 

current learning method. This is challenging for those who need extra time and learning aid in 

understanding the difficult topics optimally. Understanding the learning difficulty of students 

in the skill-based course, I propose a suitable approach to ease the learning difficulty and 

improve learning achievement of the students. Below are a few cases of strategies applied in 

my teaching and learning activities.
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 STRATEGY IN TEACHING, SUPERVISION AND ASSESSMENT 

Case 1: Using DeLCAD Model to Design Blended 
Learning for Skill-Based Course

A blended learning approach (BLA) to teaching interactive multimedia project development to 

distance learning students is proposed. The learning outcome pertinent to the project includes 

animation features using authoring tools. The design of the proposed BLA comprises teaching 

delivery (De), learning activities (L), course content (C), assessment (A) and discussion (D) 

using the ideals of a flipped classroom. A DeLCAD model is thus introduced in this paper. The 

proposed BLA is implemented using a proprietary Learning Management System. The lecturer 

delivers the required skills online via virtual class and personal video conferencing. Tools for 

teaching including Padlet, Zoom, 5hp, ClassTools, Kahoot!, TOGlic, Trello, Qizziz, Minnit 

and Powtoon are used in creating an engaging learning experience for the students. The 

learning is made to be fun by using gamification and virtual learning. The proposed approach 

provides online learning support time to complete the multimedia application development 

task. Assessment tools namely, quiz, test and assignment are used with rubrics to assess 

students’ understanding and quality of their project. Students also use online discussion tools 

to discuss project development matters with other students and the lecturer. Three cohorts of 

part-time distance learning students at Universiti Teknologi MARA Malaysia comprising two 

control groups (DeLCAD not applied; n1 = 15 and n2 = 11) and one treatment group 

(DeLCAD applied; n3 = 25) are studied. It was found that the overall grade performance of the 

n3 cohort is generally superior by  % compared to that of the n1 and n2 cohorts. Students were 

able to demonstrate their grasp of the knowledge and skills of the project online using Zoom. 

The DeLCAD model of the proposed BLA thus helped provide the students the control over 

learning pace and space to attain their learning outcomes and thereby improving their course 

grades.
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INTRODUCTION 

 

Students taking interactive multimedia course require a wide range of multimedia development skills 

and high-level ability to use multimedia application to develop an interactive multimedia project 

development. There are three issues identified in current learning for interactive multimedia project 

development. Firstly, students do not have the flexibility in learning the skills for multimedia 

development. The current teaching method imposes restricted learning time and location. They do not 

have any control in their multimedia development skill learning. Secondly, students do not have 

sufficient time on the development task given. Face-to-face learning is limited to 10 hours of classroom 

learning and task time. Thirdly, students are less 

interested in learning development skills. Student 

either mastered the multimedia development 

skills or do not understand the topics because it is 

too complex. Students are not able to pause and 

go back to the topics that they do not master yet 

using the current learning method. This is 

challenging for those need extra time and 

learning aid in understanding the difficult topics 

optimally. 

 

Understanding the learning difficulty of students in the skill-based course, this case aims to propose a 

suitable approach to ease the learning difficulty and improving learning achievement of the students. 

Interactive multimedia is skill-based course that teaches skills required to develop an interactive 

multimedia application. Creating learning instructions that concern with multimedia skill development 

is the responsibility of the instructor[1]. The selection of suitable model to design the learning 

instructions must be based on learning theory that is suitable for the goal of learning process.  

 

Technology plays a major role in developing students’ skills to ensure the success of learning. 

Educational technologies generally use the concept of blended learning. The word blended means 

mixture or combination while learning means the acquisition of knowledge or skills through case, 

experience, or being taught. Blended learning is defined as any formal education course or program in 

18



which a student learns at least in part through online learning, with some element of control over time, 

place, path, and/or pace[2]. Blended learning combines online and face-to-face teaching with 30% to 

79% of its content and activities were conducted online using blended learning approach [3].  

 

Characteristics of blended learning approach are 

(1) blended learning is a way of delivering 

education online, (2) blended learning does not 

replace the face-to-face learning in the classroom 

but strengthens the learning using educational 

technologies and (3) the use of learning materials 

are independent where students and instructors can 

accessed it from anywhere at any time[4]. The 

approach of blended learning is to utilize the use 

of educational technology in classroom to 

optimize student learning through face-to-face and 

online interaction. The use of blended learning in 

education allows student-centered learning.  

 

Unfortunately, mixing face-to-face and online learning method alone does not promise a noticeable 

student understands enhancement. It require suitable model to be carefully applied to learning task to 

see inevitably lead in student learning[5].There are few different models used to design student learning 

activities with the use of technology to support both inside and outside classroom learning. The majority 

of blended-learning models resemble one of four models: Rotation, Flex, Self-Blend, and Enriched 

Virtual[6]. The Rotation model includes four sub-models: Station Rotation, Lab Rotation, Flipped 

Classroom, and Individual Rotation. 

 

It is recommended that instructors to use flipped classroom model to teach hands-on techniques using 

lecture tutorials[7]. Using the flipped classroom model, the students gain first exposure to new learning 

outside the classroom via reading or watching lecture videos, and then focus on processing part of 

learning in classroom via learning activities like problem-solving and discussion [8]. There are two 

major components in flipped classroom; (1) online learning using digital content or teaching video and; 

(2) in-class activities [9].  
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The flipped classroom blended learning model was implemented with a range of teaching methods to 

teach interactive multimedia course for part time students. The students learned the multimedia project 

development skills using content upload in a Learning Management System proprietary to Universiti 

Teknologi MARA (UiTM LMS) or through live lecture. After viewing content and live lecture, students 

discussed each other through online discussion or online chat room on any questions they had on the 

lecture. The multimedia project development was conducted in face-to-face session with collaborative 

team hands-on work in a computer lab. The instructor was available throughout the face-to-face session 

to interact and guide the students for the project development. Students understanding of the multimedia 

project development were tested using 

quiz, test and assignment. All these 

assessments were conducted and 

assessed 100% online using UiTM 

LMS. Once the students complete the 

multimedia project development, they 

present their work online using video 

conferencing. The assessment of 

student work was also evaluated online 

using the rubrics created in UiTM 

LMS. The students’ performances were 

able to be obtained through the rubric 

analysis and from the progress report 

generated in UiTM LMS. 

 

 

METHOD 

 

This case was conducted to design a flipped classroom model for teaching skill-based course for part-

time students and then later compare their learning performances in flipped and non-flipped classroom. 

The research was conducted using experimental approach, whereby data were gathered and analyzed 

using quantitative method. Data were collected through course post-tests scores. The participants for 

this case comprised 51 part-time undergraduate students selected from the first semester of three 
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consecutive academic years. These cohorts will be called post-test 1 and 2 control groups (semesters 1 

of the 2016/2017 and 2017/2018academic years), respectively, and experimental / treatment post-test 

3 group (semester 1 of the 2018/2019 academic year) in the discussion below. The class population of 

the post-test 1 and 2 groups is N1 = 15 and N2 = 11, in order while that of the post-test 3 group is N3 = 

25. All the three cohorts are exposed to the same classroom settings, i.e. LCD projectors, computers 

and internet access. The students and instructors were able to use internet for their teaching and learning 

throughout the face-to-face session.   

 

Course Design  

 

Both flipped and non-flipped classes were conducted five times over a 14-week semester with the same 

instructor. The group receiving the flipped classroom learning was the experimental group (treatment 

group); and the one receiving the non-flipped classroom learning was the control group. Students 

learning in flipped classroom were via watching teaching videos via home and later learning is 

reinforced using in-class activities (individual and group class activities, group discussion, individual 

and group presentations).  

 

The flipped classroom instructions were 

design to include both online and face-to-face 

classroom activities. The online activities 

include student self-learning content uploaded 

on to the UiTM LMS prior to class and then 

use class time to conduct group discussions to 

reinforce their learning. The face-to-face 

classroom activities includes a 15-minute 

interactive current learning understanding 

(feedback) session by students, 15 minutes 

restate evolved students’ understanding by the 

instructor, 45 minutes conventional activities 

and 45 minutes individual or group activities.  
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The non-flipped class was handled in traditional way of teaching and learning style. Students are 

required to do all their assigned learning activities at home, while lecture will be conducted during face-

to-face session in the classroom. Class activities for this control group are 90 minutes of lecture by the 

instructor and 30 minutes of conversational activity based on the lecture conducted by the instructor. 

For their online activities, students are expected to participate in their learning activities (read content, 

do assignments, take quiz/test and etc). The online session focuses on internalize the knowledge gained 

in classroom and complete their assigned learning activities online before coming to the face-to-face 

session. 

 

Course Design using DeLCAD Model  

 

The blended learning approach will be explained by teaching delivery (De), learning activities (L), 

course content (C), assessment (A) and discussion (D) using flipped classroom model. The teaching 

delivery methods used were face-to-face and online. Learning activities was designed in facilitated and 

self-paced fun mode so that the students will be motivated to participate. The course content that is used 

was in the form textbook and visually 

attractive e-content. Assessment tools like 

quiz, test and assignment rubric were 

used to assess students understanding and 

quality of their project. Students also used 

the online discussion tools to discuss 

project development matters synchronous or asynchronously between other students and lecturer. Table 

I shows the proposed five components (Teaching Delivery, Learning Activities, Course Content, 

Assessment and Discussion) in DeLAD model for designing flipped classroom model using BL 

approach for teaching and learning. 
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TABLE I. DeLAD MODEL FOR DESIGNING FLIPPED CLASSROOM MODEL USING BLA 

COMPONENT METHOD(S) / FORMAT(S) TOOL(S) 

Teaching Delivery Face-to-face 

Online 

Classroom / lab 

UiTM LMS, Web 2.0 Tools 

Learning Activities  Assigned reading material 

Facilitated synchronous discussion and 

collaborative task 

Self-assessment – multiple choice, multiple answer, fill in 

blanks, drag-drop, short answer, hotspot, crossword, true 

false. 

Entrance and exit survey 

UiTM LMS 

UiTM LMS / Classroom 

 

UiTM LMS, TOGlic, h5p, 

classtools, Quizzez 

 

UiTM LMS 

Course Content Digital materials 

Printed material 

PowerPoint, Powtoon 

Textbook 

Assessment Formative 

(quiz, test, assignment, discussion, 

presentation) 

UiTM LMS 

Discussion Synchronous  

Asynchronous 

Classroom, Zoom 

UiTM LMS 

*Tool(s) stated are used in this case. There are many more other tools available and the 

usage may vary for different courses. 

 

RESULTS AND DISCUSSIONS 

 

The experimental post-tests were compared with three groups from three different semesters. This is to 

examine the competence of part-time students of three groups (two groups of non-flipped classroom 

and one group of flipped classroom). The post-tests were based on continuous formative assessments 

of tests (40%), quizzes (10%), individual assignment (10%) and group assignment (40%).   

 

In the experimental post-test 3 (N3) group, students were taught the multimedia development skills 

using virtual class, video conferencing and traditional methods. Instructor’s role was as facilitator for 

the experimental group. In the control post-test 1 and 2 groups (N1 and N2), students were taught using 

the regular educational materials (i.e., textbook, PowerPoint slides) and traditional methods (lecture 

conducted in classroom). Instructor uploaded classroom teaching content and initiated few postings for 

discussion in UiTM LMS only to support the student learning. After the completion of the teaching 

process, students performed better when flipped classroom (self-learning online and task work in lab) 
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using BLA was employed (see Figure 1). It was found that the overall grade performance of the N3 

cohort is generally superior by 30% on average compared to that of the N1 and N2 cohorts. 20% of the 

N3 cohort managed to attain grade A, a performance not achieved by the control groups.  

 

 

Figure 1. Student achievement for Interactive Multimedia course 

 

 

CONCLUSION 

 

This case presents a blended learning approach (BLA) to teaching interactive multimedia project 

development to distance learning students. The learning outcome intended for the project includes 

animation features using authoring tools. Three learning issues pertinent to the restrictions of pace and 

space commonly found in traditional teaching method of a complex subject like multimedia project 

development are addressed using the proposed BLA. A model to design the proposed BLA called 

DeLCAD is introduced in this paper. The DeLCAD model comprises teaching delivery (De), learning 

activities (L), course content (C), assessment (A) and discussion (D) using the ideals of a flipped 

classroom. The proposed BLA is implemented using a proprietary Learning Management System. The 

learning process is aimed at facilitating expended or contextual learning via the proposed BLA, and 

making learning more fun and engaged by incorporating gamification and virtual learning. Special need 

students also can reinforce their classroom learning by variety of attractive content. Students were able 
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to utilize online discussion tools to 

discuss project development matters 

with other students and the lecturer. It 

was found that the overall grade 

performance of the treatment group to 

which the DeLCAD is applied, while 

creating A-grade students, is generally 

superior by 30% on average compared 

to that of the control groups. Students 

were able to demonstrate their grasp of 

the knowledge and skills of the project 

online using Zoom. The DeLCAD model of the proposed BLA thus helped provide the students the 

control over learning pace and space to attain their learning outcomes and thereby improving their 

course grades.  
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 STRATEGY IN TEACHING, SUPERVISION AND ASSESSMENT 

Case 2: A Modified Flipped Classroom Approach to 
Designing Teaching Instructions for Open and 
Distance Learning

When the universities across the globe were required to be closed due to the COVID-19 

outbreak, teaching and learning could not also be stopped abruptly. Educators therefore had to 

shift their teaching instructions into a fully online environment within a relatively short notice 

in response to the pandemic. However, there was lack of guidance on how to move the existing 

courses to online and how best to deliver the content effectively. This approach presents the 

steps for designing teaching instructions for open and distance learning (ODL) using a 

modified flipped classroom (MFC) approach. In the flipped classroom approach for ODL, 

learning contents are created and shared with students prior to the classroom time and 

classroom time is reserved for face-to-face engagement and problem-solving activities. In the 

MFC approach, the classroom time is converted to the synchronous online class and problem- 

solving activities. The content of the MFC approach comprises asynchronous online learning 

activities (self-paced learning activities, pre-recorded video content, lecture notes, and online 

discussion boards) and synchronous online learning activities (online class and discussions). 

This case will propose five steps to design the teaching instructions for both asynchronous and 

synchronous online learning activities.
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 STRATEGY IN TEACHING, SUPERVISION AND ASSESSMENT 

Case 3: Teaching Strategies for ODL Blended 
Approach

This case will explain the planning and implementing of teaching strategies for blended 

instructions. Example subject used for discussion is the CSC134 Computer and Information 

Processing offered to part-time students (Diploma in Public Administration). This course is 

conducted using an ODL blended approach through interactive online platform coupled with 

limited face-to-face meet up.

However, the student learning time (SLT) for CSC134 part-time is still the same as full-time. 

It's a 3-hour credit with 4-hour contact per week for 14 weeks. In traditional face-to-face mode, 

28 hours is allocated for face-to-face lecture and 28 hours for face-to-face lab session, making 

a total of 56 hours or 100% of the face-to-face delivery. On the other hand, the delivery mode 

for CSC134 is a combination of traditional face-to-face and online using ODL blended 

approach. About 10 hours (18%) of traditional face-to-face learning and 46 hours of online 

learning are allocated, making 82% of delivery in the mode of online.
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Below are the steps for designing blended instructions. 

1. IDENTIFY THE INSTRUCTIONAL COMPONENTS 

2. PLAN COURSE STRUCTURE AND INSTRUCTIONAL STRATEGIES   

3. DEVELOP THE COURSE INSTRUCTIONS AND MATERIALS 

4. IMPLEMENT THE INSTRUCTIONAL COURSE MATERIALS 

5. ASSESS THE EFFECTIVENESS OF THE COURSE INSTRUCTIONS 

 

STEP 1: IDENTIFY THE INSTRUCTIONAL COMPONENTS 

The instructional components for ODL blended approach is based on the traditional face-to-

face and online teaching delivery. The contact hours for traditional face-to-face teaching 

delivery (classroom instructions) is 10 hours (5 seminar) or 14 hours (7 seminar). And the 

remaining hours (46 or 42 hours) will be for online teaching delivery (virtual instructions).  

The face-to-face instructions need to be designed for each seminar based on 2 hours contact. 

The face-to-face instructional components were planned as below for the every one seminar 

with 2 contact hours.  

 Classroom learning activity (45 minutes) 

 Reflection activity (15 minutes) 

 Hands-on exercise (60 minutes) 

While the online instructional components were planned as below for the 46 contact hours 

taking in count the course assessment details.  

 Online self-learning (3 hours x 9 topics=27 hours) 

 Online discussion (1 hour x 9 topic questions=9 hours) 

 Online test (2 hours x 2=4 hours) 

 Live lesson or lecture (1 hours x 3=3 hours) 

 Live discussion (1 hours x 3=3 hours) 
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STEP 2: PLAN COURSE STRUCTURE AND INSTRUCTIONAL 

STRATEGIES 

The course structure was outlined based on the identified instructional strategies (traditional 

face-face seminar (10 hours) and online learning activities (46 hours)). The course information 

is integrated into UFUTURE. Thus, the educators access to course information for CSC134 

Computer and Information Processing to design their teaching and learnings instructions.  

 

 

 
 

 

 

STEP 3: DEVELOP THE COURSE INSTRUCTIONS AND MATERIALS 

In developing the course instructions and materials for CSC134, 5 components of self-

developed model (DeLCAD: Teaching Delivery, Learning Activities, Course Content, 

Assessment and Discussion) was used as a guide. The classroom instructions were develop for 

the traditional face-to-face seminar and virtual instructions were developed for student online 

learning activities. 
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Classroom Instructions  

The classroom instructions for face-to-face seminar is explained by teaching delivery (De), 

learning activities (L), course content (C), assessment (A) and discussion (D). Using the face-

to-face teaching delivery method, classroom learning activities need to be designed in 

facilitated and fun mode so that the students will be motivated to participate. Take note that 

designing classroom instructions are limited to time. Thus, combination of some activities from 

learning activities / course content / assessment / discussion can be used to design the classroom 

instructions. Example below is seminar 1 detail teaching planning for classroom learning using 

face-to-face teaching delivery strategies. 
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Below are some photos taken during classroom activities (Seminar 1). 

 

 

 

Virtual Instructions 

While the virtual instructions for student online learning is also explained by using teaching 

delivery (De), learning activities (L), course content (C), assessment (A) and discussion (D). 

Using the online teaching delivery method, learning activities need to be designed in facilitated 

and self-paced engaging mode so that the students will participate online. Parts of the lessons 

also can be delivered live online. Online assessment tools like quiz, test and assignment rubric 

can used to assess students understanding and quality of their project. Students also use the 

online discussion tools to discuss project development matters synchronous or asynchronously 

between other students and lecturer. Example below will show sample for one week detail 

teaching planning for fully online self-learning. 
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Online Self-Learning (120 minutes) 

Students will self-learn each topics. Simple approach to self-directed learning using modified 

The Feynman Technique was proposed to the students. The Feynman Technique modified as 

below for online self-learning. 

1. Study selected topic (45 minutes) 

2. State (and self-assess) current understanding (30 minutes) 

3. Acquire new knowledge (15 minutes) 

4. Document new knowledge and clarify new understanding (30 minutes)  
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The above 4 step were designed in Trello board to enable CSC134 students for self-directed 

learning.  

 

 

 

 

Online Discussion (60 minutes) and Online Learning Activities (30 minutes) 

The online discussion and learning activities need to be design in engaging manner to result in 

achieving intended learning outcome. The online discussion and learning activities in each 

topics should be aligned to Topic Learning Outcome (TLO). The online discussion and 

activities types provided below are some examples to design and deliver high impact learning 

experiences for students learning.  
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Reflection Activity (30 minutes) 

Reflection is an activity that supports the development of students' meta-cognition, that is, their 

understanding of how they think, learn, and understand. The process of reflection starts with 

the student thinking about what they already know and have experienced in relation to the topic 

being explored/learnt. Upon completion online learning, student will be given a self-

assessment. Below is one example of online self-assessment created for CSC134. 
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STEP 4: IMPLEMENT THE INSTRUCTIONAL COURSE MATERIALS 

The instructional course materials for CSC134 were developed using digital education tools 

like h5p, quizizz and etc. Then, all the developed instructional course materials are delivered 

to students using UFUTURE. 

STEP 5: ASSESS THE EFFECTIVENESS OF THE COURSE 

INSTRUCTIONS 

There are a range of models that can be used to obtain reflection on student learning experience 

in their course instructions. The course instructions were assessed using simple reflection form 

for classroom activities and online topic feedback form. Continues feedback from the students 

will be collected to identify the best teaching and learning strategies that will likely to show 

gains in student learning progress. When strategies are effectively implemented, the students 

will achieve higher attainment and ultimately improved learning outcomes. 

Sample Student Reflection Form for Classroom Activity 
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Sample Topic Feedback Form for Online Activities 
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 STRATEGY IN TEACHING, SUPERVISION AND ASSESSMENT 

Case 4: Designing Virtual Instructions for Fully 
Online Delivery

This case will explain the planning and implementing of teaching strategies for virtual 

instructions. Example subject used for discussion is the CSC253 Interactive Multimedia 

offered to part-time students taking Diploma in Public Administration. This course is 

conducted using ODL fully online approach through interactive online platform.

At UiTM, part-time courses are allocated 5 - 7 sessions of face-to-face seminar for the students 

to discuss about the course and it's assessment. However, this course was conducted fully 

online without any face-to-face meet up before the university was closed due to pandemic. The 

student learning time (SLT) for CSC253 part-time is still the same as the full-time course. It's 

a 3-hour credit with 4-hour contact per week for 14 weeks. In conventional mode 28 hours is 

allocated for face-to-face lecture and 28 hours for face-to-face lab session, making a total of 

56 hours or 100% of the face-to-face delivery. Thus, this case will discuss how to convert the 

conventional mode course to be conducted in self-paced fully online or virtual mode. This 

strategy was also shared with other lecturers as a guide during pandemic.
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Case 5: Transitioning Classroom for Emergency 
Remote Instructions during COVID-19 Pandemic

The educators had to move their teaching instructions into a fully online environment with 

short notice due to the COVID-19 outbreak. The technology is available to help the educators 

to make quick changes to deliver their teaching instructions through UFUTURE (UiTM 

LMS). When the universities were required to be closed for a period of time, the teaching 

didn't stop. The course teaching instructions were moved online quickly. The case will explain 

how I transition my classroom learning to fully online.
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1. TAKE A LOOK AT THE AVAILABLE RECOMMENDATIONS FOR 

TRANSITIONING TO REMOTE TEACHING 

 

UNESCO’s recommendations for planning distance learning solutions was referred. UNESCO 

shared recommendations to ensure that learning remains uninterrupted during COVID-19 

period.    

 

 
 
 

2. EXAMINE THE READINESS AND CHOOSE THE MOST 

RELEVANT TOOLS BASED ON STUDENT ACCESSIBILITY 

A short survey was conducted to understand student readiness and their accessibility for online 

learning. It was to decide on the use high-technology or low-technology solutions based on 

internet connectivity, and digital skills of the  students. This could range through digital 

learning platform, Telegram, Whats App, video lesson, Google Meet, Webex and many more. 

The Digital Education Tools guide provides step-by-step tutorials for the most common tools 

in teaching and learning. 

The result of the survey is populated in the spreadsheet below. Based on the finding, most of 

the students had moderate and fast internet connectivity. Thus digital learning platform 

(UFUTURE), Webex/google meet and YouTube video tutorials were identified as suitable 

tools for remote teaching. The tools chosen are familiar by students.  It is suggested that not to 

introduce too many new tools and approaches in teaching during emergency as it might create 
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stress to students. Lastly, the tools selected need to be able to deliver the teaching instruction 

to students with disabilities. 

 

 

 

3. MODIFY COURSE PLAN FOR REMOTE TEACHING 

The course plan was modified so that course learning outcomes can achieved timely during the 

COVID-19 outbreak. Below is an example of modified course plan. 

 

The learning outcomes developed for a traditional face-to-face or blended learning instructions 

can still be met if the course is moved fully online. Some changes are required in student-

instructor, student-content and student-student interactions for fully online teaching and 

learning transitioning.  

 

Student – Instructor Interaction 

The instructor need to communicate clearly the changes in learning schedule, assessments and 

its due dates. Frequent communication were required to reduce students anxiety over the 

transitioning. Method used to communication with the students was the What’s App group 

message. The individual messages also send to those students are not active in their online 

learning to understand their constraints.   
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1. Communicate often with students using the same method (What’s App). 

2. UFUTURE announcement notification for new assessment will be accompanied by What’s 

App messages too. 

3. The discussion board is also used to respond on students doubts on the topic 

learning.  forum to share your response to frequently asked questions so all students can 

benefit from the information.  

4. Encourage the students to check the discussion boards before What’s App to the instructor 

for any doubts. 
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STUDENT – CONTENT INTERACTION 

Additional course materials were shared as the learning instructions were shifted fully online. 

Below instructions were given to students when new course materials was posted. 

1. Students were notified the availability of course materials. 

2. Suggest students also allowed to identify and share additional learning material that meet 

their learning outcomes. 

3. Course materials were converted to PDF format to allow the students to access those 

materials using mobile devices.  

4. Copy of course materials always shared in class What’s App group for easy content 

accessibility . 

 

 

STUDENT – STUDENT INTERACTION  

 

It is important to foster the communication between the students in course interactions to keep 

them motivated and participate in learning. The forum and iDiscuss tools in UFUTURE is one 

of the mediums that can be used for student-to-student communication and collaboration 

strategies. Below are some of the activities that were be used to foster the student-to-student 

interactions. 

1. Engage the students in live conversation if possible. There will be technology challenge for 

students with lower bandwidth internet connection. Live conversations using video 

conferencing tools require higher bandwidth compared to discussion boards in 

UFUTURE.   

2. Online student-to-student interactions activities were aligned to course learning outcomes. 

3. Student was grouped to discuss group assignments in the online environment.  

4. Introduced a set of available communication tools for their communication and 

collaboration.  
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Student discussion with group members in breakout meeting. I will be moving in-between the 

rooms to assist them.  

 

 

Student collaborate with their group members to create the mind map for one of their learning 

topics. Mind mapping the learning topics together supports student learning, improves their 

information recording, and enhances their creative problem solving. 
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Case 6: Designing Course Instructions for 
Collaborative Learning 

The collaborative instructions are designed for a collaborative learning process. This teaching 

strategy allows the students to interact, collaborate and play a part in their own learning. This 

learning process can be facilitated with both small and larger groups using different methods.

The students work together in groups of two or more learners working together to solve 

problems, complete tasks, or learn new concepts. They must collaborate as a group to 

understand the concepts being presented to them. 

Through defending their positions, reframing ideas, listening to other viewpoints and 

articulating their points, students will gain a more complete understanding as a group than they 

could as individuals. These will help the students to develop a deeper level of thinking, 

problem-solving, self-management and leadership skills that will be useful in the future. The 

collaborative learning provides students with responsibilities for how and what they are 

learning. This case will explain briefly the four-step process that I use to design the course's 

collaborative learning activities. This process can be as quick or as long as the task or activity 

needs. 
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The collaborative instructions is designed for collaborative learning process. This teaching 

strategy allows the students to interact, collaborate and play a part in their own learning. This 

learning process can be facilitated with both small and larger groups using different methods. 

The students work together in a groups of two or more learners work together to solve 

problems, complete tasks, or learn new concepts. They must collaborate as a group to 

understand the concepts being presented to them. Through defending their positions, reframing 

ideas, listening to other viewpoints and articulating their points, students will gain a more 

complete understanding as a group than they could as individuals. 

These will help the students to develop deeper level of thinking, problem-solving, self-

management and leadership skills that will be useful in the future. The collaborative learning 

provide students with responsibilities for how and what they are learning.  

Usually I use four-step process to design the course collaborative learning activities. This 

process can be as quick or as long as the task or activity needs. These steps are outlined as 

below: 

1. FORM TEAM FOR THE LEARNING TASK

Student can choose their own group members or will be assigned by instructor for the learning 

task given. They will be ask to develop a rapport among members through short icebreakers 

for the first collaborative task. Later students will be required to discuss the role of each 

members to complete the task given. For example, student can be group leader, presenter, note-

taker and etc. And this role will change for other learning task. This is to ensure students 

experience all the roles in completing the task. 

Note: The maximum group for discussion usually set to 5 students 
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2. INTRODUCE THE LEARNING TASK

The student will be given details of task or learning activity. They have to discuss or complete 

the task in assigned or self-chosen group. Below are example of several collaborative learning 

activities that I have used for face-to-face and online class. 

a. Group Discussion

b. Group Collaborative Activities

c. Online Learning Activities

b. Task Feedback Activities

The types of collaborative learning activities adapted for CSC735 Seminar in Computer 

Science are group discussions and online learning activities. To  provide understanding related 

to technopreneurs, the group discussions and learning activities were used. While, to integrate 

the managerial and entrepreneurship mindset; and enhance student social skills, teamwork and 

responsibility only the group discussions were given to them. Both the group discussion and 

learning activities for CSC735 were done based on constructive alignment. 
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Example below shows how learning task (group discussion) was introduced to the students. 

The targeted course learning outcome was “integrate entrepreneurial mind in computing related 

business”. 

3. ALLOCATE TIME FOR LEARNING TASK COMPLETION

I always ask the students if the time given is sufficient to complete the task given. They need 

to have enough time to complete the task given to them. Usual timing set for learning task is 

about 30 minutes. 
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4. DEBRIEFYING LEARNING TASK

Upon completion of discussion, students will be called to share their finding or summary of the 

assigned learning task. This session is to close the gap in required learning. Instructor will play 

the facilitator role to fix any mistakes or clarification of learning points. 
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Case 7: Collaborative Teaching for Delivering Course 
Learning 

Collaboration is one of the key components that is highlighted in the 21st teaching and 

learning century. The reason for integrating collaborative teaching in my course delivery is to 

optimize the expertise in industry. THE Malaysian Education Blueprint 2015-2025 (Higher 

Education) has highlighted the need to take collaboration between universities and the industry 

to the next level by enabling the latter to lead curriculum design and delivery through 

partnership models. Thus a collaborative teaching model with the industry was implemented 

in the master course namely Seminar in Computer Science. One of the learning outcomes for 

this course is to “explain on elective topics and interrelationships in the computing science 

field (C2)”. As an instructor I have a crucial role in ensuring every one of my students is 

equipped with current elective topics and interrelationships in the computer science area. 

The elective topics to collaborate with industry will be based on current trends. Based on the 

The Future of Jobs Report 2020, cloud computing, big data and e-commerce remain high 

priorities in the  companies’ likelihood to adopt them by 2025. These new technologies are set 

to drive future growth across industries, as well as to increase the demand for new job roles 

and skill sets. Thus, the students need to be exposed with the current knowledge and skill sets 

that’s in-demand to bring the employability gap among students. 

Keeping that into consideration, I always bring in the key players in the current technologies 

into my classroom to bridge the knowledge gap. For the Semester Mac 2021, topic cloud 

computing and agile development methodology was chosen to be collaborated with industry 

experts. Cloud computing topic was delivered by Azure Specialist from Microsoft and Agile 

Development Methodology by Yuvasun Gravity Ent. Students gained benefit in knowledge on 

cloud computing and high quality applications development using Agile Development 

Methodology. 
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Case 8: Teaching and Learning using MOOCs

The COVID-19 has forced people into virtual mediums. This pandemic urged higher 

institutions, educators and students to quickly pivot to Open and Distance Learning (ODL). 

Besides, it is rediverting attention on the opportunity for MOOCs to provide cheap or free 

access to anyone in the world. Hence, Massive Open Online Classes, or MOOCs, have seen a 

surge in enrollments since March 2020. Currently there are 514 students learning using these 

MOOCSs. MOOC for Interactive Multimedia (IM4U) course has been developed using 

various platforms such as Open Learning, UiTM MOOC and currently UFUTURE that serves 

as the virtual classroom which provides a comprehensive set of course contents, supporting 

materials, learning activities, assessments and statistical report for monitoring student’s 

achievement. I was one of the developers who was  incharge of the MOOCs development. 

IM4U MOOC has been used for meetings, academic discussions, presentations, teaching and 

etc. This IM4U MOOC introduces essential topics in interactive multimedia application 

development such as text, graphics, audio, video, and animation and also the requirements of 

multimedia project development using authoring tools. Besides, new components and 

meaningful tools have been developed and introduced such as Notes on The Android (NOTA). 

It enables interactive multimedia learning materials to be accessed anytime and everywhere 

via Android application. Diversity, mobility and flexibility nature of learning has made IM4U 

MOOC a comprehensive virtual classroom which promotes an effective teaching and learning 

environment.

67



PROMO VIDEO 

MOOC SUMMARY 

68



LEARNING ACTIVITIES 

STUDENT FEEDBACK 

69



70



ANUGERAH AKADEMIK NEGARA (AAN-14)

 STRATEGY IN TEACHING, SUPERVISION AND ASSESSMENT 

List of Teaching Courses

71



ANUGERAH AKADEMIK NEGARA (AAN-14)

 STRATEGY IN TEACHING, SUPERVISION AND ASSESSMENT 

The course syllabus is integrated into the course summary in UFUTURE. The students taking 

the course and instructors teaching the course are able to get access to information in 

UFUTURE. All my teaching materials and learning instructions are uploaded or embedded 

into UFUTURE.
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Strategy in Supervision

In supervising the students, I adopted the remote supervision approach in 2019. I manage to 

supervise 5 students from UiTM Jasin using this approach. The self-develop DeLCAD 

(Delivery Method (De), Learning Activities (L), Course Content (C), Assessment (A) and 

Discussion(D)) Model was used to explain the remote supervision approach. It was 

implemented for Project Formulation full time student supervision. The course learning 

outcome (write and present a proposal of intended research) was achieved using this approach. 

Details below show how the DeLCAD Model was implemented for remote supervision.
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Strategy in Supervision

Delivery Method (De)
Supervising lecturer guided fully online to write and present the research proposal. The 

content required to write a proposal is uploaded in OneNote and consultation sessions are 

conducted using the Zoom platform. 
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Strategy in Supervision

Learning Activities (L)
Students are given digital content to read and followed by some tasks. The task for students are 

interactivity focus activities (example: facilitated synchronous discussion, collaborative task) 

and conducted through Zoom. The students discuss synchronously in facilitated mode online 

with the supervising lecturer.
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Strategy in Supervision

Content (C)
The digital content related with proposal writing was uploaded in the content library 

(OneNote) and personalized content was uploaded in Notes. The textbook used to guide the 

student report writing is Essentials of Computing Sciences: Project Administration.
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Strategy in Supervision

Assessment (A)
The students present their progress online via Zoom. They share their screen with a draft 

proposal to discuss further their progress. Their progress will be assessed and entered into a 

logbook. 
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Strategy in Supervision

Discussion (D)
The student - student and student - lecturer synchronous discussion was conducted online via 

Zoom. A recurring meeting link created and passed to the students. Students use the same link 

every time for progress meetings and for their discussion. Using this as a flexible delivery 

method, student consultation for student supervision was conducted 100% online.
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List of Supervision

Master Students

Undergraduate Students
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Strategy for Assessment

The course assessments were designed to assess students' ability to attain the course learning 

outcome (CLO). All the course assessments are designed based on constructive alignment. 

There are many assessment methods used to assess students' performance. Test-based 

assessments are used to assess student cognitive skills. Individual / group assignment, case 

study, and etc. 

For the CSC253 Interactive Multimedia course, the course assessments methods are test, 

individual and group projects. Test 1 and 2 was used to assess students' cognitive level. While 

individual and group projects were used to assess student psychomotor skills. This semester, 

close to 1000 students registered for this course across the all UiTM campuses. Thus, 

standardization in evaluating assessment is much needed. 

The psychomotor skills used in individual and group projects were assessed using rubrics. 

Rubrics is a standard of performance requirement in the form of assignment evaluation criteria 

to assess specific learning outcomes. I developed the evaluation criteria in advance for the 

assignment or task that needs to be graded. For each criterion, various levels of achievement 

with description are stated. This gives guidelines to the instructor to assess the assignment or 

task based on requirements for each level of achievement of each criterion. The levels of 

achievement in each criterion will be assigned with marks or weightage which can be 

combined to produce overall score. 

For this course, the psychomotor skill was assessed using a rubric.

Kindly refer to the rubric in the following page.
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Strategy for Assessment

Rubric that is used to assess psychomotor skill in CSC253 individual projects.
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Strategy for Assessment

Rubric that is used to assess psychomotor skill in CSC253 group project.
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Strategy for Assessment

Rubric that is used to assess psychomotor skill in CSC253 group project (continued)

The rubrics for assessment were entered into the rubric management system (UFUTURE) and 

shared among lecturers. Lecturers teaching this course uses standardized rubric for marking 

the individual and group project. This rubric will be enhanced based on feedback from 

lecturers. Upon completion the lecturers are able to see the students performance in 

rubric analytic reports (see next page). This course was the pilot course to use the rubric 

management system for online student assessment.
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Strategy for Assessment

Rubric that is used to assess psychomotor skill in CSC253 group project (continued)
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Strategy for Assessment

For the CSC735 Seminar in Computer Science course, a written individual assignment 

was used to assess the student cognitive skill. While proposal assignment was used to 

assess the student managerial & entrepreneurship skills. Lastly, a case student and event 

management was used to assess student social skills, teamwork and responsibility. All 

the skills were assessed using rubric similarly to how assessments in CSC253 was done.

Previously the students will organize small scale face-to-face seminars among the course 

students. But under my facilitation, I have guided the student to organize an online seminar as 

part of course assessment. Below are some details on a recent seminar organized by students.
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Strategy for Assessment
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Creativity & Innovation
As an educator my role is not limited to only teaching but also exploring innovative ideas / 

techniques / models that can improve student learning. Creative innovation brings about 

interest and motivation to teach for the instructors and motivation to learn for the students. 

Innovation in teaching will create a conducive environment within which quality learning can 

occur. Below are some of my contributions to innovation in teaching and learning.

1. Designing process and user interface for UFUTURE
(UiTM Learning Management System)

UiTM previously used multiple learning platforms for teaching and learning purposes. 

Example, full time students were using the i-Learn platform and part-time students were using 

i-Class. When I was given the responsibility to lead the department that manages the learning

management system, I decided to transform the multiple learning process into one integrated

framework. After studying the system flow and architecture, I propose an agile learning

platform that supports multiple learning processes in one learning platform using private cloud

computing. As educators strive to adapt to the new norm of technology and enhance the course

delivery, the use of UFUTURE has grown in popularity during the COVID-19 pandemic.

UFUTURE provides quality online course instructions by providing the interface for teaching

instructional design, assisting in fulfilling the course learning outcomes using learning

activities and assessments and allowing communication and collaboration. Most of the

reporting or subsystems related to student learning were integrated into UFUTURE.

UFUTURE was developed in-house and currently used by 170,000+ students. UiTM manages

to save a lot of cost through in-house development and maintenance. Currently, it uses a hybrid

setup (virtual machines and physical servers. UFUTURE now in the progress of migration into

private cloud hosting to support the higher growing number of learners and to support the

scalability of resources. UFUTURE supports learning for UiTM courses, MOOC, and

micro-credential developed by UiTM lecturers. Both UiTM and non-UiTM students can join

the MOOCs and micro-credential courses to improve their skills and knowledge.
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2. Rubric-Based Online Assignment Grading

Rubric is a scoring tool that explicitly represents the performance expectations for an 

assignment or task. It can be used to measure the students' learning and their achievements, 

and improve the educational system. This innovation presents an online grading rubric that 

was developed to collect, process, and return the marks obtained by a student in course. Four 

steps involved in the rubric development. Firstly, the instructor decides the type of rubric that 

needs to be used for the evaluation (holistic or analytic). Secondly, the instructor determines 

the evaluation criteria. Thirdly, determine the number of performance levels that will be used 

in the evaluation. Lastly, provide the descriptions for each performance level. Once the rubric 

is created, it is attached with a specific assignment for the purpose of evaluation. This 

innovation will show an online grading rubric with respect to the effectiveness in assignment 

grading and assessment of student learning performance.
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This case examines the use of online grading rubrics in UFUTURE to compare student’s 

expected performance in multimedia application development for each evaluation criteria of 

the task to the student's level of achievement. Analysis on each evaluation criteria of the task 

is performed to determine the student performance in multimedia application development. 

Based on the analysis, the instructor able to direct the students learning activities to meet the 

task requirements in the form of rubrics.  

This case was conducted at University Teknologi MARA (UiTM) for Interactive Multimedia 

course for distance learning students. It was conducted in Semester May 2019 and the student 

registered for the course was 18 students. The lectures were conducted online, and task was 

conducted in face-to-face session. The subject assessment consists of 2 online quiz, 2 online 

test, 5 online assignments. Standard practice in previous semester was the assignments were 

marked by instructors according to the marking scheme provided by the resource person. The 

marking scheme consist of basic evaluation criteria with marks. The instructors will grade 

student assignment by sum up the marks manually for each successfully completed task by the 

student.  

For this student, the individual assignment in Interactive Multimedia course was used as a 

sample. Task question and evaluation criteria for the individual assignment was written by the 

course instructor based on the required learning outcome. Then, the marking rubric for the 

assignment is constructed. This rubric was then attached with the task question for marking 

purpose. The task questions and its marking rubric was uploaded in assignment module in 

UFUTURE. Students must complete the task and upload their work online under assignment 

module. Once the instructor graded the assignment, analysis for each criterion will be 

performed and displayed in rubric analysis report. The rubric analysis report was used to 

identify the overall students’ level of achievement for each criterion.   

The data set consist of a mark out of 30 for 18 sample individual assignments from interactive 

multimedia course. The rubric analysis report was used to students’ overall achievement (actual 

score) for their expected performance (expected score). The figure below shows the generated 

rubric analysis report with minimum, maximum and average score for each criterion of the 

marking rubric for individual assignment. 
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The rubric analysis will indicate the gap between the actual and expected score for each 

criterion. This gap will be useful for the instructor to identify student or area that need 

additional attention to meet the expected performance. 

This case provides an understanding how rubrics is embedded in UFUTURE for online 

assignment grading. This rubric based grading will provide insights for students learning 

performance. This will encourage the instructors to focus on learning activities that require 

additional attention to enhance the learning outcomes.  
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3. Online Test Proctoring and Monitoring for
Remote Assessment

Many universities explored the option of remote assessment. This also has led to an interest in 

different approaches to remote assessment and how to enhance student authentication in the 

online remote test. During classroom assessment, monitoring students was easier because the 

instructor can see their students face-to-face and reduce the potential for cheating. However, 

the remote assessment has placed the instructors and students far apart and made it difficult for 

student authentication in the online test. One potential solution proposed to the university 

management was the remotely proctored test. Remote proctoring is a process for 

authenticating, authorizing, and controlling the online test process. It is a technology that 

allows the university to enable remote assessment. 

The remote test proctoring can be conducted through the internet via the web camera of the 

students. The few types of test proctoring are video proctoring, image proctoring, auto 

proctoring, and identity verification. The biggest challenge in remote learning or assessment 

was dealing with the student’s internet connectivity. Those students taking the remote test from 

villages have average or low internet connectivity. Thus, for this initiative image-based test 

proctoring was suitable because some students's internet connectivity was not good. This 

proctoring will verify remote test attempts by student’s multiple times randomly. The system 

would capture pictures of the students at specific time intervals. Later the instructor will 

validate those images to ensure that an actual student has conducted an online exam. The 

image-based test proctoring is cost-effective and requires lower bandwidth as compared to 

video streaming quality. This image-proctored test is targeted to be used for UiTM remote 

assessment by close to 170,000 students.
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4. Online Class Scheduling and Attendance 
Reporting

The outbreak of the Coronavirus disease 2019 (COVID-19) pandemic has greatly affected the 

way teaching instructions were delivered. The course instructors had to shift and convert their 

face-to-face teaching instructions to fully online. Fully online learning is divided into two 

methods, synchronous and asynchronous online learning. Synchronous online learning 

happens in real-time and often has a set or confirmed class schedule. This method is commonly 

supported by the use of media such as video conferencing tools (Zoom, Webex, Google Meet, 

etc) and chat tools (WhatsApp, Telegram, etc). While asynchronous online learning happens in 

a non-real-time environment and is facilitated by media such as discussion boards when the 

instructors and the students cannot be online at the same time. Thus, the students can access 

their learning materials flexibly according to their schedules.

The asynchronous learning method has been used for course learning even before the 

pandemic to support classroom learning or as blended learning. But synchronous learning 

happens in the classroom in real-time before a pandemic. During the pandemic, the course 

instructor and student have to use a specific virtual platform at a scheduled time for 

synchronous online learning. In this session, the instructors take attendance similar to 

traditional classroom attendance. The biggest challenge faced by the instructors is managing 

the online class schedules and monitoring student online class attendance.  
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Student Feedback Online (SuFO)
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Testimonials on Teaching 
 SCAN TO SEE MORE

Click >> https://padlet.com/prasanagurl/testimonials
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Testimonials on Supervision
SCAN TO SEE MORE

Click >> https://padlet.com/prasanagurl/supervisee_testimonials
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Testimonials from :
Co-Worker / Department / Faculty / 
University / Community / Industry Partners

SCAN TO SEE MORE

Click >> https://padlet.com/prasanagurl/coworker_testimonials
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Abstract— When the universities across the globe were 
required to be closed due to the COVID-19 outbreak, teaching 
and learning could not also be stopped abruptly. Educators 
therefore had to shift their teaching instructions into a fully 
online environment within relatively short notice in response to 
the pandemic. However, there was lack of guidance on how to 
move the existing courses to online and how best to deliver the 
content effectively. This e-learning initiative presents the steps 
for designing teaching instructions for open and distance 
learning (ODL) using a modified flipped classroom (MFC) 
approach. In the MFC approach, the classroom time is 
converted to synchronous online class and problem-solving 
activities. The content of the MFC approach comprises 
asynchronous online learning activities (self-paced learning 
activities, pre-recorded video content, lecture notes, and online 
discussion boards) and synchronous online learning activities 
(online class and discussions). This e-learning initiative proposes 
five steps to design the teaching instructions for both 
asynchronous and synchronous online learning activities. While 
developing the course instructions and materials, 5 components 
of the self-developed model (DeLCAD: Teaching Delivery, 
Learning Activities, Course Content, Assessment and 
Discussion) were used as a guide. The identified major challenge 
in implementing this approach was internet connectivity for the 
students. The effectiveness of the modified flipped classroom 
approach was based on two indicators (i) student’s feedback and 
(ii) student’s practical skills performance. Courses that design 
using the MFC approach provide greater flexibility in student 
learning and improves their achievement. 

Keywords—modified flipped classroom, open and distance 
learning (ODL), practical skills, teaching instructions. 

I. INTRODUCTION

There are currently five (5) modes for teaching delivery 
including traditional face-to-face, web-facilitated, blended, 
fully online, and emergency remote. The traditional face-to-
face mode is when an instructor teaches a group of students 
in person. Web-enhanced courses are traditional courses that 
have some technology-mediated components that 
complement the required class meetings, for example, online 
quiz or discussions [1, 2]. Blended courses are between 30% 
to 80% of course instructions delivered online with some 
face-to-face instructions [3]. A widely known type of blended 
learning is the ‘flipped classroom’. The flipped classroom is 
a pedagogical model that reverses the typical lecture and 
homework elements of a course. The students are introduced 
to the content asynchronously before the class session. Then 
class time is used for active learning such as discussions, 
problem-solving, or lab-based activities [e.g., 4]. 

Courses where more than 80% of the course content is 
delivered online are referred to as fully online courses. Fully 
online courses are conducted solely online using virtual 
instructions with the components of face-to-face instructions 
are provided online. Emergency remote courses are courses 
that instructors temporarily shift the instructional delivery to 
an alternate delivery mode due to crisis circumstances. 
Blended, online and emergency remote courses are 
redefining the traditional instructor role in the teaching 
organization and delivery process [e.g., 5]. 

A. Pre-Planning
There are a few things to consider before moving the 

existing traditionally taught courses in higher education 
online. Among them are: (1) examine student readiness for 
remote learning and choose the most relevant tools based on 
student accessibility, and (2) modify course plan for remote 
learning. 

1) Examine student readiness for remote learning and 
choose the most relevant tools based on student accessibility 

The readiness of students and their accessibility for online 
learning can be measured through a survey. The survey 
questions were based on five sections including (1) internet 
accessibility, (2) learning technology accessibility, (3) online 
learning preference, (4) online learning experience, and (5) 
readiness.  This survey is conducted to assist decision-making 
on the high-technology or low-technology solutions based on 
internet connectivity and digital skills of the students.  

2) Modify course plan for remote learning 
The course plan is then modified so that course learning 

outcomes can achieved timely during emergencies such as the 
COVID-19 pandemic. The learning outcomes developed for a 
traditional face-to-face can still be met if the course is moved 
online. 

B. Designing Teaching Instructions
MFC instructions are a combination of asynchronous and 

synchronous teaching delivery. For example, the Computer 
and Information Processing course (code: CSC134) is offered 
to part-time students at UiTM. This course is conducted using 
the ODL MFC approach through an interactive online 
platform coupled with limited synchronous online classes. 

However, the student learning time (SLT) for CSC134 
part-time is still the same as full-time. It is a 3-hour credit 
course with 4-hour contact per week for 14 weeks. In 
traditional face-to-face mode, 28 hours is allocated for face-
to-face lectures and 28 hours for face-to-face lab sessions, 
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making a total of 56 hours or 100% of the face-to-face 

delivery. On the other hand, the delivery mode for CSC134 is 

a combination of synchronous online classes and 

asynchronous online learning activates using ODL modified 

flipped classroom approach. About 10 hours (18%) of 

synchronous online classes and 46 hours of asynchronous 

online learning activates are allocated, making 100% of the 

teaching delivery is in the online mode. 

 

The 5 steps for designing modified flipped classroom 

instructions are: (1) Identify the instructional components, (2) 

Plan course structure and instructional strategies, (3) Develop 

the course instructions and material, (4) Implement the 

instructional course materials, (5) Assess the effectiveness of 

the course instructions.  

 

1) Step 1: Identify the instructional component 

The instructional components for ODL modified flipped 

classroom approach are based on the synchronous online class 

and asynchronous online learning activities. The contact hours 

for synchronous online classes (online classroom instructions) 

are 10 hours (5 seminars). And the remaining hours (46 hours) 

will be for asynchronous online learning activities (online 

learning instructions). 

 

The online classroom instructions are designed for each 

seminar based on 2 hours contact. The online classroom 

instructional components were planned as below for every one 

seminar with 2 contact hours.  

• Online classroom learning activities (45 minutes) 

• Online reflection activity (15 minutes) 

• Online individual or group exercises (60 minutes) 

While the online learning instructional components were 

planned as below for the remaining 46 contact hours. 

• Online self-paced asynchronous learning activities (4 

hours x 9 topics = 36 hours) 

• Online self-paced learning for technology tools (2 

hours x 5 tools = 10 hours) 

 

2) Step 2: Plan course structure and instructional 

strategies 

The course structure needs to be outlined based on the 

identified instructional strategies, i.e. synchronous online 

class (10 hours) and asynchronous online learning activities 

(46 hours). 

 

Some changes are required in student-instructor, student-

content, and student-student interactions for online classroom 

transitioning. 

 

a) Student-instructor interaction: the changes in 

learning schedule, assignment due dates and assessment dates 

communicated clearly to the students. The method used to 

communicate with the students was the What's App group 

message. Separate individual messages also send to those 

students who are not active in their online learning to 

understand their constraints. Below are some of the 

interactions done with the students:  

• Communicate with students using the same method 

that is What’s App. 

• Students will be notified in the system and 

WhatsApp message when a new assessment is 

added.  

• The i-Discuss (discussion board) feature in 

UFUTURE is utilized to respond to students' doubts 

on the topic of learning. Students will be always 

encouraged to check the i-Discuss before What’s 

App for any doubts.  

 

b) Student-content interaction: Additional course 

materials were shared as students have to self-learn remotely. 

Below instructions were given to students when new course 

material was posted. 
• Students were notified of the availability of course 

materials. 

• Suggest students to identify and share additional learning 

material that meets their learning outcomes. 

• Course materials were converted to PDF format to allow 

the students to access those materials using mobile 

devices.  

• Copy of course materials always shared in class What’s 

App group for easy content accessibility. 

 

c) Student-student interaction: Communication 

between the students is fostered using i-Discuss in 

UFUTURE and other learning technology tools. Below are 

some of the activities used to foster student-to-student 

interactions. 

• Students always engaged in live discussion during 

the online synchronous session.  

• Students also always engaged in discussion among 

other students in i-Discuss during the online 

asynchronous session.  

• A set of online collaboration tools (Google and Jam 

board) was introduced to facilitate students' online 

group assignments and collaboration tasks. 

 

3) Step 3: Develop the course instructions and material 

In developing the course instructions and materials for 

CSC134, 5 components of the self-developed model 

(DeLCAD: Teaching Delivery (De), Learning Activities (L), 

Course Content (C), Assessment (A) and Discussion (D)) 

were used as a guide [6]. The online classroom instructions 

were developed for the synchronous online class and online 

learning instructions were developed for asynchronous online 

learning activities. 

 

Online class instructions: The online class instructions for 

the seminar are explained by DeLCAD. Using the online 

teaching delivery method, learning activities will be designed 
in a facilitated and fun mode so that the students will be 

motivated to participate. Take note that designing online class 

instructions are limited to time. Thus, a combination of some 

activities from learning activities / course content / assessment 

/ discussion can be used to design the online class instructions.  

Fig. 1 shows an example of teaching planning for a seminar 

using online seminar delivery strategies. 
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Fig.  1. Teaching plan for seminar 1 using DeLCAD model 

 
Online learning instructions: The teaching instructions for 

student’s online learning are also explained by using 

DeLCAD. Using the online teaching delivery method, 

learning activities will be designed in facilitated and self-

paced engaging mode so that the students will participate 

online. Parts of the lessons also can be delivered online using 

pre-recorded video. Online assessment tools like quizzes, tests 

and assignment rubrics can be used to assess student's 

understanding and quality of their project. Students also use 

the online discussion tools to discuss project development 

matters asynchronously between other students and the 

lecturer. Fig. 2 shows sample for one week of detailed 

teaching planning for self-paced online learning. 

 

 
Fig.  2. Teaching plan for weekly self-paced online learning using 

DeLCAD model 

 

4) Step 4: Implement the instructional course material 

The instructional course materials for CSC134 were 

developed using digital education tools like h5p, quizzes and 

etc. Then, all the developed instructional course materials are 

delivered to students using platforms such as the UFUTURE. 

 

5) Step 5: Assess the effectiveness of the course 

instruction. 

There is a range of models that can be used to obtain 

reflection on student learning experience in their course 

instructions. The course instructions were assessed using an 

online feedback form and student performance in the skill-

based task given.  

 

II. THE INFRASTRUCTURE 

The modified flipped approach replaces instructor 

lectures with online instructional materials. The student will 

interact and learn using those materials outside classroom 

sessions. The people that are involved in this implementation 

are the instructors and their students.     
 

There are many digital tools used for flipped lessons 

outside the classroom and engagement during online class 

time. Some of the tools used for creating instructional 

materials are PowerPoint, iMovie, LOOM, PowToon, Canva, 

and Adobe Spark. While to create student learning activities, 

tools like H5P, Jamboard, Kahoot!, Quizizz, Mentimeter, 

Zoom Breakout Rooms, TOGlic, Padlet, and Trello were 

used. Both the instructional materials and learning activities 

were embedded into UiTM learning management system 

(UFUTURE).  

 

A few additional hardware required to record the 

instructional videos. Basic hardware like webcam, 

microphone, portable lighting was used for recording. Thus, 

not much cost is involved in implementing the MFC 

approach for any course delivery.  

 

III. THE CHALLENGES IN IMPLEMENTING MFC APPROACH 

 

Below are some of the challenges and solutions used 

when implementing the MFC approach. 

A. Lack of internet connectivity 

The biggest challenge during remote teaching was student 

internet connectivity. Some of the students were unable to 

join online synchronous classes. 

Solution: Upload the activities in Padlet, UFUTURE, and 

WhatsApp so that students can retrieve those activities based 

on their accessibility.  

 

B. Structure of traditional lab session difficult to be flipped 

Fostering practical skills among students in remote teaching 

can be quite difficult. It's impossible to see if the students 

have attained the required skills.  

Solution: Provide with entrance and exit survey for every 

online class session that involves the attainment of certain 

skills. By this, the instructor was able to identify those areas 

that need intervention. Extra material and exercises were 

given to achieve those required skills. 
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C. Lack of resources 

Some students having difficulty using their laptops or PC 

complete their practical tasks. Their devices are either too old 

or not available at all.  

Solution: Proposed customized virtualize desktop (VD) for 

students with lack of computing resources. The proposed VD 

is integrated with the UFUTURE private cloud.  

 

IV. STUDENTS FEEDBACK  

Qualitative assessment based on student online feedback 

regarding the course delivery. This feedback is on student 

perception toward a course delivered using the MFC 

approach. Five questions were asked on this feedback to 

gather student’s thoughts on how the MFC approach affected 

their learning.   

 

Case Study 1:  

  74 students enrolled in 3 different courses participated 

in this feedback.  All the 3 courses (Computer and 

Information Processing, Interactive Multimedia, and 

Fundamentals to Multimedia Computing) had a minimum of 

one learning outcome that requires practical skill attainment 

and delivered using the MFC approach. The 74 collected 

student responses were summarised in Fig. 3. 

 
Fig.  3. Students’ responses toward course delivery using the MFC 

approach 

 

Case Study 2: 

42 students enrolled in the Fundamentals to Multimedia 

Computing course have participated in this study. The 

students were divided into 2 groups: 21 students in the 

experiment group (MFC approach) and another 21 students 

in the control group (teacher-centered approach). The same 5 

questions were distributed in an online feedback form and the 

data was collected as shown in Table 1. 
 

Table 1. Data collection from student online feedback form  

 
 

The overall finding from both the case study indicated the 

students mostly said that they like the approach and that they 

also understand better although this approach requires more 

of their effort. They also indicated that they prefer this 

approach for remaining of the course topics and to be applied 

in other courses too. 

 

V. LEARNING OUTCOME ATTAINMENT AND MEASURE 

 

Table 2 below are the details of courses that used the MFC 

approach, the targeted learning outcome (LO) related to 

practical skills, student’s tasks used to measure the LO, and 

methods used to measure the LO. 
 

Table 2. Course learning outcome, assessment method, and measurement 

 
 

The performance-based task in the form of assignments assigned 

to assess student practical skill learning. Performance-based 

assignments used rubrics to evaluate the series of criteria that were 

needed to complete the assigned task. A well-written rubric will 

provide a clear expectation of the assignment. Fig. 4 shows the steps 

designed to construct the rubrics for the assignments. 

 

 
Fig.  4. Steps to construct a rubric 

 

The learning outcomes in Table 2 are measured using group 

assignments. The group assignment is assigned to the students in 

UFUTURE. The entire process of assigning, rubric-based marking, 

and student feedback for the assignment were design into 

UFUTURE based on my proposed process and screen design. The 

detailed analysis of the rubric for each of the assignments will reveal 

the overall performance of students in attaining the desired learning 

outcome. The analysis can be used to improve the teaching process 

for better achievement of the learning outcome.   

 

Fig.5 shows the rubric analytic for assessment of LO1. The 

analysis provides the performance gap; the difference between the 

intended and actual performance of each criterion. The range of 

performance gap was 0%-25%. The criteria with bigger gaps were 

paid attention and extra materials were given to the student to close 

or minimize the gap. The LO2 and LO3 have also scored a lower 

performance gap (<30%). Thus, this teaching delivery using the 

MFC approach can be used to teach practical skill-based courses. 
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Fig.  5. Rubric analytic screen 

 

 

VI. FUTURE PLANS 

This case discusses the 5 steps for designing a course using the 

MFC approach. The summary of the 5 steps is given in Fig. 6. 

Fig.  6. The 5 steps to design a course using modified flipped classroom 

(MFC) approach 

 These 5 steps also can be applied for designing teaching 

instructions for the traditional or blended learning-based courses. 

Courses that design using the MFC approach provide greater 

flexibility in student learning and improves their achievement. This 

approach also enhances the student learning experience by creating 

opportunities for students to improve their understanding through 

self-paced learning. The future plan is to provide more training and 

awareness to instructors on how to implement the MFC approach in 

course delivery. Besides that, future study is also to look into the 

impact of the MFC approach on aspects of the student learning 

experience in a university course.  
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Introduction 
 

The outbreak of the Coronavirus disease 2019 (COVID-19) pandemic has greatly affected the way teaching 
instructions were delivered. The course instructors had to shift and convert their face-to-face classroom instructions to 
remote digital classroom instructions for Open and Distance Learning (ODL). Digital classroom is an online learning 
environment in which both the students and instructors engage in synchronous and asynchronous learning activities. 

The synchronous online learning happens in real-time and often has a set or confirmed class schedule. This method 
is commonly supported by the use of media such as video conferencing tools (Zoom, Webex, Google Meet, etc) and 
chat tools (WhatsApp, Telegram, etc). While asynchronous online learning happens in a non-real-time environment 
and is facilitated by media such as discussion boards when the instructors and the students cannot be online at the 
same time. Thus, the students can access their learning materials flexibly according to their schedules. 

The asynchronous learning method has been used for course learning even before the pandemic to support 
classroom learning or as blended learning. But the synchronous learning happens in the classroom in real-time before 
a pandemic. During the pandemic, the course instructor and student have to use a specific virtual platform at a 
scheduled time for synchronous online learning. In this session, the instructors take attendance similar to traditional 
classroom attendance. The biggest challenge faced by the instructors is monitoring student participation in 
synchronous and asynchronous learning activities in digital classrooms. 
 
The Infrastructure 

The entire platform was built in-house with five programmers. The platform was developed using PHP framework 
and the database uses MySQL. Due to resource constraints in the current hybrid setup (physical servers and virtual 
machines, the entire UFUTURE platform is now being migrated in a private cloud setup. The private cloud setup also 
was designed and proposed by me. It’s an agile setup that able to be scaled up and down according to current 
usage. The agile setup was able to reduce the hosting cost.  

There were few modules required to monitor the student participation in ODL using UFUTURE. The online class 
module was designed and developed to monitor student participation in synchronous learning activities. Examples of 
synchronous learning activities are live lectures, synchronous discussion, individual or group tasks. Example tools used 
for the synchronous learning activities are Zoom, Google Meet, and What’s App Messaging. Figure 1 shows some of 
the best practices used when designing synchronous learning activities. Figure 2 shows the screen for online class 
scheduling. 

 
 

 
 

 

Figure 1: Best practices for synchronous digital classroom learning 
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Figure 2: Online class scheduling 
 
 Students can sign in their attendance based on the class schedule and get their online class link and recorded 

link (if the lecturer uploads the link). The instructors can use any platform and the schedules can be created and 
student attendance can be monitored using UFUTURE. The instructors also can mark the attendance for those forget 
to sign-in and state comment for those absent. The students' daily, monthly and overall attendance also generated 
using the attendance analytic report. 

 

Figure 3: Student online class attendance monitoring report 

 
While the asynchronous learning activity tracking reporting and forum / i-Discuss monitoring reporting were used 

to monitoring students' asynchronous learning activities. Figure 4 shows some of the best practices used when 
designing asynchronous learning activities.   
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Figure 4: Best practices for asynchronous digital classroom learning 
 
The asynchronous digital classroom instructions for student online learning were designed based on the self-

developed DeLCAD model (teaching delivery (De), learning activities (L), course content (C), assessment (A), and 
discussion (D)). Using the asynchronous delivery method, learning activities were designed in the facilitated and self-
paced engaging mode so that the students will participate online. Parts of the lessons were also delivered live online. 
The online assessment tools like quiz, test, and assignment rubric were used to assess student's understanding and 
quality of their project. Students also engaged in the online discussion tools to discuss project development matters 

synchronous or asynchronously between other students and instructors. Figure 5 below shows one week's detail 
planning for an asynchronous digital classroom using the DeLCAD model. The instructors able to monitor the student 
participation (overall topic-based or activity-based) in asynchronous digital classroom instructions using the monitoring 
reports generated in UFUTURE (see Figure 6). These reports can assist the instructors to monitor student participation in 
ODL and identify the dropped-off students.   

 

 

Figure 5: Detail planning for the one-week digital classroom 
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Figure 6: Student participation (overall topic-based or activity-based) in asynchronous digital classroom instruction 

The Challenges 
An important aspect of a digital classroom is monitoring student participation in ODL. Research shows that 

monitoring student’s monitoring data is an important component for high-quality education (Mazza et al., 2012). The 

monitoring data can help to reveal who has been present in the online course. The student’s attendance rate for daily, 

monthly, and overall semester helps in better understanding whether the course provides a good synchronous online 

learning environment (live discussion, collaborative online learning activities, etc).  

Thus, this case presents the online class monitoring and learning activity tracking reporting tool in UFUTURE. These 

reports were aimed to manage online class schedules and students’ participation in the digital classroom. The student 

online class attendance monitoring is based on the schedules created in the system. The attendance monitoring report 

generated in the system will provide a better understanding of student’s participation in the online class and improving 

synchronous online learning activities. While the student learning activity tracking report will indicate the students' 

involvement and participation in asynchronous online learning activities. It was found out that student’s participation 

in online courses is influenced by their learning motivation (Kaya, 2021). Thus, it is of utmost importance to stimulate 

and maintain students’ online learning motivation. The generated attendance and learning activity tracking report 

will provide insight into students' motivation level to attend online classes. If poor student participation is identified, the 

instructors can use their traits and skills to improve their teaching method in synchronous online learning (Qunfei et al., 

2020)

Topic-based Monitoring 

Activity-based Monitoring 
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Student Participation 

As the semester is still ongoing, the overall student participation report unable to be produced. But the instructor 
will monitor time-to-time the student online class and learning activity tracking report to identify students that never 
participate. A personal message will be sent to check on those students. Students with difficulty accessing the activities 
in UFUTURE will be given through personal message. And instructor will personally support the learning activities using 
personal or group messaging.   

Learning Outcome and Measure 

Table 1 below is the details of courses that used student participation data to measure the learning outcome 

Table 1. Course information 

Course Name Targeted LO Assessment 
Method 

Measurement 

Computer and 

Information Processing 

Comprehend the concept, components, and 

processing of computer, communication, 
security, and ethics in the industry. 

Learning 

Outcome 
Progress 
Report 

Rubric 

Interactive Multimedia Identify various multimedia elements and the 
requirements of a multimedia project. 

To identify the quality of student learning, a progress report is generated within UFUTURE. Student learning data 
related to the learning outcome will be extracted and tabled into the progress report for further assessment. This report 
will give a quick view to the instructor on how well students have mastered required learning objectives. This report is 

only possible to be generated if all the learning activities in UFUTURE are aligned to course learning outcomes.  
As the screen design is going through a copyright process, detailed screen flow is not given in this report. Overall 

findings revealed that using the designed digital classroom activities in UFUTURE, students were able to master the 
targeted learning outcome.  

Future Plan 

The future plan is to implement the progress report to be used by entire university instructors to identify students that 
are struggling to master the learning objectives for each of the courses taught in UiTM. By this, the instructors can help 

and give more attention to the student that requires help in their ODL.   
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ANUGERAH AKADEMIK NEGARA (AAN-14)

 SCHOLARSHIP IN TEACHING & LEARNING

Sharing of Knowledge and Practices in
Teaching & Learning

Speaker
1. Micro-Credentials: Understand, Learn and Do, 9 July 2021

2. Designing Online Assessment using UFUTURE, I July 2021

3. Gamifying Online Student Assessments, 26 Mac 2021

4. MOOC & Microcredential Virtual Workshop, 23 February 2021

5. Taklimat e-Pembelajaran kepada Penyeleras e-Pembelajaran Fakulti dan Kampus

    Cawangan, 18 February 2020

6. Webinar Akademik bersama UHEK, 13 January 2020

7. Program "Siri Pemantapan OKU Selangor" - Pemformatan Laporan Pantas Menggunakan 

    Pemproses Kata (Word Processor), 31 December 2020

8. Program "Siri Pemantapan OKU Selangor" - Membina Portfolio Digital: Kearah Yang

    Lebih Cemerlang, 16 December 2020

9. Kursus Aplikasi Web: Massive Open Online Courses (MOOC), 22 - 23 Januari 2019

10. Higher Education Teaching & Learning KAP 1903, 26 August 2019 

11. FSG MOOC Day, 28 December 2019

12. Bengkel e-Learning untuk Penyelaras e-Pembelajaran Fakulti dan Kampus, 30 August 

      2019

13. i-Learn v3 Workshop, 1 Mac 2018

14. Hands-On i-Learn v3 Workshop, 13 February 2018

15. ODL Research Opportunities, 9 October 2020

16. Virtual Classroom Design, 5 April 2020

Moderator
1. The Art of the Grid: Gamification using Microsoft Excel, 25 Mac 2021

2. Minecraft for Educators-Microsoft Trainers, 23 - 24 Mac 2021

3. Learning Made Fun using Gamification Tool, 22 Mac 2021
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Speaker Activities
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Provide Feedback as Expert for Standards and Guidelines for 

Online Education Management for Thailand Higher Education 
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Collaboration with Asia – Europe Educators for Project Papers 

Related to Life-Long Learning 
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Involvement in Student e-Portfolio Project Development 

(Guidelines and Prototype) 
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Sharing the Model used for Teaching and Learning 
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Project Member for Academic-Based System Development at 

UiTM 
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 SCHOLARSHIP IN TEACHING & LEARNING

Recognitions Related to Teaching & Learning

Gold Medal
1. Online Test Proctoring and Monitoring for Remote Assessment at the International

University Carnival on e-Learning (IUCEL) 2021

2. Online Class Scheduling and Attendance Reporting at the International University

Carnival on e-Learning (IUCEL) 2021

3. Rubric-Based Online Assignment Grading at the International University Carnival on

e-Learning (IUCEL) 2019

4. Gamified Online Training System at the Invention, Innovation & Design on e-Learning

(IIDEL) in International University Carnival on e-Learning (IUCEL), 2017

5. GOT: A Gamified Online Tutorial for i-Learn v3 Users at the Melaka International

Intellectual Exposition (MIIEX), 2016

6. Auto-Z at the International Exposition on Syariah Complaint Idea, Invention, Innovation

& Design (ISCIIID), 2016

7. i-Discuss: A Gamified Online Discussion Interface at the Invention, Innovation & Design

on e-Learning (IIDEL) in University Carnival on e-Learning (IUCEL), 2016

8. Lecturer's Evaluation Online (LEO) at the Inventions, Innovations & Designs (IID), 2009

9. System Course Information (Syllabus) Management on i-Learn Perspective: Focusing on

Accessibility and Contents at the Inventions, Innovations & Designs (IID), 2008
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 SCHOLARSHIP IN TEACHING & LEARNING

Recognitions Related to Teaching & Learning

Special Awards
1. Best e-Learning Management System Award  at the International University Carnival on

e-Learning (IUCEL) 2021

2. iCEPS Excellent Service Award for 2019

3. Teaching Award (Technology) at 2019 University Academic Award

4. e-Learning Award at 2018 University Academic Award

5. Young Writers Merit Award at 5th International Visual Informatics Conference 2017

6. Excellent Graduate Awards from Institute of Visual Informatics, 2017

7. Thomas Edison Grand Award at The 5th Korea Inventor Grand Award for Educational

Development, 2016

8. Creative Inventor Grand Award at The 5th Edition of World Inventor Award Festival for

Educational Development, 2016

9. Best e-Learning Management Award at International University Carnival on e-Learning

(IUCEL) 2016.

10. Dynamic Lecturer Award 2015
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 SCHOLARSHIP IN TEACHING & LEARNING

Recognitions Related to Teaching & Learning

Academic Leadership

1. Department Head (Information Technology) at Institute of Continuing Education and

Professional Studies (iCEPS), October 2019 - October 2021

2. Felo Collaborative Group (CG) Gamification Universiti Teknologi MARA (UiTM),

1 February 2021 - 31 Januari 2022.

3. Unit Head (Technology) at Institute of NEO Education (iNED), Universiti Teknologi

MARA (UiTM), January 2017 - October 2019

4. Department Head (System Management) at i-Learn Centre, Universiti Teknologi MARA

(UiTM), September 2016 - August 2016

5. Felo at i-Learn Centre, Universiti Teknologi MARA (UiTM), January 2016 - August 2016

6. Associate Felo at i-Learn Centre, Universiti Teknologi MARA (UiTM), 2008 - 2010, 2015

7. Trainer at i-Learn Centre, Universiti Teknologi MARA (UiTM), 2006 - 2007

126



ANUGERAH AKADEMIK NEGARA (AAN-14)

08
Community Activities for 
Teaching & Learning

PENCALONAN 
ANUGERAH PENGAJARAN

KELOMPOK SAINS GUNAAN

127



ANUGERAH AKADEMIK NEGARA (AAN-14)

 COMMUNITY ACTIVITIES IN TEACHING & LEARNING

Community Activities > Teachers
Helping Teachers during Pandemic to adapt to Remote Teaching
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 COMMUNITY ACTIVITIES IN TEACHING & LEARNING

Community Activities > Students
Continously Supporting Students to Learn New Digital Trends & Tools.
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 COMMUNITY ACTIVITIES IN TEACHING & LEARNING

Community Activities > Society
Giving back to society through social service.
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CURRICULUM VITAE 

 
PRASANNA RAMAKRISNAN, PhD 
 
Head of Information Technology Services Department 
Institute of Continuing Education and Professional Studies (iCEPS) 
 
Felo 
Collaborative Group Gamification  
Centre for Innovative Delivery and Learning Development (CIDL) 
 
Senior Lecturer   
Faculty of Computer & Mathematical Sciences 
Universiti Teknologi MARA (UiTM) 40450 Shah Alam, Selangor 
 

A. PERSONAL BACKGROUND 

 
i. PERSONAL DETAILS 
First Name : Prasanna 
Last Name : Ramakrisnan 
Current Post : Head  

  Information Technology Services Department,  
  Institute of Continuing Education and Professional Studies (iCEPS). 

Address  : Level 2, UiTM-MTDC Technopreneur Centre,   
                          Universiti Teknologi MARA (UiTM),  
                          40450 Shah Alam, Selangor. 
Phone (Office) : +(603) 5543 5775 
Phone (H/P) : +6012 2005153 
Email  : prasanna@uitm.edu.my 
 
ii. ACADEMIC QUALIFICATIONS 

Year Qualification 

2017 Doctor of Philosophy in Visual Informatics 
Institute of Visual Informatics, National University of Malaysia (UKM) 

2005 Masters in Management Information Technology (MMIT) 
University Putra Malaysia (UPM) 

2003 Bachelor Computer Science (Multimedia) 
University Putra Malaysia (UPM) 

2001 Diploma Computer Science 
University Putra Malaysia (UPM) 

 
iii. RESEARCH INTEREST 
e-learning, Gamification, Human-Computer-Interaction (HCI) 
 
iv. PROFESSIONAL AFFILIATIONS  
Malaysian Information Technology Society (MITS) (Life Member) 
Malaysia Rasch Association (Member) 
ASEM Education and Research Hub for Lifelong Learning (Research Network 1 Member) 
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iv. WORK EXPERIENCE 
Year Detail 

2011 - Current Senior Lecturer at Faculty Computer and Mathematical Sciences 
Universiti Teknologi MARA (UiTM) 

2005 - 2011 Lecturer at Faculty Computer and Mathematical Sciences 
Universiti Teknologi MARA (UiTM) 

2005 Lecturer at Faculty of Information Sciences & Engineering (FISE), 
Management & Sciences University (MSU) 

2003 - 2005 Tutor at Pusat Teknologi dan Pengurusan Lanjutan (PTPL) Shah Alam 
2003 Demand Executive at Packaging Centre Sdn Bhd 
  

B. TEACHING  

 
i. MASTERS / BACHELOR’S DEGREE / DIPLOMA 
Level Subject Semester 

Master CSC735 
Seminar in Computer Science 

Mac 2021 – Aug 2021 
Oct 2020 – Feb 2021 

ITC751  
Multimedia Technology 

Jul 2009 – Nov 2009 
Jul 2008 – Nov 2008 
Dec 2007 – Apr 2008 

Bachelor’s Degree CSC530 
Project Formulation 

Mac 2021 – Aug 2021 
 

CSP600 
Project Formulation 

Sept 2017 – Jan 2018 
Mac 2015  – Jul 2015 

 CSP650 
Project 

Sept 2016 – Jan 2017 
Sept 2015 – Jan 2016 

 CSC453 
Human Computer Interface 

Sept 2016 – Jan 2017 
Sept 2015 – Jan 2016 
Mac 2015  – Jul 2015 

 CSC413 
Introduction to Interactive Multimedia 

Oct 2020 – Feb 2021 
Jul 2010 – Nov 2010 
Dec 2009 – Apr 2010 

 ITC441 
Multimedia 

Jul 2010 – Nov 2010 
Jul 2009 – Nov 2009 
Dec 2008 – Apr 2009 
Jul 2008 – Nov 2008 
Dec 2007 – Apr 2008 
Jul 2007 – Nov 2007 
Dec 2006 – Apr 2007 

 CSC430 
Computer Programming and 
Applications 

Dec 2009 – Apr 2010 

 CSC564 
Computer Graphics, Visualisation and 
Animation 

Dec 2009 – Apr 2010 
Dec 2008 – Apr 2009 
Jul 2008 – Nov 2008 
 

 CSC683 
Game Design & Development 

Jul 2009 – Nov 2009 
 
 

Diploma CSC253 
Interactive Multimedia 

Mac 2021 – Aug 2021 
Mac 2020 – Sept 2020 
Sept 2019 – Jan 2020 
Mac 2019 – Jul 2019 
Sept 2018 – Jan 2019 
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Mac 2018 – Jul 2018 
Sept 2017 – Jan 2018 

 CSC322 
Computer Graphics 

Jul 2009 – Nov 2009 
Dec 2008 – Apr 2009 
Jul 2007 – Nov 2007 
Dec 2006 – Apr 2007 
Jul 2006 – Nov 2006 

 CSC134 
Computer and Information Processing 

Mac 2021 – Aug 2021 
Oct 2020 – Feb 2021 
Mac 2020 – Sept 2020 
Sept 2019 – Jan 2020 
Jul 2007 – Nov 2007 
Dec 2006 – Apr 2007 
Jul 2006 – Nov 2006 

 

C. SUPERVISIONS 

 
i. MASTER’S THESIS / PROJECT PAPERS 

Year Title 

(on-going) 
 

1. Gamification Design Methodology for Teaching & Learning 
2. Gamification Model for Intrinsic Motivational Design in Massive Open 

Online Course (MOOC) 

 
 
ii. BACHELOR’S DEGREE THESIS / PROJECT PAPERS 

Year Title 

(on-going) 1. i-Community: Intelligent Community System  
2. Gamified Residential Application (GRA) 
3. Video Content Management System for e-Learning 

2019 1. myStudent Planner 
2. Aedesmon: Awareness of Dengue among Children 
3. Mobile Student Project Evaluation System (MobiSPES) 
4. Mari Belajar Sejarah Perkembangan Tamadun Eropah 
5. Asma UI Husna using Mobile Learning 

2017 1. Motivating User Interface for Online Drill and Practice  
2. Gamified FYP Evaluation System 
3. Gamification Fitness Application: Run2Fit 

2016 1. Usable Airline e-Ticketing in Mobile Application 
2. Memorizing Basic Du’a using Storytelling Technique 
3. Islamic Funeral Rites through Mobile Learning Application 

2015 1. Alzheimer Memorizing: The Categorization Educational Method for 
Learning Arabic Words 

2. The Influence of Intrinsic Motivation on User Engagement in Online 
Buying and Selling: A Gamification Conceptual Model 

3. Gamified Personal Budgeting Application 

2009 1. Usability Requirements for Mobile Learning Interface at UiTM i-Learn 
Portal  

2. Real Time 3D Visualization of Architectural Heritage  
3. Three Dimensional of Sultan Alam Shah Museum 

2008 1. Comparison Techniques between LVQ and Back propagation in 
Speech Recognition  

2. Traditional Learning VS Courseware: Test Effectiveness of 
Developed Multimedia Courseware 

3. Generation of 3D Geometric Objects from 2D Geometric Shapes  
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4. Keyword Indexing for Text Documents using Signature Files 
5. 2D Animation on Road Safety Awareness: School’s Out! 
6. Thumb Print Attendance System for Staff at FTMSK   
7. Framework of Content Management System for UiTM e-Learning 

System 
8. FTMSK Class Schedule System Delivering via SMS using AT 

Command 

2007 1. Interactive Learning for Form Three Science Subject 
2. Interactive Biology Experiments for Form 5  
3. Development of Courseware for ITC441 (Multimedia Technology & 

Application) 
4. Three-Dimensional on a Series of Hydrogen Molecules 

 
 

D. RESEARCH 

 
i. FUNDED RESEARCH 
No Title / Role Duration / Status Grant Amount 

1 Engaging Preclinical 
Alzheimer’s’ in Mobile 
Episodic Memory Retrieval 
Design Model 
Role: Research Member 

2015 – 2017 
(completed) 

i-RAGs RM20,000 

2 Spoken Document Retrieval 
(SDR) System for Spoken 
Malay Languages 
Role: Research Member 

2011 
(completed) 

e-Science, 
Mosti 

RM190,000 

3 Gamification Model for 
Intrinsic Motivational Design 
in Massive Open Online 
Courses (MOOCs) 
Role: Project Leader 

2019-2021 FRGS-
Facer 

RM51,200 

   TOTAL RM261,200 

 
ii. NON-FUNDED RESEARCH 
No Title / Role Duration / Status Reference 

1 Developing of SCORM Compliant LMS: A 
Comparative Study among Selected Global 
Standard  
Role: Research Member 

2007 – 2008 
(completed) 

Research 
Management 
Institute (RMI) 

2 A Study On One Way Hashing Function and 
Its Application for FTMSK Webmail. 
Role: Research Member 

2007 – 2008 
(completed) 

Research 
Management 
Institute (RMI) 

3 A Preliminary Study of Course Information 
On I-Learn Perspective: Focussing On 
Accessibility, Contents and User Interface 
Parameters 
Role: Research Member 

2007 – 2008 
(completed) 

Research 
Management 
Institute (RMI) 
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E. PUBLICATIONS 

 
i. JOURNAL  
 
1. The influence of intrinsic motivation on user engagement in online buying and selling: A 

gamification conceptual model. Journal of Engineering and Applied Sciences, 
12(Specialissue9). https://doi.org/10.3923/jeasci.2017.8513.8517 

2.  “Designing Online Discussion Site (ODS) User Interface for Emotional User Experiences: 
A Proposed Kansei Triangulation Method”, J. Softw., vol. 8, no. 12, pp. 3238–3245, 2013. 

3. “Towards an Understanding of User Satisfaction Measurement in Online Discussion Site 
( ODS ) Design using Rasch Analysis”, Int. J. Educ. Res., vol. 1, no. 6, pp. 1–12, 2013. 

4. “Integration of Non-Verbal Audio in Educational Courseware”, International Journal on e-
Learning and Higher Education, vol.1, no.1, p. 25, 2009 

5. “A Preliminary Study of Course Information on i-Learn Perspective: Focusing on 
Accessibility, Contents and User Interface Parameters”, International Journal on e-
Learning and Higher Education, vol.1, no.2, p. 23, 2009 
 

ii. PROCEEDING 
 
1. “Designing Blended Learning For Skill-Based Course: Introducing DeLCAD Model For 

Course Design”, in 1st International Conference on Education in the Digital Ecosystem 
(ICEdDE 2019) 

2. “Gamifying Online Knowledge Sharing Environment: A Motivating User Interface Design”, 
IVIC 2019 

3. “Rubric-Based Online Assignment Grading to Measure Student Performance”, ICEL 2019 
4. “Motivation Design Methodology for Online Knowledge Sharing Interface”, IVIC 2017 
5. “e-Portfolio Development for Integration Students Capability: A Conceptual Model”, iCeL 

2017 
6. “Usable, Aesthetic, Sociable and Motivating Interface for Students’ Online Knowledge 

Sharing”, HCI International 2016 
7. “Understanding of the Students’ Behavioural Intention to Use Online Discussion Site 

(ODS) Using Rasch Analysis”, HCI International 2015-Posters’ Extended Abstracts. pp. 
247–252. Springer (2015). 

8. “Technology Factors that Drives Student’s Knowledge Sharing Ability in Online Discussion 
Interface: The Conceptual Model”, in   5th International Conference on e-Learning ICEL 
2015. 

9. “Understanding User Responses towards a Measurement Model using the Rasch 
Analysis”, in Future Trends in Computing and Communication FTCC 2013, 2013, pp. 978–
981. 

10. “Validating Instrument Quality for Measuring Students’ Acceptance of an Online 
Discussion Site (ODS),” in International Conference on Advanced Computer Science 
Applications and Technologies ACSAT 2013, 2013, pp. 475–478. 

11. “Student’s Behavioral Intention to Use Online Discussion Site (ODS) Sca le: Investigating 
Unidimensionality of the Measurement Model”, in Advances in Visual Informatics, 
Springer, 2013, pp. 558–568. 

12. “Emotional user experiences in discussion board design: Kansei methodological 
triangulation approach”, in International Conference on Computer & Information Science 
ICCIS 2012, 2012, vol. 2, pp. 1073–1077. 

13. “Evaluation of user interface design for leaning management system (LMS): investigating 
student’s eye tracking pattern and experiences”, Procedia-Social Behav. Sci., vol. 67, pp. 
527–537, 2012. 

14. “Blended Learning: A Suitable Framework for Higher Education”, in The 2nd International 
Conference on e-Learning iCEL 2009, 2009. 
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15.  “A Comparative study among selected global standards: i-LEARN© as a case study”, in 
The 2nd International Conference on e-Learning iCEL 2009, 2009. 

16. “Video Conferencing Integrated Tool for Identifying CSF in Education Development in 
UiTM”, in The 2nd International Conference on e-Learning iCEL 2009, 2009. 

17. “A framework for reading comprehension practice using interactive 3D animation”, in 
Computer and Communication Engineering, 2008. ICCCE 2008. International Conference 
on Computer and Communication Engineering ICCCE 2008, 2008, pp. 7–10.  

18. “Interactive Networking Fundamental Software Based on Multimedia”, in National Seminar 
Science, Technology, Social Sciences 2008, 2008. pp. 545. 

19. “Integration of Non-Verbal Audio in Educational Courseware”, in The 1st International 
Conference on e-Learning iCEL 2007, 2007. 

20. “A Preliminary Study of Course Information on i-Learn Perspective: Focusing on 
Accessibility, Contents and User Interface Parameters,” in The 1st International 
Conference on e-Learning iCEL 2007, 2007. 

21. “Pembelajaran Matematik Menggunakan Teknik Multimedia Mesra Pembelajaran,” in 
International Conference on Mathematical Sciences 2007, 2007. pp. 233. 

22. “Pendekatan e-Digital sebagai Teknik Pengajaran Efektif dan Mesra Pembelajaran,” in 
Persidangan Pengajaran & Pembelajaran di Peringkat Pengajian Tinggi 2007, 2007. pp. 
58-59. 

 
 
iii. CHAPTER IN BOOK 
 
1. “Chapter 3: Increasing Intrinsic Motivation in Students Learning using Gamified 

Multimedia Learning Material. A Gamified Conceptual Model” (accepted for publication, 
title book in progress) 

 
 
iv. MODULE 
 
1. Basic Microsoft Word for e-Learning. Module prepared for i-Learn Centre of University 

Teknologi MARA (UiTM), 2009. 
2. Basic Microsoft Power Point for e-Learning. Module prepared for i-Learn Centre of 

University Teknologi MARA (UiTM), 2009. 
3. Advanced Microsoft Power Point for e-Learning. Module prepared for i-Learn Centre of 

University Teknologi MARA (UiTM), 2009. 
4. Basic Adobe Flash for e-Learning. Module prepared for i-Learn Centre of University 

Teknologi MARA (UiTM), 2009. 
5. Advanced Adobe Flash for e-Learning. Module prepared for i-Learn Centre of University 

Teknologi MARA (UiTM), 2009. 
 
 
v. GUIDELINES  
 
1. Garis Panduan e-Kandungan, UiTM, 2020 
2. Garis Panduan e-Kandungan Kursus Pembangunan Universiti Teknologi Mara, 2016 
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F. AWARDS/SCHOLARSHIP/COPYRIGHT 

 
Gold Medals 
1. Online Test Proctoring and Monitoring for Remote Assessment at the International 

University Carnival on e-Learning (IUCEL) 2021 
2. Online Class Scheduling and Attendance Reporting at the International University Carnival 

on e-Learning (IUCEL) 2021 
3. Interactive Multimedia for You (Im4u): A Comprehensive Virtual Classroom via MOOC at 

eCondev 2020 
4. Rubric-Based Online Assignment Grading at the International University Carnival on e-

Learning (IUCEL) 2019 
5. Gamified Online Training System at the Invention, Innovation & Design on e-Learning 

(IIDEL) in International University Carnival on e-Learning (IUCEL), 2017  
6. GOT: A Gamified Online Tutorial for i-Learn v3 Users at the Melaka International 

Intellectual Exposition (MIIEX), 2016  
7. Auto-Z at the International Exposition on Syariah Complaint Idea, Invention, Innovation & 

Design (ISCIIID), 2016 
8. i-Discuss: A Gamified Online Discussion Interface at the Invention, Innovation & Design 

on e-Learning (IIDEL) in University Carnival on e-Learning (IUCEL), 2016 
9. Lecturer's Evaluation Online (LEO) at the Inventions, Innovations & Designs (IID), 2009 
10. System Course Information (Syllabus) Management on i-Learn Perspective: Focusing on 

Accessibility and Contents at the Inventions, Innovations & Designs (IID), 2008 
 
Silver Medals 
1. Caregiver Buddy at Invention, Innovation & Design Exposition (IIDEX), 2019 
2. Online Assignment Management System at the Invention, Innovation & Design on e-

Learning (IIDEL) in International University Carnival on e-Learning (IUCEL), 2018 
3. I-AdiGuru Apps at the Invention, Innovation & Design Exposition (iidex), 2017 
4. Training Management System for i-Learn Centre, UiTM at the Invention, Innovation & 

Design on e-Learning (IIDEL) in International University Carnival on e-Learning (IUCEL), 
2016 

5. Game Based Interface for Online Knowledge Sharing at the Innovation, Invention and 
Design (IID) in National University Carnival on e-Learning (NUSEL), 2015 

6. Learning Vowel Alphabetic Words Mnemonically with Preclinical Alzheimer Students at 
the Melaka International Intellectual Exposition (MIIEX), 2015 

7. ABC in Context at the Research, Invention, Innovation and Design (RIID), 2012  
8. i-Learn System (ILS) for Full Time Students at the Inventions, Innovations & Designs (IID), 

2009 
 
Bronze Medals 
1. MoVCA: A Mobile Learning Application for the i-Learn Portal at the 7th Invention, Innovation 

and Design (IID), 2010 
2. e-Training – An Online Training System for i-Learn Users at the 7th Invention, Innovation 

and Design (IID), 2010 
3. i-Learn Training Registration System at Invention, Innovation and Design (IID), 2009  
4. i-Learn System (ILS) for Full Time Students at the International Exposition of Research 

and Invention of Institutions of Higher Learning 2009 
5. Lecturer’s Evaluation Online (LEO) at the 20th International Invention, Innovation & 

Technology Exhibition ITEX 2009 
6. CIMS at the 19th International Invention, Innovation & Technology Exhibition ITEX 2008 
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Special Awards 
1. Best e-Learning Management System Award  at the International University Carnival on 

e-Learning (IUCEL) 2021 (Project Head) 
2. iCEPS Excellent Service Award for 2019 
3. Teaching Award (Technology) at 2019 University Academic Award 
4. e-Learning Award at 2018 University Academic Award 
5. Young Writers Merit Award at 5th International Visual Informatics Conference 2017 
6. Excellent Graduate Awards from Institute of Visual Informatics, 2017  
7. Thomas Edison Grand Award at The 5th Korea Inventor Grand Award for Educational 

Development, 2016 
8. Creative Inventor Grand Award at The 5th Edition of World Inventor Award Festival for 

Educational Development, 2016  
9. Best e-Learning Management Award at International University Carnival on e-Learning 

(IUCEL) 2016. 
10. Dynamic Lecturer Award 2015  
 
 
 

G. PROFESSIONAL CONTRIBUTIONS (INTERNATIONAL & NATIONAL LEVEL) 

 
2021 Speaker  

Micro-Credentials: Understand, Learn and Do, 9 July 2021 

 Speaker 
Designing Online Assessment using UFUTURE, 1 July 2021 

 Speaker 
Gamifying Online Student Assessments, 26 Mac 2021 

 Speaker 
MOOC & Microcredential Virtual Workshop, 23 February 2021 

 Reviewer 
1st International Conference on Technology and Quality Management of Tertiary 
Education ICTQM‐TEd 2021 

 Head of IT & Technical Committee Member 
International e-Content Development Competition 2021 

2020 Speaker 
Program "Siri Pemantapan OKU Selangor" - Membina Portfolio Digital: Kearah 
Yang Lebih Cemerlang, 16 December 2020 

 Speaker  
ODL Research Opportunities, 9 October 2020 

 Speaker 
Virtual Classroom Design, 5 April 2020 

 Speaker 
Webinar Akademik bersama UHEK, 13 January 2020 

 Speaker 
Taklimat e-Pembelajaran kepada Penyeleras e-Pembelajaran Fakulti dan 
Kampus Cawangan, 18 February 2020 

 Speaker 
Program "Siri Pemantapan OKU Selangor" - Pemformatan Laporan Pantas 
Menggunakan Pemproses Kata (Word Processor), 31 December 2020 

2019 Speaker  
FSG MOOC Day, 28 December 2019 

 Speaker 
Higher Education Teaching & Learning KAP 1903, 26 August 2019 
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 Speaker 
Bengkel e-Learning untuk Penyelaras e-Pembelajaran Fakulti dan Kampus, 30 
August 2019 

 Speaker  
Kursus Aplikasi Web: Massive Open Online Courses (MOOC), 22-23 January 
2019 

 Publicity Committee 
6th International Visual Informatics Conference 2019 (IVIC ’19) 

 Head of Parallel Session and Keynote Speaker Committee 
International Conference on e-Learning (iCeL) 2019 

 Head of Competition & Judging Committee 
National e-Content Development Competition 2019 

 Reviewer 
6th International Visual Informatics Conference 2019 (IVIC ’19) 

 Reviewer 
2019 IEEE International Conference on System Engineering and Technology 
(ICSET 2019) 

 Jury 
International Bujang Valley Innovation, Invention and Design Competition 2019 
(BVIIDC 2019) 

 Publicity Committee Member 
6th International Visual Informatics Conference 2019 (IVIC ’19) 

 Program Management Committee 
UiTM Academic Conference 2019 

 Keynote Committee 
Seminar Education 5.0: Reaching the Learners via Technology 

2018 Reviewer 
1st International Conference on Soft Computing in Data Analytics (SCDA-2018) 

 Speaker  
i-Learn v3 Workshop, 1 Mac 2018 

 Speaker 
Hands-On i-Learn v3 Workshop, 13 February 2018 

 Reviewer 
International Conference on Teaching and Learning (iCOTAL) 2018  

 Reviewer 
3rd International Conference on Control and Robotics Engineering (ICCRE 2018) 

 Reviewer 
Future Technologies Conference 2018 

 Reviewer 
2nd International Conference Symposium in Business, Management and Social 
Sciences, 2018 

 Reviewer 
4th Visual Informatics International Seminar 2018 

 Reviewer 
Malaysian Journal of Computer Science: Visual Informatics, 2018 

2017 Session Chair      
International Conference on e-Learning (ICeL) 2017 

Keynote Session and Opening Ceremony Committee  
International Conference on e-Learning (ICeL) 2017 

Publicity Committee  
The 5th International Visual Informatics Conference 2017 (IVIC '17) 
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Secretariat Committee   
Majlis Pelancaran e-Portfolio Mahasiswa Peringkat Nasional 

Head of ICT Committee  
National e-Content Development Competition (e-ConDev) 2017  

Jury 
National e-Content Development Competition (e-ConDev) 2017 

Reviewer 
The 5th International Visual Informatics Conference 2017 (IVIC’17) 

Reviewer  
2017 IEEE International Conference on System Engineering & Technology 
(ICSET 2017) 

Reviewer 
The Second International Conference on the Future of Asean (ICoFA2017) 

Reviewer 
The Third International Conference on Electronics and Software Science 
(ICESS2017) 

2016 Jury 
Massive Open Online Course (MOOC) and Poster Presentation for National 
Academic Colloquium 2016 

Secretariat Committee 
National Academic Colloquium: Globalizing Learning Through Massive Online 
Course (MOOC)  

Evaluator  
Massive Open Online Course (MOOC) i-Spring Project 

Multimedia Evaluator 
Evaluation Workshop on e-Content 

Jury  
e-Content Development Competition 2016, Southern Zone  

2015 Session Chair 
2nd Advancement on Information Technology International Conference (2015 
ADVCIT)  

Paper Editorial and eProceeding Committee 
The 5th International Conferences on e-Learning (iCEL 2015) 

Reviewer 
Envisioning the Future on Online Learning: Selected Papers from the International 
Conference on e-Learning 2015 

AJK Pelaksana  
Research Management Unit (RMU) UiTM Melaka 

2013 Technical Session Chair 
International Conference on Advanced Computer Science Applications and 
Technologies (ACSAT 2013) 

2012 Reviewer 
International Conference on Innovation Management and Technology Research 
(ICIMTR 2012) 

2011 Session Chair 
3rd International Conference on e-Learning (iCeL 2011) 

Speaker 
Internet for Research at SEAMOLEC, Tangerang 

2010 Moderator  
Subject Matter Expert (SME) Content Development 

2009 Head of Sponsorship Committee 
The 2nd International Conference on e-Learning (iCEL 09) 

141



Facilitator  
Website and Multimedia Training 

2008 Committee  
Digital Ad Serving for the State of Selangor (SUK) 

Committee  
PROQUEST & MEDIAQUEST 2008 

2007 Head of Tour and Dinner Committee 
UiTM International Conference on e-Learning 2007 

Committee  
PROMED ‘07 & PROQUEST ’07 

2006 Committee  
ProMed ‘06 & Programming Quest ‘06 

H. ADMINSTATIVE EXPERIENCE

Year Detail 
Oct 2019 – Oct 2021 Department Head (Information Technology) at Institute of 

Continuing Education and Professional Studies (iCEPS) 
Feb 2021– Jan 2022 Felo Collaborative Group (CG) Gamification Universiti Teknologi 

MARA (UiTM) 
Jan 2017 – Oct 2019 Unit Head (Technology) at Institute of NEO Education (iNED), 

Universiti Teknologi MARA (UiTM) 
Sept – Dec  2016 Department Head (System Management) at i-Learn Centre, 

Universiti Teknologi MARA (UiTM) 
Jan – Aug 2016 Felo at i-Learn Centre, Universiti Teknologi MARA (UiTM) 

2008 – 2010, 2015 Associate Felo at i-Learn Centre, Universiti Teknologi MARA (UiTM) 

I. PROFESSIONAL TRAINER

2016 UiTM MOOC Master Trainer 

Master Trainer Lectora 

Certified Wolfram Technology Associate 

2015 Master Trainer e-Learning University 

2010 University e-Learning Trainer 
i-Learn Centre, UiTM

J. COMMUNITY MEMBERSHIP AND CONTRIBUTION

2019 – 
Current 

President 
Student Social Welfare Organization (SSWO) 

2016 – 
Current 

Assistant Secretary  
Telugu Association of Malaysia 

2016 – 
Current 

Assistant Secretary  
Persatuan Penduduk Rumah Teres Dua Tingkat Jalan dan Lorong Delima 
Bandar Parklands, Klang, Selangor 

2014 – 
2016 

Secretary  
Persatuan Penduduk Rumah Teres Dua Tingkat Jalan dan Lorong Delima 
Bandar Parklands, Klang, Selangor 
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K. ACADEMIC AND ADMINISTRATION POSITION (FACULTY)

2015 Treasurer 
OBE Enhancement Workshop 

2008 - 2009 Examination Committee 
Faculty Computer and Mathematical Sciences, UiTM 

2006 - 2008 Faculty CD Committee 
Faculty Computer and Mathematical Sciences, UiTM 

2007 -  2009 Work Safety and Health Committee 
Faculty Computer and Mathematical Sciences, UiTM 

2007 SIG (Multimedia) Committee and Secretariat  
Program Coordination Workshop 
Faculty Computer and Mathematical Sciences, UiTM 

2007 - 2009 e-Learning Committee
Faculty Computer and Mathematical Sciences, UiTM

2006 Open Day / Homecoming Committee 
Faculty Computer and Mathematical Sciences, UiTM 

2006 Explore Q-Race Committee 

2006 ProMed 06 & Programming Quest 06 Committee 

L. TECHNICAL SKILLS

1. Authoring Tools (Unity, Adobe CC)
2. Video and Audio Editing Tools
3. Web Publishing
4. Content Development Tools (Storyline, iSring, Prezi, PowToon, Toonly)
5. Quantitate data analysis (SPSS, AMOS, SmartPLS, WarpPLS, Winstep)
6. Qualitative data analysis (Atlas.ti, Nvivo)
7. Referencing Tools (Endnote, Mendeley)
8. Cloud Computing
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ANUGERAH AKADEMIK NEGARA (AAN-14)

10
My Journey as an 
Educators Continues
Towards E-Learning 
Excellence.

PENCALONAN 
ANUGERAH PENGAJARAN

KELOMPOK SAINS GUNAAN
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