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Abstract

User Experience (UX) is a crucial element in assessing the effectiveness of educational applications. This
study evaluates the UX of the C#Venture application—developed for the introductory programming
course at Bandar Darulaman Community College—using the User Experience Questionnaire (UEQ). A
total of 54 respondents participated in this study. The study found that the application scored excellently
across all UX dimensions, including attractiveness, clarity, efficiency, dependability, stimulation, and
novelty. The application's visual appeal and interactive elements successfully increased students' interest
and engagement. Its clarity and ease of use ensured accessibility for users with varying technical skills,
while high efficiency helped students complete tasks quickly and effectively. The application's reliability
and innovation ensured a consistent learning experience. Overall, C#Venture has demonstrated its
potential as an effective educational tool that can enhance students' learning experiences and outcomes
through gamification. Further research is recommended to assess the long-term impact of this application
on academic performance and student motivation, as well as to develop new features for continuous
improvement.

Keywords: basic programming, user experience evaluation, User Experience Questionnaire (UEQ), attractiveness.

INTRODUCTION

In today’s digital age, foundational programming skills are indispensable for students in the fields of
information technology and engineering (Ahmad & Ibrahim, 2020). These skills are not only crucial at
the university level (Medeiros et al., 2019) but are also increasingly being integrated into school curricula
(Humble & Mozelius, 2022) and college programs (Li, 2023). The Basic Programming Course, while
essential, is renowned for its challenges (Robertson & Doloc-Mihu, 2023) and is often viewed as a
daunting and complex subject (Diaz-Lauzurica & Moreno-Salinas, 2019), particularly for students at
Bandar Darulaman Community College. This course requires students to grasp abstract concepts and the
fundamental structure of computer programming, as well as to apply these basics through simple programs
and logical control structures to solve real-world problems.
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In today's rapidly evolving educational landscape, traditional teaching methods often struggle to keep pace
with the dynamic needs of students (Sudin et al, 2022; Hasbullah et al., 2022), particularly in challenging
subjects like programming. The C#Venture application represents a significant shift in the way
programming is taught by integrating gamification—a technique that uses game elements to enhance the
learning process (Ghafar et al., 2023). The #' symbol in 'C#' is pronounced as 'sharp' and is used to
distinguish this language from older programming languages like C and C++. In this article, the use of
'C#' within the term 'C#Venture' is because the application is developed for the Basic Programming
Course. This innovative approach is not just about making learning more engaging; it fundamentally
transforms how students interact with and internalise complex programming concepts. By embedding
programming tasks within a game-like environment themed around 'The Avengers,’ C#Venture turns the
often intimidating process of learning to code into an exciting and interactive adventure. Students are no
longer passive recipients of information; instead, they actively participate in their learning journey,
solving problems, collaborating with teammates, and receiving immediate feedback through the game's
challenges and rewards system. This shift from traditional, lecture-based instruction to an immersive,
gamified experience is what makes the C#Venture application a revolutionary tool in education.
Moreover, the application leverages the familiarity and popularity of the Avengers theme to capture
students' interest, making learning more relatable and less daunting. The use of characters, narrative, and
competitive elements not only motivates students but also helps to reinforce learning by associating
programming concepts with memorable and enjoyable experiences. This innovative approach ensures that
students remain engaged and motivated, which is crucial for mastering the foundational skills required in
programming. In summary, the C#Venture application revolutionises learning by transforming the
traditional educational model into a gamified, student-centred experience. This approach not only
enhances engagement and retention but also fosters a deeper understanding of programming concepts,
ultimately leading to better educational outcomes. The success of C#Venture serves as a model for future
educational tools, showcasing the potential of gamification to revolutionise learning across various
disciplines.

This study seeks to delve into the user experience of the C#Venture application using the User Experience
Questionnaire (UEQ), concentrating on key aspects such as attractiveness, clarity, efficiency,
dependability, stimulation, and novelty. User Experience (UX) is a critical measure of an application's
effectiveness in educational settings (Ntoa et al., 2021). The UEQ, with its 26-item framework, is a well-
established tool for capturing the subjective experiences of users, providing a comprehensive assessment
of the application's impact. By evaluating UX, this study aims to ensure that the C#Venture application
not only meets but also exceeds user expectations, thereby enhancing its effectiveness in fostering a deeper
understanding and enjoyment of programming among students (Li et al., 2024).

LITERATURE REVIEW
C#Venture Application

The C#Venture application was developed to facilitate student learning and increase their interest in
programming through a gamification approach themed "The Avengers." This gamification strategy has
proven effective in increasing student motivation and understanding of learning content (Chukwu, 2024).
In the C#Venture application, students are divided into teams, and each team needs to complete adventure
tasks based on the instructions provided in the game. Each player assumes the role of an Avengers team
member based on the identity card provided. This is to create fun and increase student interest during the
activity. Each identity holder has their tasks, and the team will start the C#Venture adventure by following
instructions given through clues and instruction cards included in the application. This game not only tests
students' understanding of the course content but also builds team cooperation among players as they work
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together to complete each task instruction given to win the adventure.

The C#Venture innovation, themed "The Avengers,” aims to attract students to engage with the game
since the film sequel aired during their generation. The main characters in this application include Thor,
Captain America, Captain Marvel, Black Widow, Iron Man, and the Quest Master, represented by Nick
Fury. The team leader assumes the role of Captain America. Not only are the characters incorporated into
the game, but the team names also use the names of the Infinity Stones from the movie, such as Reality,
Space, Mind, Power, Time, and Soul Stones. Figure 1 shows the character cards used in the C#Venture
application, each depicting a unique role for the participants.
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Figure 1: Character cards used in the C#Venture application

At the end of the game, each team member must find the Quest Master (QM) to complete the final
instruction as a symbolic conclusion to the game. The winner is the team that completes all task
instructions first and receives a reward. This game can be played outside the classroom in any suitable
place to carry out each task instruction. In the C#Venture application, there is also a Quest Master (QM)
who monitors the adventure as it unfolds. Figure 2 shows the game instructions in the C#Venture
application.
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Figure 2: Game instructions in the C#Venture application

The group leader needs to download the Zappar application and a QR code reader. This is because the
Zappar application serves as the initial medium for the game, while the QR code reader is used throughout
the game adventure. Students will scan the Zappar logo that has been affixed to the kit. After scanning,
the group leader will register the group members using a Google Form. Once registration is complete,
students will receive instructions to start the first game. Figure 3 shows the group registration process
using Google Forms.
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Pendaftaran C#Venture

Figure 3: The group registration form is done using Google Forms

The first game involves assembling a puzzle using the Jigsaw Planet application. The puzzle contains
questions related to programming languages, and the answers need to be submitted to the Quest Master
(QM) to receive the next clue. If successful, students will be given a clue instructing them to scan the QR
code on Thor's card to access the second game. Figure 4 shows that the first game's questions are delivered
using the Jigsaw Planet application.

@ QUEST MASTER

Figure 4: The first game’s questions are delivered using the Jigsaw Planet application

The second game involves students being given six objective questions that must be answered on an OMR
form via the ZipGrade app and then submitted to the Quest Master (QM). The QM will use the ZipGrade
app to check the answers. If all the answers are correct, the QM will provide a clue, instructing the students
to scan the Black Widow card for the clue to the third game. Figure 5 shows the instruction card for game
2, along with the ZipGrade answer sheet.

The third game tests students' understanding of programming flowchart symbols via a Google Form. The
Quest Master (QM) will review the answers and then provide the next clue, instructing students to scan
the Iron Man card for the clue to the fourth game. Figure 6 shows the instructions for game 3 using Google
Forms.
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Figure 5: Instruction card for game 2 using the ZipGrade answer slip
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Figure 6: Instructions for game 3 using Google Form

In the fourth game, students will be tested once again on problem-solving through flowcharts. They will
be given three questions with six answer choices. Students need to take a photo of the correct answer and
send it to the Quest Master (QM) to receive the clue for the fifth game. Figure 7 shows the instructions
for game 4 using the included flashcards.
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Figure 7: Instructions for game 4 using the included flashcards
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In the fifth game, students scan the Captain Marvel card and answer true or false questions via the Quiz
Maker app. They must answer all questions correctly to receive the next clue from the QM. Figure 8 shows
the instructions for Game 5 using Google Docs and the Quiz Maker app. When players meet the Quest
Master (QM), they receive the final clue to open the mystery box in the kit and consume the food inside.
The first team to complete this task wins the game and earns the reward. To progress through levels,
players must answer all questions correctly; incorrect answers require further attempts. Only then will the
QM provide the next clue. Figure 9 displays the final challenge and winner’s cards, while Figure 10 shows

an example of an answer clue card from the QM.

Quest Master.
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Figure 8: Instructions for game 5 using Google Docs and the Quiz Maker application
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Figure 9: Final challenge card and winner's card
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Figure 10: Example of answer clue card from QM
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The Importance of UX in Educational Applications

A good user experience is critical for educational applications, as it can enhance student motivation and
engagement. An attractive and interactive design can maintain user interest and ensure they continue to
use the application. A systematic literature review conducted by Vieira et al. (2019) showed that heuristic
and usable educational games can significantly increase user satisfaction and engagement. Meanwhile, a
systematic literature review conducted by Khaldi et al. (2023) indicated that using attractive and
interactive visual elements (points, badges, and leaderboards) in educational games can encourage
students to be more engaged and motivated to learn. Additionally, Weitl-Harms et al. (2023) showed that
a good user experience in educational games can improve student academic performance by increasing
engagement and motivation.

UX Evaluation with UEQ

The User Experience Questionnaire (UEQ) is a tool often used to measure user experience across various
dimensions, including attractiveness, clarity, efficiency, dependability, stimulation, and novelty. A study
by Somrak et al. (2021) showed that the UEQ could provide a comprehensive assessment of user
experience in virtual reality educational games. This evaluation can help application developers
understand the strengths and weaknesses of their applications from the user’s perspective. A study by
Rohandi (2021) also indicated that the UEQ is an effective tool for assessing user experience in
educational games, providing valuable feedback that can be used to improve the design and functionality
of applications. Furthermore, a study by Nur Hidayat et al. (2024) also showed that using the UEQ in the
evaluation of educational games helps identify aspects that need improvement to enhance the overall user
experience.

The Effectiveness of Intuitive Design

An intuitive and easy-to-understand design is crucial to ensure that users with different technical skill
levels can use the application easily. A study by Yu et al. (2020) indicated that an intuitive interface could
reduce the cognitive load on users and improve learning outcomes. A study by Brown et al. (2019) showed
that intuitive design in educational games could increase user satisfaction and make it easier for students
to focus on learning content. Another study by Zamri and Tan (2022) emphasized the importance of the
user interface (Ul) as the point of access where users interact with the application and system.

METHODOLOGY

This study employs a quantitative method using a questionnaire as the instrument. A total of 54 students
enrolled in the Computer Systems and Networking Certificate program at Bandar Darulaman Community
College were selected as the sample for this study because all these students had taken the Basic
Programming course and had used this learning aid in class. The questionnaire was distributed to students
using Google Forms after they finished playing. Various UX measurement tools have been developed,
one of which is the User Experience Questionnaire (UEQ) developed by Laugwitz et al. (2008). The UEQ
provides a holistic assessment across six main scales: attractiveness, clarity, efficiency, dependability,
stimulation, and novelty. Previous studies have shown that the UEQ is effective in identifying the
strengths and weaknesses of applications based on user perceptions (Dewi et al., 2020). This study will
use the UEQ to evaluate the user experience of the C#Venture application and provide recommendations
for further improvement and development. The Malay version of the UEQ questionnaire, adapted from
https://www.ueq-online.org/ developed by Schrepp et al. (2014), was used in this study. The questions in
the UEQ have a seven-point semantic scale format, with negative and positive statements arranged
alternately to test respondent consistency. The rating range is from -3 to +3, where -3 is the most negative
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response, O indicates a neutral response, and +3 is the most positive response. A positive response is
indicated by a score above +1, and a negative response if the score is below -1. To calculate the
questionnaire results, a specific tool is used to analyze the responses. The data analysis tool is an Excel
file available for download from the official UEQ website. To use it, researchers enter the respondent data
on the "Data" tab. Figure 9 shows the items in the UEQ questionnaire.

annoying © © © O O O O enjoyable
notunderstandable © © © © O O O understandable
creaive © O O O © © O dul
easytoleam © O O ©O O O O difficult to leam
valuable © O © © O O O inferior
boing © © O O O © O  exciting

not interesting

o O O interesting
unpredictable © O
o]
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good © O bad
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unpleasant O© O O O O O O pleasant
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Figure 11: UEQ questionnaire in the English version
(Source: https://www.ueg-online.org/)

RESULTS

The results from the User Experience Questionnaire (UEQ) for the C#Venture application indicate an
outstanding user experience across all measured dimensions. Table 1 displays the UEQ benchmark scores
for the C#Venture application, highlighting its performance across different dimensions of user
experience.

The application recorded a score of 2.13 for Attractiveness, making it highly attractive and placing it in
the top 10% of the best-rated systems. Users found this application visually appealing and interactive,
which is essential for capturing and maintaining user interest. Visual appeal and interactive design
elements play a significant role in enhancing user satisfaction and engagement, particularly in educational
environments where maintaining student interest is critical.

For Clarity, the application scored 2.00, indicating it is clear and intuitive to use. High clarity levels are
crucial for educational applications, as they ensure that users with varying technical skills can easily
navigate and use the application. Clear and intuitive design reduces cognitive load, allowing users to focus
more on the learning content rather than figuring out how to use the application.

An Efficiency score of 2.04 indicates that the application enables users to achieve their goals with minimal
effort, showing high operational efficiency. This is vital in educational tools where the primary goal is to
facilitate learning efficiently. High efficiency in an application means students can complete tasks quickly,
which helps maintain their motivation and reduce frustration from complex processes.
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With a Dependability score of 1.86, the application is reliable and consistent, ensuring users feel in control
and confident during their interactions. Dependability in the educational context means that users can trust
the application to function correctly and consistently, which is essential for building user trust and
ensuring that the learning process is not disrupted by technical issues.

A Stimulation score of 2.08 shows that the application is motivating and engaging. High stimulation is
crucial in educational applications to ensure students remain motivated and engaged. By providing an
engaging and stimulating environment, this application encourages continuous use and active
participation, leading to better learning outcomes.

Finally, a Novelty score of 1.79 indicates that the application is seen as innovative and fresh, giving users
aunique experience. Novelty in educational applications is important as it introduces new ways of learning
and keeps the content interesting. Innovative features can distinguish the application from traditional
learning tools and can appeal to students who might not be interested in conventional educational methods.

Table 2 and Figure 12 show the UX evaluation results, comparing user responses to the application against
the excellent benchmark. The UEQ benchmark shows that all six UEQ scales—attractiveness, clarity,
efficiency, dependability, stimulation, and novelty—achieved excellent results.

Table 1: UEQ Benchmark

Scale Mean Comparison with Benchmark Interpretation
Attractiveness 2.13 Excellent Within the top 10% of best results
Perspicuity 2.00 Excellent Within the top 10% of best results
Efficiency 2.04 Excellent Within the top 10% of best results
Dependability 1.86 Excellent Within the top 10% of best results
Stimulation 2.08 Excellent Within the top 10% of best results
Novelty 1.79 Excellent Within the top 10% of best results

Table 2: UEQ Scales (Mean and Variance) in Table Format

UEQ Scales (Mean and Variance)

Attractiveness [1]2.133 1.13
Perspicuity [1]2.005 1.10
Efficiency [1]2.042 1.21
Dependability [1]1.856 1.03
Stimulation [1]2.083 1.13
Novelty [1]1.792 1.10
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Figure 12: UEQ scales (Mean and Variance) in graphical format

DISCUSSION

The outstanding user experience scores across all UEQ dimensions indicate that the C#Venture
application successfully meets and exceeds user expectations in various critical areas of user experience.
These findings highlight the application's potential to be an effective educational tool that not only engages
users but also enhances their learning experience.

High Attractiveness scores align with research showing that visually appealing educational games can
significantly improve user engagement and satisfaction. Visual appeal and interactive elements are crucial
for maintaining user interest and promoting continued application use (Vieira et al., 2019). The
application's design may incorporate colourful graphics, engaging animations, and interactive elements
that make the learning experience more enjoyable and captivating for students (Zamzuri et al, 2024).

Clarity and ease of understanding, indicated by high Clarity scores, are essential for educational tools as
they need to be accessible to users with varying technical skills. Studies have shown that intuitive
interfaces in educational games improve learning outcomes by reducing the cognitive load (Stiller &
Schworm, 2019; Zimmerer et al., 2022). The C#Venture application likely features a well-organized
layout, clear instructions, and user-friendly navigation that make it easy for students to understand and
use effectively.

High Efficiency, as indicated by the Efficiency scores, suggests that users can complete tasks quickly and
effectively, which is essential for maintaining user motivation and minimizing frustration. Efficient
educational games have been found to improve learning efficiency and overall user satisfaction (Yu et al.,
2020). The application may include streamlined processes, quick access to learning materials, and efficient
task management features that help students complete their assignments quickly and with minimal effort.

Reliable and consistent performance, as indicated by the high Dependability scores, is critical for
educational applications as it builds user trust and ensures a smooth learning experience. Dependability
in educational games supports continuous user engagement and uninterrupted learning (Rohandi, 2021).
The C#Venture application may offer a stable and bug-free environment, consistent performance, and
reliable access to educational resources, which helps maintain user trust and confidence.

High Stimulation scores reflect the application's ability to engage and motivate users, which is essential

for maintaining interest and promoting active learning. Engaging educational games has been shown to
enhance learning motivation and retention (Slyman et al., 2022; Zolkipli et al., 2022). The application
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may incorporate gamification elements such as rewards, challenges, and interactive storytelling that make
the learning process engaging and motivating for students.

The perception of Novelty indicates that the application offers a fresh and innovative experience, which
can enhance user curiosity and interest. Innovative educational games can provide unique learning
experiences that may not be offered by traditional methods (Perez et al., 2021). The C#Venture application
may introduce new learning methodologies, unique content delivery mechanisms, and creative interactive
features that keep the learning experience fresh and exciting for students.

Overall, these findings indicate that C#Venture is highly effective in providing a positive user experience,
which is crucial for educational applications aimed at enhancing learning through gamification. High
scores across all dimensions highlight the application's potential to engage, motivate, and educate users
effectively. This outstanding user experience evaluation suggests that C#Venture can significantly
contribute to improving educational outcomes by providing an engaging, efficient, and innovative learning
platform.

CONCLUSION & RECOMMENDATIONS FOR FURTHER RESEARCH

The findings from the User Experience Questionnaire (UEQ) indicate that the C#Venture application
provides an outstanding user experience across all measured dimensions. The application scores highly in
aspects of attractiveness, clarity, efficiency, dependability, stimulation, and novelty. This indicates that
the application is not only attractive and easy to use but also efficient, reliable, and motivating for users.
Overall, the C#Venture application successfully meets and exceeds user expectations, making it a highly
effective educational tool that can enhance student learning experiences through gamification. The article
further underscores the importance of User Experience (UX) in both practice and theory, demonstrating
that well-designed UX, incorporating gamification and thematic elements like "The Avengers,” can
significantly enhance student engagement, motivation, and learning outcomes. It suggests that developers
should prioritize visually appealing, interactive, and reliable designs to create seamless and effective
learning experiences. The study also validates the role of gamification in education, emphasizing the value
of tools like the UEQ in assessing and improving UX, reinforcing the need for a strong focus on UX in
the development and evaluation of educational technologies.

The implications of this study are that well-designed educational applications like C#Venture can provide
more engaging and effective learning experiences. High scores in attractiveness and stimulation indicate
that the application can maintain student interest and motivation, which is crucial for long-term learning.
The clarity and efficiency of the application show that it can help students understand and use the
application easily, which can improve their learning efficiency. The reliability of the application ensures
that users can trust it to function well without interruptions, which is crucial for a smooth learning
experience. Additionally, the novelty of the application shows that innovation in educational application
design can provide unique and engaging learning experiences that may not be offered by traditional
learning methods.

Based on the findings of this study, several recommendations for further research include conducting
long-term studies to observe the impact of using the C#Venture application on student academic
performance and motivation, as well as demographic analyses to understand how factors such as age,
gender, and educational background influence user experience. Additionally, comparative studies with
other educational tools could provide insights into the relative strengths and weaknesses of this
application. Developing and testing new features, including integrating technologies such as virtual reality
and artificial intelligence, as well as conducting qualitative evaluations through in-depth user interviews,
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can help improve and enhance the C#Venture application.
CONFLICTS OF INTEREST

The authors declare no conflicts of interest.

AUTHOR CONTRIBUTIONS

Quah Wei Boon: Conceptualization, Writing- Reviewing and Editing, Supervision. Noraini Mohd
Banua: Data curation, Writing- Original draft preparation, Reviewing and Editing. Zulhana Zulkifle:
Data curation, Writing- Original draft preparation. Nurul Halimatul Asmak Ismail: Writing- Reviewing
and Editing.

DATA AVAILABILITY STATEMENT
Data is available within the article.
REFERENCES

Ahmad, A., & Ibrahim, A. B. (2020). Pembelajaran pengaturcaraan: Faktor kegagalan pelajar dan pendekatan pembelajaran efektif.
Journal of Social Science and Humanities, 4 (3), 1-4. https://doi.org/10.26666/rmp.jssh.2020.3.1

Brown, J. A., Aslam, H., Makhmutov, M., & Succi, G. (2019). Intuitive rules design evaluation methods and case studies.
Proceedings of the 2nd Workshop on Knowledge Extraction from Games co-located with 33rd AAAI Conference on Artificial
Intelligence. Retrieved from https://ceur-ws.org/Vol-2313/KEG_2019 paper_2.pdf

Chukwu, J. (2024). The effectiveness of gamification in online learning. Journal of Online and Distance Learning, 3(1), 53-65.
https://doi.org/10.47941/jodl.1693

Dewi, P., Dantes, G., & Indrawan, G. (2020). User experience evaluation of e-report application using cognitive walkthrough (CW),

heuristic evaluation (HE) and user experience questionnaire (UEQ). Journal of Physics: Conference Series, 1516, 012024.
https://doi.org/10.1088/1742-6596/1516/1/012024.

Diaz-Lauzurica, B., & Moreno-Salinas, D. (2019). Computational thinking and robotics: A teaching experience in compulsory
secondary education with students with higher degrees of apathy and demotivation. Sustainability, 11, 5109.
https://doi.org/10.3390/su11185109

Ghafar, N. A., Rahmatullah, B., Razak, N. A., Muttallib, F. H. A., Adnan, M. H. M., & Sarah, L. L. (2023). Systematic literature
review on digital courseware usage in Geography subjects for secondary school students. Journal of ICT in Education, 10(1),
26-39. https://doi.org/10.37134/jictie.v0l10.1.3.2023

Hasbullah, N. H., Rahmatullah, B., Mohamad Rasli, R., Khairudin, M., & Downing, K. (2022). Google Meet usage for continuity
and sustainability of online education during pandemic. Journal of ICT in Education, 9(2), 46-60.
https://doi.org/10.37134l/jictie.vol9.2.4.2022

Humble, N., & Mozelius, P. (2022). Refurbishing the educational escape room for programming: Lowering the threshold and raising
the ceiling. In C. Costa (Ed.), 16th European Conference on Games Based Learning (ECGBL 2022) (pp. 280-287). Academic
Conferences and Publishing International.

Khaldi, A., Bouzidi, R., & Nader, F. (2023). Gamification of e-learning in higher education: A systematic literature review. Smart
Learning Environments, 10, Article 10. https://doi.org/10.1186/s40561-023-00227-z

Li, Y., Chen, D., & Deng, X. (2024). The impact of digital educational games on student's motivation for learning: The mediating
effect of learning engagement and the moderating effect of the digital environment. PLoS One, 19(1), €0294350.
https://doi.org/10.1371/journal.pone.0294350

Li, Z. (2023). Research on the application of programming in high school teaching. Lecture Notes in Education Psychology and
Public Media, 19, 186-189. https://doi.org/10.54254/2753-7048/19/20231428

Medeiros, R. P., Ramalho, G., & Falcdo, T. P. (2019). A systematic literature review on teaching and learning introductory
programming in higher education. IEEE Transactions on Education, 62(2), 77-90. https://doi.org/10.1109/TE.2018.2864133

Ntoa, S., Margetis, G., Antona, M., & Stephanidis, C. (2021). User experience evaluation in intelligent environments: A
comprehensive framework. Technologies, 9(2), 41. https://doi.org/10.3390/TECHNOLOGIES9020041

Nur Hidayat, W., Amalia Putri, T., Arsyillah, N. T., Bahris, M. A., Suswanto, H., & Hamdan, A. (2024). Evaluation of user
experience on learning management system for programming course through user experience questionnaire method. E3S Web
of Conferences, 473, 04005. https://doi.org/10.1051/e3sconf/202447304005

Perez, M. R., Manssul, D. M., Adao, R. T., Pempina, E. B., Lagman, A., & Besa, M. (2021). Playing for learning: A student
engagement assessment on edutainment game based on user experience. Proceedings of the 2021 9th International Conference

40



Revolutionizing Learning: User Experience Evaluation of the C#Venture Application Using the User Experience Questionnaire

(UEQ)
Received: 14 June 2024; Revised: 10 August 2024; Accepted: 23 September 2024; Published: 15 October 2024

on Information Technology: loT and Smart City, 256-261. https://doi.org/10.1145/3512576.3512622

Rohandi, M. (2021). User Experience Analysis of UNG e-learning using user experience questionnaire tool. Proceedings of the 1st
World Conference on Social and Humanities Research (W-SHARE 2021): Advances in Social Science, Education and
Humanities Research, 654, 174-179. http://dx.doi.org/10.2991/assehr.k.220402.037

Robertson, C., & Doloc-Mihu, A. (2023). Understanding college level student learning of basic programming at an open access
institution. Proceedings of the 2023 ACM Southeast Conference, 26-32. https://doi.org/10.1145/3564746.3587007

Schrepp, M., Hinderks, A., Thomaschewski, J. (2014). Applying the User Experience Questionnaire (UEQ) in different evaluation
scenarios. In A. Marcus, A. (Eds.), Design, User Experience, and Usability. Theories, Methods, and Tools for Designing the
User Experience. DUXU 2014. Lecture Notes in Computer Science (vol. 8517, pp. 383-392). Springer.
https://doi.org/10.1007/978-3-319-07668-3_37

Slyman, S., Gillies, M., & Lytra, V. (2022). Developing an evaluation framework for analysing educational simulation games.
European Conference on Games Based Learning, 1-8. https://doi.org/10.34190/ecgbl.16.1.363

Somrak, A., Pogacnik, M., & Guna, J. (2021). Suitability and comparison of questionnaires assessing virtual reality-induced
symptoms and effects and user experience in virtual environments. Sensors (Basel, Switzerland), 21(4), 1185.
https://doi.org/10.3390/s21041185

Stiller, K. D., & Schworm, S. (2019). Game-based learning of the structure and functioning of body cells in a foreign language:
Effects on  motivation, cognitive load, and performance.  Frontiers in  Education, 4, 18.
https://doi.org/10.3389/feduc.2019.00018

Sudin, I. A. A., Rahmatullah, B., Abdullah, M. F. W., Tamrin, K. F., Khairudin, M., & Yahya, S. R. (2022). Kajian tinjauan literatur
sistematik terhadap pendedahan pelajar universiti kepada percetakan 3D sebagai persediaan ke industri: A systematic literature
review study on university students’ exposure to 3D printing as preparation for industry. Journal of ICT in Education, 9(1),
48-60. https://doi.org/10.37134/jictie.v0l9.1.5.2022

Vieira, E. A. O, Silveira, A. C., & Martins, R. X. (2019). Heuristic evaluation on usability of educational games: A systematic
review. Informatics in Education, 18, 1-20. https://doi.org/10.15388/infedu.2019.20

Weitl-Harms, S., Spanier, A., Hastings, J., & Rokusek, M. (2023) A systematic mapping study on gamification applications for
undergraduate cybersecurity education. Journal of Cybersecurity, Education, Research and Practice, 2023(1), Article 9.
https://doi.org/10.32727/8.2023.12

Yu, Z., Gao, M., & Wang, L. (2020). The effect of educational games on learning outcomes, student motivation, engagement, and
satisfaction. Journal of Educational Computing Research, 59(3), 522-546. https://doi.org/10.1177/0735633120969214

Zamri, K. Y., & Tan, H. K. (2022). Evaluating educational game via user experience (UX) and User Interface (Ul) elements.
EDUCATUM Journal of Social Sciences, 8, 1-9. https://doi.org/10.37134/ejoss.vol8.sp.1.2022

Zimmerer, C., Krop, P., Fischbach, M., & Latoschik, M. E. (2022). Reducing the cognitive load of playing a digital tabletop game
with a multimodal interface. Proceedings of the 2022 CHI Conference on Human Factors in Computing Systems, 1-13.
https://doi.org/10.1145/3491102.3502062

Zolkipli, N. Z., Rahmatullah, B., Samuri, S. M., Arva, V., & Pranoto, Y. K. S. (2023). ‘Leave no one behind’: A systematic
literature review on game-based learning courseware for preschool children with learning disabilities. Southeast Asia Early
Childhood Journal, 12(1), 79-97. https://doi.org/10.37134/saecj.vol12.1.7.2023

Zamzuri, M. S. M., Rahmatullah, B., Purnama, S., & Dheyab, O. A. (2024). Development of food sharing IT platform for university
community. AIP Conference Proceedings, 2750, 060002. https://doi.org/10.1063/5.0148929

41



