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• Won International University-
Industry Award in NALI 
Competition 2018.

• Two UTM teams became the 
Malaysian Champions and 1st

runner-up (2017) respectively. 
Top five of Avengers in Bangkok.

• Three consecutive years (2016, 
2017, 2018, 2019) represented 
Malaysia at the regional 
competition.

• Students got a job!

ACHIEVEMENT



Isenberg (1999) described 
internet as ‘mother of all 
disruption’; displacing 
established competitors 
(Christensen, 1995)



Internet (Internet of Things, 
IoT) as game changer (Purdy 
& Davarzani, 2015).



Disruptive innovation 
Collaborative innovation 
Game changer (‘macro-
phenomena’ that is perceived to 
change the ‘game’ of societal 
interaction) (Avelino et al., 2014)



E-learning (part of IoT) has 
influenced world of 
education, training and 
development.



‘E-learning’ has been coined 
by Jay Cross (Cross, 2004; 
Cross and Lance, 2002).



1984: Computer-based 
learning and computer-based 
training. 1990s: Internet was 
globally introduced.



Various ‘kind’ of e-learning 
existed; digital/online 
learning, m-learning, blended 
learning, deeper learning, 
micro learning etc.



Game-Based Learning (GBL) refers 
use of computer games that posses 
educational value or different kind of 
software applications that use 
games; for learning and education 
purposes (Tang, Hanneghan & El-
Rhalibi, 2009).





Conventional 
e-learning

Games and 
Simulation 
of e-
learning

• Educational games
• Game-based learning (GBL)
• Digital game-based learning (DGBL)
• Serious games
• Indie games



‘Games and simulations’ 
could act as an umbrella for 
further typologies (Dimitrios
Vlachopoulos & Agoritsa
Makri, 2017)

https://educationaltechnologyjournal.springeropen.com/articles/10.1186/s41239-017-0062-1#auth-1
https://educationaltechnologyjournal.springeropen.com/articles/10.1186/s41239-017-0062-1#auth-2
https://educationaltechnologyjournal.springeropen.com/articles/10.1186/s41239-017-0062-1#auth-2


Genres of games in higher education 
(Gros, 2007): action games, 
adventure games, fighting games, 
role-playing games, simulations, 
sports games and strategy games. 



SIMULATIONS

STRATEGY

ADVENTURE

MonsoonSIM





Games were found highly potential 
to teach student number of skills 
and competencies (communication 
skills and adaptability) or referred to 
as ‘graduate attributes’ in higher 
education (Barr, 2017). 
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UTM EXPERIENCE



Subject discipline (course):
1. Critical and Creative Thinking 

(30%)
2. Entrepreneurship (30%)
3. Project Management (30%)
(Shafudin, M.Y., Goh C.F, Raihanatul Z. (2018). Factors Influencing Use 
of MonsoonSIM Business Simulation by UTM Undergraduate Students. 
International Journal of Learning and Development. Vol. (2), pp. 61-79.)



Critical and Creative Thinking: 
This subject is to review the concepts, theories and 
practices of the critical and creative thinking. 
Techniques on critical and creative thinking could help 
students to be more realistic, innovative and far-
sighted in their actions. This is a kind of constructive 
approach to develop student’s thinking to be more 
matured and intellect as a graduate-to-be.



Students:
• Malaysia (46)
• Cameroon (7)
• Bangladesh (2)
• Indonesia (1)



• Chemical Engineering
• Naval Architecture & Offshore 

Engineering
• Mechanical Engineering
• Computer Science
• Accounting



Assessment 4: Conventional (10%) and 
simulation games (MonsoonSIM ERM) 
(30%)



Conventional games (10%)



MonsoonSIM Creativity Challenge (30%)

No Assessment Marks (%)

1 Games and simulations 10

2 Individual reflection 10

3 Group report (creativity proposal) 10



Scoring matrix setting (for competition):
a) Net profit: 50%
b) Cash on hand: 10%
c) Sales retail: 20%
d) Sales service: 20%
e) Utilization retail space: 10%

KPI Target setting (competency):
a) Cash on Hand: 5,000,000
b) Net profit: 5,000,000
c) Sales retail: 6,000,000
d) Sales service: 600,000
e) Utilization retail space: 75%

30%

70%



Familiarization 
#1

Familiarization 
#2

Evaluation

Familiarization 
#3



Mode of reflection Marks (%)

Give clear and details evidence, fact and figure to support the reflection 9-10

Give evidence, fact and figure to support the reflection, but not clear and 
details

7-8

Do not give evidence, fact and figure to support the reflection 5-6

Individual reflection (10%)

a) After completing all of the games in league, each student have to ma a 
personal reflection based on the ERM simulation games.
b) Your reflection should be based on the following contexts:

i) General reflection on MonsoonSIM ERM games.
ii) Reflection on critical (analysing and evaluating) and strategic 

thinking.



Mode of report Marks (%)

Give clear and details evidence on the idea development by using 
creativity tools

9-10

Give evidence, but not clear and details 5-8

Do not give evidence, just suggest the idea 1-4

Group report (10%)

a) The report basically is a kind of proposal on INNOVATIVE IDEA TO 
IMPROVE MONSOONSIM or INNOVATIVE IDEA TO DEVELOP NEW 
SIMULATION GAMES.

b) By using any creativity tools, you have to show how the innovative 
idea had been developed.

c) Three pages; A4; 1.5 spacing; Arial 12.



Creativity Tools



Individual 
reflection















Group report













Critical thinking  creative thinking 







1The lecturer is very understanding and 
very entertaining in class. Making the 
class very interesting

2Dr helps bring out hidden skills in us 
students👌👍



MonsoonSIM
as game 
changer

• Teaching and learning (HEI)
• Assessment and evaluation (HEI)
• Training and development (Corporate)
• Unite ASEAN and Asia scholars and educators



Zulkifli Khair; zulkiflih@utm.my; zuhaka@gmail.com; +6016-7393093
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