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ABSTRACT

Nowadays, game had widely implemented as an educational tool for various
stage of study, pre-school, primary school, secondary school and higher education. This
paper describes the development process of an education-based role-playing farm game
for youth in Malaysia. The game which named 3D Farming Expert is aimed to deliver
the farming knowledge in Malaysia to Malaysians. Generally, the interest of Malaysian
youth in agriculture sector is low and their level of farming knowledge is poor. As a
result of that, 3D Farming Expert is developed and distributed to 30 youths in Malaysia.
The results gained and collected from the pre-test and post-test are analyzed and
documented in Chapter VI. In short, the results shows that 3D Farming Expert had
increase the farming knowledge of the 30 respondents significantly.
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CHAPTERI1

INTRODUCTION

1.1 Project Background

According to Oxford Dictionary, game is activities that are played with rules. It

is usually undertaken for enjoyment and sometimes used as an educational tool.

In this project, a farming game will be developed. A farming game is the game
that simulating the actual life in a farm. Basically, the target user is youth that lives in
Malaysia. The game activities are harvesting crops and selling livestock. These activities
are done by moving the character around the farm to a specific area and perform the

activity. Generally, the user able to plant, feed, buy, and sell in the game.
The 3D Farming Expert is a combination of role playing game. The game will

run as a console application. The game will be able to run with a CD in Windows, Mac

or Linux.
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1.2 Problem Statement

Malaysia is a developing country that greatly emphasized on agriculture in
enhancing the development of economy sector. This fact had been stated in The Ninth
Malaysia Plan where agriculture will be third income generator of Malaysia. It is
commonly asserted that, youth is the pillar of one country. Hence, the interest to the

agriculture and farming should be instilled to youths in Malaysia.

The existing farming games do not reveal the actual ways of managing a farm in
Malaysia. This is in fact does not provide realism to the users about the management of
farm in Malaysia. In fact, the users do not feel the environment in the farm is Malaysia
and this will not be able to increase or instill the interest of user to farm or agriculture. In
order words, the user will not able to get the general knowledge of managing a farm in

Malaysia.

Other than that, the existing farming games do not provides the actual techniques
and knowledge of planting crops and rearing livestock. The purpose of the farming
games is just to generate income. On the other hand, the user plays the game just for

entertainment purpose.

Therefore, this project will be developed to reveal the actual ways of managing
farm in Malaysia in the same time provides the actual knowledge of farming in Malaysia

to increase and enhance the interest of youth to be involved in the agriculture sector.

1.3 Objective

This project comprises of the following objectives:
e To investigate the effective ways to deliver the farming knowledge and farm

management techniques. Regarding this, we would observe the
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understanding of the player to the information provided in the game through
testing which will be discussed in Chapter VI.

e To demonstrate the knowledge on planting and harvesting the plants through
the game. For example, there are some plants that not advised to be planted
next to each other and there are some animals that cannot be rear together.

e To develop a farming game that simulates the actual conditions in Malaysia.
By using this application, the user will have an idea of agriculture in
Malaysia planting techniques that suit to be used in Malaysia which is
environmentally friendly such as crop rotation.

e To evaluate the effectiveness of techniques used in the game on delivering
farming knowledge. The recommendations will be the delivering of farming
knowledge in Malaysia through the use of game and applying role-playing

elements such as power structure.

1.4 Scope

This scope of this project will be described in four categories, which are users,
platform and game content and game functions. Each of them will be described as

followed:

1.4.1 Users

The Malaysia Youth Council (2007) has emphasized that those whose age ranged
between 15-40 years old can be considered as youth. The primary users for this project
will be youth ages between 15-40 years old. The interest to agriculture and farm will be

instill and enhanced among the youth.
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CHAPTERII

LITERATURE REVIEW AND PROJECT METHODOLOGY

2.1 Introduction

Literature review is a writing that gathers, analyzes and summarizes facts and
findings, theoretical and methodological contributions to a specific field which will
serve as a part of a research article, thesis or grant proposal. By referring to all the
published and authorized papers, the required information of a particular field will be

obtained.

In this project, the articles about education, farm and agriculture in Malaysia,
edutainment, farm game and role-playing game are read and analyzed. From these
articles or papers, the current trend and actual facts about the related field of research are
gathered. By result of the findings will contribute in achieving the desired result, which
is to develop an education farm game that can deliver the farming knowledge and

information in Malaysia effectively.
The methodology that will be used in this project is agile modelling. Agile

modelling is widely used in many projects of various corporations due to its great

advantages that contribute to the high quality software product.
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2.2 Facts and findings

Facts and findings are the accurate information, appropriate knowledge, or
important details that gathered during the initial stage of a research. In this project, the
facts and findings about the related domain as well as some existing systems are
gathered and analyzed.

2.2.1 Domain

Domain is the specific area or field of research and study. The domain of this
project is education-based role-playing farm game. The game is intended to deliver the
specific farming knowledge to be applied in Malaysia to the main target user which is

youth.

Agriculture domain is widely used in increase economic growth rate and reduce
unemployment rate in many countries including Malaysia. In Malaysia, it had been
declared as the third income generator as stated in The Ninth Malaysia Plan. One of the
strategies that Malaysia implements in promoting economic growth is contract farming
(CF). There are three researches carried out by Jeffrey Lawrence D’Silva, Hayrol Azril
Mohamed Shaffril and Jegak Uli and Bahaman Abu Samah which are intended to find
out the acceptance of youth and demographic factors that affects the participation of
youth towards CF. In all the research papers, they find out that the knowledge towards
agriculture is one of the factors that affects the participation of youth in CF. Besides,
promotion of the CF is believed to be able to enhance the interest of the youth to the CF.

The genre of the farm game that will be developed is role-playing game (RPG).
RPG is a game that a player controls an avatar and able to interact to non-player
characters (NPCs) as well as the game environment and objects with storyline. In game,
there three forms of interactions, which are player-to-player, player-to-computer, player-
to-game interactions. In this project, the form of interaction is player-to-game as there

are storyline which defines the current situation of the user and the goals to obtain.
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2.2.2 Existing System

- Family Farm

Figure 1: Scene for Family Farm

Family Farm is a simulation RPG farming game that emphasized on constructing
and managing a farm. It applies RPG elements in which player can control an avatar to
interact with the game environment. For example, the game can be controlled by RPG
attribute such as skills. In the farm, there are various characters which possess distinct
skills and requirements. As the farm had been well managed, player can upgrade the
house and expand the farm to become wider. The Family Farm can be played on

Windows and Linux.

- My Farm 3D

Figure 2: Scene for My Farm 3D for chicken rearing
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Figure 3: Scene for My Farm 3D for cow rearing

In My Farm 3D, there is only a basic farm with a chicken. Player is required to
feed the chicken and keep it happy. After doing so, the chicken will lay eggs and then
the player can sold out the eggs to generate income. The income generated may be used
to buy more chickens, or other poultry such as ducks, pigs, cows and horses. When the
number of poultry increases, the player should buy a building as the animals will run
away if there is no building for them. Player is required to always ensure that the food is

enough for the animals and prepare medicine if there are animals get sick.

10
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- Funky Barn

1 GUREDZ

Figure 5: Scene for Funky Barn

The Funky Barn provides farmlands that are increasingly difficult and player is
required to gain coins to expand the land by rearing animals. Player must rear different
types of animals in peace and provides enough food and water. While raising the
animals, player may generate income from selling goods or trade with local farmers.

Other than that, player must be aware of the natural disaster and pests that will destroy

the farm.

11
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2.2.3 Comparison of Existing System

Table 2: Comparison of Existing System

Criteria Family Farm My Farm 3D Funky Barn
Platform Computer game Nintendo 3DS Computer game
End users General General General
Content Entertainment Entertainment Entertainment
game which game which game which

includes farm
constructing, crop

planting and

includes raising

poultry

includes raising

poultry

poultry rearing.
Virtual character’s No Yes No
emotional state
Farm Education No Yes, it exposed to | Yes, it exposed to

information user about the user about the
psychology of the | peace among
animals animals.

Power structure Yes, the farmcan | No Yes, the farm can

be expanded up to

certain level

be expanded up to

certain level

The table above illustrates various criteria of current existing farm games. There
are advantages and disadvantages. From the table, the existing farm games do not
provide the information about farming territory in Malaysia as their primary purpose is
for entertainment purpose. Other than that, some of the games do not include virtual
character’s emotional state and the power structure. These elements are considered

crucial in an education-based farm game.

12
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2.3 Project Methodology
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Figure 6: Project Methodology

The first iteration is planning and proposal will be prepared in this phase. The
next iteration is analysis. In this phase, user requirements and farm operating
environment will be gathered and analyzed. These are done through finding and reading
research papers. The third iteration is design. Storyboards, screen, characters, objects,
and interactive features will be designed in this phase. During the implementation phase,
the game will be developed. After that, it will be tested in the testing phase. During this
stage, the game will be distributed in a CD form to 40 users aged between 15 to 40 years

old. After 3 days of experiencing the game, questionnaires will be distributed to the

Uusers.
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2.3.1 Instructional Design

e Educational Goals
» Learning objectives
o To learn organic cultural methods such as crop rotation, green manure,
compost and biological pest control which gives good harvest for maize,
tomato and pea.
o To learn the psychology and raising process of chicken and cow.
» Expected Results
o Player understands the organic cultural methods such as crop rotation,
green manure, compost and biological pest control which give good
harvest for maize, tomato and pea.
o Player understands the psychology and raising process of chicken and

COw.

2.4 Project Requirement

Project requirements are classified into software and hardware requirements.
Software requirements are the software tools that used in project development. Whereas
hardware requirements are the firmware required for running the software in project

development.

14
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