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Abstract

The research aimed to validate the effectiveness of the Design Heuristics named
“‘DEG7-9” by applying the heuristics as a guideline in the design and development of a digital
educational game for children aged 7-9. The effectiveness of the digital educational game on
learning outcomes was evaluated. The research process was started by educating the DEG7-9
to students of Multimedia Technology and Animation Program, Faculty of Science and Tech-
nology, the affiliated university of the researcher. A digital media on "Waste Separation" was
designed and developed by the students. The media included a digital educational game which
was designed using DEG7-9 as a guideline, an animated infographics, and a pretest/posttest.
The digital media was used by a simple random sample of 72 students aged 7-9 from a network
school of the university; however, the remaining of 65 records were useful for analysing. The
nonparametric statistics were used to compare the average scores of the pretest and posttest.
The result indicated a significant difference in the score of posttest (M = 5.18) over the score
of pretest (M = 4.94) (p < .05). It could be inferred that the digital educational game on “Waste
Separation” designed using DEG7-9 could enhance specific knowledge on waste separation
of the participating children after they played. Moreover, the results showed that DEG7-9 can
be applied easily for designing a digital educational game because the heuristics are practical
statements. In particular, DEG7-9 is a specific set of heuristics for designing digital educational

games for children aged 7-9.

Keywords: Design heuristics, Digital educational games, Heuristic validation,

Game design and development, Human—computer interaction (HCI)
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