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Abstract—In the university daily life, the social skill is very important. So-
cial skill helps students to participated and interact with people. In this paper,
we present the research and development of a mobile game to develop students’
social skill, 'Chibumons'. The sample group consists of 120 students, The tools
used in this research were 'Chibumons', and satisfaction with game question-
naire. Statistical data analysis used in this research were average, percentage,
and standard deviation. The research reveals that games can enhance the social
skill of students. This consequently accretes their social skill, boosting up en-
joyment, engagement, and make friendships amongst playing. Moreover, this
study demonstrates that ‘Chibumons’ is able to promote developing social skill
and motivates students in higher education.
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1 Introduction

Social skill is the most important skill in any undergraduate major in most general
universities. Due to that, the revolution in the Internet technology. Knowledge is be-
come an omnipresent where any individuals with mobile devices with Internet can
have access to information anywhere anytime. The social environment is change from
smaller to much larger, varied, and competitive social groups. Many students are
associated with loss of self-esteem, increased anxiety and depression, drops in aca-
demic performance [7], [8] and, adolescents with lower social skills. In the other
hand, positive social skill are-supported, helping students adjust more quickly to
communication and interactive with other people, good learning engagement and
increasing academic performance [4], [6], [8], [9]. Thus, a social skill has become
increasingly crucial for students daily lives.

222 http://www.i-jet.org


https://doi.org/10.3991/ijet.v15i01.11502
https://doi.org/10.3991/ijet.v15i01.11502
https://doi.org/10.3991/ijet.v15i01.11502
mailto:thanakorn.ui@ssru.ac.th
mailto:thanakorn.ui@ssru.ac.th

To refine these problems in computer network teaching, researchers interviewed 3
academic persons from university and 3 consultants from game production company
who are experts in game design and psychology. They provided a several of opinions
about major problems in social skill and about the main topics, the engaging and in-
teractive nature of games, and the relative anonymity of digital environments, means
students are often motivated to more fully and openly participate in game-based com-
pared to traditional in person. Digital platforms have been shown to increase compre-
hension and recall of presented material over conventional instructional methods and
produce greater generalization of acquired skills to real-life behavior.

Therefore, the developing social skill by digital game [10], [12] should be im-
proved to increase social skill and there should be an innovative platform with more
attraction for undergraduate students to escalate the engagement in developing social
skill process [3],[9]. Moreover, The perceptions of developing social skill with games
in the higher education are mainly in the positive impact such as enhanced students'
enjoyment [1], [11] and fun [5], reduced student stress [9], increasing opportunities
for learning by encouraging students' attention to learn difficult, contributes the learn-
ing experience by helping their colleagues[1], [17], [18].

2 Objective

e To design and develop a gaming application on smartphone named ‘Chibumons’.
e To study students satisfaction after playing with the game.

3 Research Framework

Undergraduate students Social Skill

v

v

Video game Studentsattitudes
(Chibum ons)

Fig. 1. The conceptual model for developing social skill with game
Accordingly, Fig.1. shows the conceptual model of this study. Our interests are to

investigate the relations among the variables of the developing social skill
(Chibumons), and students attitudes
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4 Research Methodology

4.1 Experimental design

In this research, an experiment was conducted on an undergraduate students at
Suan Sunandha Rajabhat University to evaluate social skill of the students who partic-
ipated in the interacting with game.

This game was designed based on adventure game that students assumes the role of
a character within a world of fantasy (Chibumons). The game concept which is grow-
ing monster, player can play with friends and collect item to upgrade monster.

In this experiment, the processes are divided into 5 steps.

o In first step, the game is introduced to them in the meeting room.
Secondly, students are played game.
Thirdly, questionnaires are given to the students for inquiry of satisfaction after
using the game.

o Lastly, data was analyzed to check for the effectiveness of social skill with game.

4.2 Materials

The participants in this study were 120 undergraduate students; consisting of 60
males and 60 females, who with the average age of 20 years old.

Chibumons game application: Chibumons is a social game aiming to aid students
to develop the social skill and more enjoyable. The design and development of
Chibumons is based on digital game elements and have been applied into the game
application [2], [14], [15] which are fun, gameplay, rules, interactive, adaptive, prob-
lem solving, interaction, representation and story. The detail of the usage of the game
elements in Chibumons is described below [10], [16], [19]

Table 1. Use of game elements in Chibumons [13]

Objective of

Game element Question
measurement

Fun Is the game fun to play?

Can playing games lead to the positive effects regarding

Gameplay study performance?
Rules Are in game instructions easy to understand?
Interactive Is t‘he r1)n-garne illustration beautiful, attractive and inter- TO.Sde the degree of
esting? satisfaction of students
A danti Can the player apply the skill from the game in their daily [Who have practice digital
aptve life? skill through the developed

Problem solving  |Can playing games help solving problems in daily life? ~ |83M¢

Can playing games help establishing cordial interaction

Interaction :
amongst friends?

Representation and

story Is the in-game narration interesting and suitable?
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Table 2. Description of Chibumons

Description

The starting screen is used to start the game.

Players choose their preferred characters.

cr— ©

) Description explaining about monsters evaluation trans-
¥ - % —»@’}1 form.

)
43

8 -
!
)
!
&

Description explaining about activities of the game.

iJET — Vol. 15, No. 1, 2020 225




Students must grow their monsters within the limitation
time.

During the playing game, players can buy items to upgrade
their monsters and help each other to grow monsters.

Collection of monsters.

Student satisfaction questionnaire: Since The students satisfaction of playing
with game is a satisfaction questionnaire aiming at studying the degree of satisfaction
of students who have played through the developed game. The measurement unit in
the game playing attitude is Likert scale with 5 levels with score rating of 1 to 5, rang-
ing from 1 meaning “strongly disagree” to 5 meaning “strongly agree”.

5 Results and Discussions
The research results are shown that playing games can help solving problems

in studies with the highest mean value of 4.42. The second place is playing games
establish cordial interaction amongst friends with the mean value of 4.37. Followed
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by playing game is fun and the narrative in the game is interesting and suitable with
the mean value of 4.2. All descriptive values of this elicitation are shown in Table 3

Table 3. Student's satisfaction after learning with the Chibumons

No Question Mean S.D.
1 [Is the game fun to play? 4.21 0.78
2 |Are in game instructions easy to understand? 4.05 0.62
3 |Is the in game illustration beautiful, attractive and interesting? 4.16 0.60
4 |Can the player apply the skill from the game in their daily life? 4.16 0.50
5 |Can playing games help solving problems in daily life? 4.42 0.60
6 C?.Il playing games help establishing cordial interaction amongst 437 076

friends?
7 |Is the in game narration interesting and suitable? 4.21 0.71

In Addition to, this information is worth focusing as it should be able to indicate
that students strongly agreed that the Chibumons is able to help students to make a
good friendship and game narrative will make students pay more attention in the de-
veloping skill. [15], [16], [17], [18], [19]

Additionally, the illustration in the game is beautiful, attractive and interesting, the
knowledge in the game can help the player’s to apply in their daily life, while the
instruction in the game is easy to understand with the mean value is 4.05. This infor-
mation might lead to the assumption that students agreed that the illustration in the
Chibumons is beautiful, attractive, interesting, knowledge from playing game can be
applied in daily life, and the instructions in the game are easy to understand

Thus, this result is consistent with the collected data that they have positive attitude
towards developing social skill with game. Moreover, the relationships among stu-
dents’ social skill factors are consistent and obviously be seen. Therefore, the pro-
posed platform can support students’ social skills.

Table 3 shows relationships between the improvement of students’ social skill with
better problem-solving since the means of these three indicators are closely high to
each other. In addition, the students’ relationships are closer since the game is fun,
clearly instruction, beautiful illustration and the narrative of the game is interesting.
Thus, Chibumons is able to help students to make a good relationship with their
friends [14],[15],[16],[17]. Consequently, these results are consistent with the collect-
ed data that students have positive attitudes towards the social skill by games. Fig. 2
demonstrates the relationships among factors mentioned in Table 3.
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Fig. 2. Relationships among factors in Table 3

6 Conclusion

This research aims to develop a game to enhance the social skill. In the beginning,
the script of social game were was drawn based on the theoretical contents and the
software design, and implementation was performed. After finishing this development
process, 120 students, at Suan Sunandha Rajabhat University tested this game. The
result of this study shows that the social game “Chibumons” is an efficient tool for
students to improve their social skill capabilities through enjoyment and good rela-
tionships with friends.
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