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ABSTRACT

The purpose of this project is to design and develop a Mathematics courseware in
teaching Mathematics. The scope of this ‘courseware is on the special tool which is
Abacus The courseware should represent simple arithmetic operations which are
addition and subtraction. Target users for this courseware are children from preﬁschool
to standard 2 (6— years old) and begmners and learners of Abacus. It is an aid of
introduction in learning' Mathematics. This project discusses few problems such as
people mindset sziyiﬁg that learning process only occut in 4 classroom, manual learning
system - book is bored and children perception on Mathematics. The courseware is been
develop using Prototyping-based methodology where it pefforms'f% phases_' ooncurrent'ly-f
which are Analysis, Design and Implementation until the system is completed. The
research instrument was in the form of a questionnaire to gather data to falfill the

courseware requirements.
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CHAPTER 1
INTRODUCTION

1.1  BACKGROUND

Mathematic is a study between numbers and other measurable quantities (Wikipedia,
2009). It is one of the most popular subjects been teaches ail around the world.
However, there are a lot of issues and problems rcgarding Mathematics, One of the
main problems is to attract young children to love learning Mathematics. The use of
multimedia and other Information Technology tools are one of the most demanded

learning styles in school nowadays.

Therefore, the author develops a courseware that can perform basic mathematical
operations such as additional and subtraction to help the young children. The
courseware is used to attract children from pre-school to standard 2 (6-8 years old) and
also for beginners that are learning Abacus to have fun and enjoy themselves in learning
Mathematics. Besides studying at school, children can now studies anywhere because
this coursoware can easily been access at anytime (in assumption that there is a

computer).

By iising different teachmg approach which is courseware; student at the same time get
closer to technology because they are using computer for their learning process,
Different methods in teaching may help students to improve their perfdnnancc in
learning process. Simultaneously, the courseware consists of special tool which is
Abacus. Nowadays, most school in Malaysia teaches Abacus at Standard 1 student.
With a basic understanding of Abacus, students are able to use this courseware, There
are also exercises given to make sure that students understand well and enjoy what they

have learned.



1.2

PFROBLEM STATEMENT
This courseware will be developed in hope that the problem will be solved or at

1east helps in solving or improving the current problems.

People Mindset

=8z X

Over the past few decades, there are many learning theories been enhanced to
cope with the current learning process, but most of it have been predicated on
assumption that learning process only occurs in a classroom, at school with a
teacher as a trained instructor (Sharpless, 2005). These are the mindset of people

nowadays when they were asked about learning process.

However, with current technology, the fearning experience is extensibie not only
in class, but also at home. By developing a courseware, it is useful as an extra

¢lass at home,
Books = bored

In Malaysia, most of the current learning process is using manual system which
includes books and teachers. It cannot maintain student interest in learning
because most students nowadays are more interested if they can explore and

discover the learning material themselves.

By developing a courseware as an alternative learning process, student can have
more time to understand what they have learned and therefore help students to
improve their p@rfoﬂnénee in learning Mathematics. Courseware also helps
teachers to have different teaching methods to maintain the student atténtion in

classroom.



Children perceptions

Children always find that Mathematic is a difficuit subject. Based on a study, it
shows that 68% of children are highly afraid of Mathematics (Mantra, 2005). It
been illustrated in a chart below.

Children Perception on Maths

g Like Maths
m Dislike Maths

Figure 1.1: Children Perceptions on Mathematics

This is because, introduction to Mathematics make them feel that it is difficult.

change their perspective saying that Mathematics is interesting.

13  OBJECTIVES

£} To study on the suitable learning method to be applied in the project.

(ii) To develop a Mathematic courseware in teaching addition and
subtraction that includes special Mathematic tool which is Abacus.



14  SCOPE OF STUDY

The scope of the project is mainly concerns about the proper teaching and learning
approach to young children in leaming Mathematics which is courseware. Rather than
teaching Mathematic using gameés, video and etcetera, this courseware is different

because it includes a special Mathematic tool which is Abacus.

Study also comsists of basic Mathematical operations which are Addition and
Subtraction, It focuses more on the introduction to Mathematics so that it will create

interest in young children to love learning Mathematics.

The courseware is wsed to aftract the children to have fun and enjoy themselves in

learning Mathematics. Target users for this courseware are:
s Young children age 6-8 years old.

e Beginners and learners of Abacus.
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CHAPTER 2
LITERATURE REVIEW

LEARNING APPROACH

There are various type of leaming approach been implemented in schools now a
days. People do not rely on only books but also have looking forward to use
other interesting methods in teaching and learning process.

2.1.1 Traditionial Methods of learning

Normal learning methods in schools are mainly included text and classroom
(Galvao, 2005). This traditional methods source of knowledge usually comes
research done by (Motah, 2007) teachers perceptions on the most appropriate
teaching methods is in the eclassroom (talk and chalk methed), then
demonstrations to the students, followed by discovery, group discussion among
peers, observation and lastly the research work. It been illustrated in the
following graph.



Teachers Perception on Learning Approach

Classroom

m Demonstrations
O Discussion

= Obsenation

& Research Work ||

Learning Approach

0% 10% 20% 30% 40% 50%
Perceiitage

Figure 2.1: Teaghers perceptions on learning approach

Relationship between teachers and the learners are usually one to many. One
teacher teaches many students (Rashty, 2009). In the classroom, typically
teachers will provided all the knowledge and all students will absorbs it. There
is no direct one to one communication between the teachers and learners accept
if the students.- go and see the teachers p§rsonally or there is a group discussion

activity in classroom.

Students
CLASSROOM _

Figure 2.2: One to many telationships
6



2.1.2 Web-based learning
According to Motah, 2007;

“E-Learning is a new teaching methods to help learners cope with the
impact of e-learning and the empﬁasis faid on Information Tedhnoiogy
Education in the Education System at all levels: primary, secondary,
tertiary aﬁd vocational.” R ' | o

Weh is refers as the biggest collection of information and knowledge where it
can easily be access anywhere and anytime at a very fast rate (Baharuddin et al,
2006). By introducing learning in a web is actually making learning process
more versatile and up to date. Because web based learning need to be connected
to the internet for user o use it, it have the biggest advantage where the content

can easily been updated compare to other learning methods.

Web-based learning is also been introduces as a new platform in teaching. It
sharpens the quomtion Technology skills as well as taking the education
system to the next level. The relationship here is more focus on oné to one
communication. The web provides the learners with information and the learners

retrieve it.

Figure 2.3: One to one relationship

2.1.3 Collaborative Learning

According to (Schrage, 1991):
“Collaboration is when something is there that wasn’t there before.”

7



Collaboration is where sharing process take part. Two or more individuals
will interact with each other to create a shared understanding that none had
been possessed previously. In his article, Schrage also said that collaboration

creates shared meaning about event, process and also product.

What different about collabotative learning (anothet learhing approach) is
that it more focus on qommm:__iqa_tion. To perform an ec__luqajtiqna] task,
collaborative learﬁiﬁg requires learners to exchange their information and
work together with other team members. The relationship differs between

teachers and learniers and learners among themselves (Rastity, 2009).

Students

CLASSROOM

Figure 2.4: Many to many relationships

2.14 Multimedia Courseware

Courseware is also an alternative method of teaching. It is usuaily in the form of
staind-alone CDs or DVDs (Baharuddin et al, 2006)'. Courseware is also known
as educative program because it includes educational materials in it. It either
can be utilized .as a self‘-learning process where it evaluate the performance of
students individually or in a group. Courseware should be considered to be
beneficial and helpful resource, especlally when compared to traditional
methods (Galvao and Baretto, 2006).

8



Studies on the use of ICT in teaching Mathematics shows that most of the
students in Multimedia Umvers1ty used courseware as their ICT tools in-
learning Mathematics. It shoes that courseware have a very popular demand
from the students because it do help in 1mpr0v1ng the leammg process and the
understandmg the sub]ect (Chong Chee Keong et al, 2006).

Table 2.1: ICT Tools use in class

Application - Umngpresentauon |Using " |Usinggraphical - |Ontine |Others |None
LT teels _ cnurseware “visualising tools  |demos | | SRR
| Response 9 463 RS 21 65 56 | 207

(Source: A Study on the use of ICT in Mathematics Teaching, p45, Table 2)



2.2 BENEFITS IN USING COURSEWARE

Courseware is meant to adopt a multimedia training and education in an or'gahizatibﬁ; It
can be 4 firin and it can also be a school. Courseware will helps to enhance the learing
process and helps to improve the performance resuits. The following are common

benefits in using a multimedia courseware (Hich, 1997).

22.1 Improves Learning

Many studies have shown that interactive multimedia learning such as
courseware is less time consume and is enjoyed more compare to other leaning
methods. In a review of numerous meta-analysis studies (Hich, 1996) found that
“fearning was higher when information was presented via ¢ompuier-baséd

multimedia systems than traditional classroom lectures".

222 Interactive

Interactivity is related to the level of responsiveness and is synonym as a
communication process where each message is related to the previous messages
that have been exchanged (Wikipedia, 2009). For courseware, it is interactive
because the communication processes include learners, the learning system and
the learning materials. For example, a case study on 75 learning studies found
that learners can learn faster and have better attitude towards learning when they

used an interactive multimedia such as courseware,

223 Flexible

Courseware on CD-ROM can easily be used either at home or while traveling as
long as you have a computer. This learning approach allows flexibility because it
is stored in CDs and DVDs. Because of the size, it is handy and easy to bring
anywhere and be access at anytime. Courseware can also be used on Internet.

However the might be some lower quality images based on the connection speed.

10



224 Modulay

In most of the courseware, the topic or section can stand alone. Therefore,
learners and trainers can look into the topic areas that they need to learn deeply
and sklp over on the toplc that they don’t want to In many cases, apphcatlons of
courseware mclude custom buﬂd for a spec1ﬁc use where users can select the
module.

2.2.5 Practical

Courseware have all the effective methods for developing practical skills by
presenting a true life situations that learners face almost everyday. Learners will
learn faster when they faced with real problems that have real consequences,
Video simulation or simple animation makes courseware more practical and it

allows learners to:

e Leam-by-viewing
+ Learn-by-doing
¢ Lear-by-coaching.

2.2.6 Consistent

Computer based courseware results in learning advantages because it usually
focuses on instructional design. This design and arrangement is to make sure that
the learning materials is well organized and consistent so that it will ease the

Users.

227 Timely

Learners can turn on to the courseware whenever they need it or when there is a
situation arise. This make the courseware timely because studies reveal that

learning is enhanced and better retaingd when the topic is relevant with the

current needs.

1
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As been stated before, courseware is an interactive learning. When it contains
iiultimedia elements such as audio, graphics, live-action video, animation and
etc 1t keeps learners mterested and remforces the skﬂls It makes the learners
engaged with the learmng materials because it is excltmg, challenging and fun to
use. For example the game courseware makes the users to turn into the program
again and again. Through continuial practices, learning is absorbed and integrated

into a daily performance.

2.2.9 Cost-effective

Looking at the development process, multimedia courseware may have higher
cost but compare to the traditional classroom learning only, studies has shown
that it is less expensive and more effective. Courseware is less expensive because
it saves on the indirect expenses such as time-consuming travel, lodging, training
course attended by the teachers and etc. Courseware had analyses learner
delivery and performance of important data and results shows it is time-saving,

12



23 ISSUE IN TEACHING MATHEMATICS
According to'a matheratician, Benjamin:

Mathematics is not as hard as most of the children thinks. Mathematics evolved process
that includes counting, calculating and measurement. In Malaysia, Mathematics is one
of the compulsory subject been teach since pre-school. It is a basic learning iri most of
the educational syllabus alt around the world. However, there are some issues found in
teaching Mathematics in classroom such as hard to identify students that need extra

attention and lack of teaching time.

Because some of this issue, developing a Mathematic Coiirseware will help student it
self to expand thelr learning process not only in school but also at home Handy stand

alone CDs or DVDs can easily bcen access as long as there is a computer.

2.4 TEACHING TOOLS

There are many different tools and ways in teaching Mathematics. One of them is called
Abacus. An abacus, also called a counting frame, is a calculating tool used primarily in
parts of Asia for performing arithmetic processes. Today, Abacus are often constructed
as 2 bamiboo frame with beads sliding on wires, but originally they were beans of stones
~moved. in grooves in sand or on tablets of wood, stone, or metal (Wlklpedla, 2009).

Abacus will be the teaching tools in the Mathematic Courseware that w111 be develop in
this project.

13



2.5 STUDENT CENTERED MODEL
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Figure 2.5: Student Centered Model

This represented model is a related works from the previous research (Alicia Tang et al,
2001). The research is been conducted to the students of University of Tenaga National
(UNITEN). This model comes out from the théory of “constructivism”. Nowadﬁys,
constructivism in education process is increasing. This theory said that learners which
are referred to students géin and build ﬁew knowledge from the previous teachihg. In
this case, Mathematical approach of constructivism is been used. This approach allows
the student to interact with the surtounding around him/her and involved in the
mathematical activities so that they can develop their own knowtedge and produce their

own skills and understanding.

To build solid based or platform from the knowledge gained, practicing is said to be the

most important methods. Therefore, hypertext and hypermedia is been used as one of
14



the most useful tools to facilitate constructive activities. By using these tools, the

information’s are branched to many other resources. In order to branch the

information’s, Internet is seen as a very suitable communicating mechanism to deliver

it. C{msequen:_tly? in'orde;'_ to endorse the active learning purposes, students should:

e Developing initiative and motivation

Using owns skills and knowledge to solved real problems,

By focusing on 4 aspects, it is believable to endorse the active learning process. The 4

aspects are as follow:

Student-centered learning

Non-didactic teaching methods in the student-centered learning model.
Normally teachers take control by providing resources and knowledge to the
students. HQWf_:vcr this time, the students her/his self has to find their on
knowledge by i‘ely'ing' upon faculty as facilitators rather than as knov#ledge

experts.
Problem-solving

Practical experience

In Mathematics, students need to work hard and actively in:

Understanding and solving problems through numerical, graphical and
analytical representation.

Practicing skills that are essential to the course,
leamning how to ohtain mathematical models from experimental data

Linking mathematics more closely to the real world as well as to their own

experience.

15



CHAPTER 3
METHODOLOGY

31 PROTOTYPING-BASED METHODOLOGY

A prototyping-based methodology performs the analysis, design and .implcmcmatiog
phases concurrently and all the 3 phases are performed repeatedly in a cycle until the
system is compieted, With this methodology, the basics of analysis and design are
performed and work immediately begins on a system prototype, a “quick-and-dirty”
program that provides a minimal amount of features. Advantage using this methodology
is it can be reanalysis and redesign until the system complete (Alan et al, 2005).

Figure 3.1: A Prototyping-based Methodology

(Source: System Analysis and Design, p12, Figure 1-5)

16



3.1.1 Planning

During planning phase of the project, the author began by making some research
regarding current educational system, It is been done by reading the journal and
conference paper. From the research done, objectives and problems statement of
the project is been identified. Interviews and surveys are plannéd to be
conducted at the nearest school for information gathering purposes in the

analysis phase.
31.2 Analysis

There are two main things that the anthor does during the analysis phase which

are:
¢ Questionnaires — sets of questions given to the parents
* Observations — during Mathematic class for Standard 1 and 2 students.

Two schools in Selayang involved in the analysis phase which are S.K St.Mary
and SK Selayang Jaya. All the information gathered from questionnaires to
parents and observahon durmg Mathematic ciass are then been. analyms to find
out the’ feedback from users regarding current system.and what they expected
from to-be system. The courseware requirements are then been listed out to start

developing the courseware.
313 Design

During the design phase, work immediately begins on the _cour_s_ewaré prototype
- -a rough program that provides a basic storyboard on the flow of the
courseware. The author also identifies the courseware framework in design
pﬁase The couréeware prototype is been given to the end user io ask for
feedback. All the feedback in 1mprovmg the system from the end user is been
reeorded for furthet justlﬁcation to improve the system

17



3.1.4 Implemientation

It takes about three to four months for the author to complete the courseware,
When the full completed courseware is been developed and the author make
some testing to the end user, The end users are:

¢ Children from 6-8 years old in Arithmetic Learning Center (ALC) at
Selayang.

» Standard one student from S.K St.Mary

During testing, end users run the courseware under guidance of teachers. At the
same time, the author makes observations to find out any errors or
recommendaﬁo_ns. The errors been corrected by going back to the analysis phase,
foﬂowed by' deéign and implementation agaln until the courseware meets.the
expectations of the end users.

18



3.2

TOOLS

3.2.1 Hardware

For this courseware, it has been identified that hardware that will be used for the

courseware deveiopment are as below:
¢« CD-ROM
o PC

3.2.2 Software

It had been planned to yse some software in order to complete the courseware

which are:
¢ Adobe Photoshop CS2 — for picture editing

e Microsoft Visual Basic 2005 - to design courseware layout

19



4.1

CHAPTER 4
RESULT AND DISCUSSION

OBSERVATION RESULT

An observation on students’ behaviors has been conducted among selected
students at S.K StMary and S.K Selayang Jaya both in Selayang during
Mathematic class. Observation objective is to identify what are thé_.'probl'ems
occurred in teaching and learning Mathematics in classroom. There are total of

86 respondents.

Based on the observation, most of the learning process, not only in Mathematics
subject, there is a one way communication where only teachers are talking and
students are listening, There will only be a two way communication if the
teachers asked the students and want their response. Also it is actually hard for
the toachers to identify which students have any problems on the teaching
subjects unless the teacher asked the student to solve the problems and the
student can not do it.

For these s;ud_ﬁnts who are having problems in the class, they did not ask
directly to the teachers. They will just sit and wait for the next learning process.
Therefore, developing a courseware might help this type of student who maybe
shy to ask their teachers to study on their own and Build their own understanding
on the subject.

20



4.2

QUESTIONNAIRES RESULT AND FEEDBACK

Forms of questionnaires have been distributed afier the school hour in SK
St.Mary and S.K Selayang Jaya. Target users for these questionnaires are the
parents of Standard 1 and 2 students to obtain their views on Abacus
Courseware as an alternative method in learning Mathematics. Some

conversations on theit opinion are also been included as the result of this survey.

Based on the questionnaires (See Appendix 1: Questionaires) condusted to 50
parents, the following findings were found:

(i) More than half of them said that their children is not doing well in
Maﬂlcmatics subject and in this case is below the moderate level. 23% of
their c;hild is dolng very poor and 35% is doing poor. While in other
hand, there is only minority which is less than 20% have good and
excellent performance in Mathematics. The parents referred their child

performance based on their monthly text result.

Children Performance in Maths

40%

30%

26% -

15%

Performance

0% b
5%

Ot Lo e e L

VeryPoor Moderate Excellent
% of respondent

Figure 4.1: Children Performance in Mathematics.
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(i)

(iif)

(iv)

(v)

(vi)

97% agree that having good introduction to Mathematics will make their
child enjoy learning it while others said it should come from their child
interest. Aﬁmng 97% who agreed said, good fntroduction is like a good
first impression to children and once they get the good impression, the

interest in learning it will follow.

89% agree that hooks do affect their child performance and most of them
said that it is because children easily get bored when they read books.

Most of the parents which are 80% always have problems in teaching
Mathematics to their children, Highest raking of reasons is that kids do
not fike Mathematics followed by not enough titne to teach because most
of them are working parents and lastly the book used is not interesting. In
the otﬁer hé:id, another 20% don’t have many problems in teaching
Mathematics because they send their children for tuition classes, some of

them are even teachers and housewife.
And here are the statistic of the reasons;

Table 4.1: Problems in teaching Mathematics

Kids do not like Mathematics 87%
Book used is not interesting 33%
Others : Lack of time and etc. 8.0%

Almost 100% of the parents agree that alternative method such as
courseware is a good way to teach young children on basic Mathematics
Operations (addition and subtraction) besides attending classes and they
believe that having different approach in teaching will help to improve
their children performance in Mathematics. |

9



43 CONCEPTUAL FRAMEWORK

Fun Learning Exercise
I
Y v
v | Modulet: Module 2:
TTS’ using own Addition Subtraction
on using abacus digital abacus

Easv Medium Hard

Y
Self-assessed auestion

'

Print notes and exercise

Figure 4.2: Conceptual Framework of Abacus Math Courseware
{Adapted: Conceptual Model for Instructional Design, p6, Figure 4)

23



44 SYSTEM DESIGN

4.4.1 Welcome Page

Figure 4.3: Welcome Page

Figure 4.3 above is the screen shot for the Welcome page of the courseware. It consists
of 2 parts which are:

e Fun Leaming — consists of Abacus tutorial to teach users on how to use Abacus.

o Exercises — consists of Addition and Subtraction exercises with different level.

24



If user clicks on Fun learning button, it goes to Figure 4.4 and if user clicks on Exercise
button, it goes to Figure 4.5.

warh Abacus Courseware
i aff, welkome =)

Chcl. 'play” butfoh 1o starf ikl
Abacus rutorial,

<ou con akso dide Wy Abocur’ fo fry
your oty during the tutonial

Have fun/

Figure 4.5: Exercises Page



442 Fun Learning

i of, welcome =)

Click ‘play’ button 1o start with
Abacus tuforigl,

Nou con also click v Abacus’ fo fry

Figure 4.6: Fun Learning Page

In Fun Learning Page, user is given an introduction on how to use the tutorial. When
user clicks on the next button, it goes to Figure 4.6. If user clicks back button then it
goes back to the Welcome page.

26



Figure 4.7: Abacus Tutorial

Above is fhe Abacus tutorial page. When user clicks the play button, the tutorial starts
(Figure 4.8). User can also stop the tutorial by clicking stop button or user can try own
Abacus (Figure 4.9) by clicking my abacus button.

Figure 4.9: My Abacus

User can click on the Abacus button to follow the tutoriat and get used of Abacus.

27



4.4.3 Exercises

Figure 4.10: Exercise Page

In exercise page, user can choose the topics either Addition or Subiraction. Then, user
need to choose the level either easy, medium or hard (Figure 4.11).

Figure 4.11: Level Page

28



4.4.3.1 Addition (Easy, Medium and Hard)

Addition and Subtraction page consist of three levels which are easy, medium and hard.
Each level has different interface and different time to complete the exercise which is:

e 5 minutes for easy level
o 10 minutes for medium level
o 15 minutes for hard level
User will not encounter the same question because the author uses random number to

generate the question. User can also use the abacus to calculate by clicking on the
Abacus button.

22 Nbacis Math Cobrewhns < AGEIHOR Easy 5 o niot

5 - Aaldition Meai -

Figure 4.12: Addition pages for Easy, Medium and Hard Level.
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4.4.3.2 Subtraction (Easy, Medium and Hard)

Subtraction page have the same function like Addition page. Only the questions set are
different.

T T G B s T s B

Figure 4.13: Subtraction pages for Easy, Medium and Hard Level.

See Appendix 2: Exainple of exercise page coding — Addition (Easy Level)
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Figure 4.14: Results Page

The resiilts page appears after uset had completed the exercise or when it is already
times out. The courseware marks total correct and wrong answers also count how many
questions is been completed.
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| CHAPTER 5
CONCLUSION AND RECOMMENDATION

51 CONCLUSION

For now, both objectives have been achieved. The first objective is to study on the
suitable method to be applied in the project. The usage of ICT in teaching Mathematics
can make the teaching process more interactive and therefore enhance the student

capabilities in learning.

The second objective is to develop a Mathematic courseware in teaching addition and
subtraction that includes special Mathematic tool which is Abacus. It shows that
Mathematic Courseware is one of the possible approaches in verifying the methods in
teaching Mathematics to young children. Besides been teach at school manually, this
cowrseware can be used as extra exercises for young children to get familiar with basic

Mathematics operation and indirectly attract their interest in learning Mathematics.

As a conclusion, a full finctioning Mathematic Courseware has siiccessfully been
. developed and so far gets positive feedbacks from the users.
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5.2 RECOMMENDATIONS

Based on the feedback that the author gets, some improvement can be made to make
sure that the courseware is more reliable in the future. The recommendations are as

follows:

¢ Make time ticking in the exercise form and give warning the user for the last
30seconds that they have.

« Link the Abacus with the form to make the coursware more users friendly,

Therefore, users no need to insert the answer manually in the form.

¢ Includes tutorial on how to make addition and subtraction using Abacus.
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APPENDICES

Appendix 1  ; Questionnaires

Final Year Project Case Study: Abacus Courseware

This survey will help research activity for developing an Abacus Courseware. The
courseware helps young children to learn basics Mathematics by using abacus. Kindly

rate according to:
1. very disagree/ very poor/no
2. disagree/ poor/seldom
3 don’t know/moderate/sometimes
4. agree/good/always
5. very agree/ excellent/yes

How is your child performanece on Mathematies subject? (1-very poor to 5 —
excellent)

Having good introduction to Maths will make young children enjoy learning it

Do you agree current teaching methods (Books) affect your child performance?

“If yes, why did you say s0?
[C] Books did not attract young children
E1' Children easily get bored when reading books

=

{ Do you hiave any problem teaching Maths to your children?

" What is/are the problem(s) that you usually faced while teaching Maths to your
children? You may tick more than 1.

O Kids do not like Mathis
0 Books used is not interesting
Others :

Do you agree that alternative method such as courseware is a good way to teach
young children on basic Maths Operation?

Having different approach in teaching will help to improve children performance in
Maths?

Do you agree by implementing the project (Abacus courseware), it can ease child
-process in learning Maths? '

Thank you for your time and assistance.
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Appendix 2 : Example of exercise page coding — Addition (Easy Level)

Public Class addeasy
Protected m_intCurrentQuestion As Integer = 1
Protected m_intTotalQuestiens As Integer = 20
Protected m_intTotalCakrect As Integer = §
Protected m_int{orrectAnswer As Integer = 0
Protected m_intTimeocutMifiites As Integer 5 ' Set time out minutes here
Pretected m_intCurrventMinutes As Integer = m intTimeoutMinutes ' This is the current
minutes show on the form
Private Sub Forml_Load(Byval sender As System.Object, ByVal e As System,EventArys)
Handles MyBasc,Load
Clear{)
Timerl.Interval = 1000 * 60 ' (1000 = 1 second, * 60 equals 1 minute} it will
tick every minute
Timerl.Start()

GenerateRandomNumber () 'Generate random number on the screen
Fnd Sub

"Urfunction to clear local variables
Private Sub Clear(}
m_intTotalCorrect = ©
m intCurrentQuestion = 1
End Sub
‘next button ’
Private Sub PictureBoxl Click(Byval sender As System.Object, ByVal e As
System.EventArgs) C
If txtAnswer.Textlength = 0 Then ' if no answer is entered
Exit Sub
End If
If txtAnswer.Text.Trim = m_intCorrectAnswer Then * If correct answer, add total
of correct answer '
f_intTotalCorrect += 1
End If
GenerateéRandomNumber ()
End Sub

'!‘Generate Random Wumber basad on probability of pumber 1 ta 9

Private Sub GenerateRandomNumber ()
Dim nRkandom As New System.Random
Dim intRandomiumberl, intRandomiumber? As Integer
Dim intCount As Integer = 1
Dim objEval 2&s New EvalClass

txtAnswer.Text = ""

If m intCurrentQuestion > m_intTotalQuesticns Then * Stop the guestions
Dim objForm As New frmResult 'form to display results

cbjForm.m_intTotalCaorrect = m intTotalCorrect
cbjForm.m_intTotalQuestions = m_intTotalQuastions
chjForm.m _intCurrentQuestion = m_intCurrentQuestion - 1
Me ,Hide ()
objForm. Show ()}

End If

intRandomNumberl nRandom.Mext (1, §)
intRandomNumber2 = nRandom.Next (1, 9)

It

' Loop until the equation answer is more than 0

Do While obvjEval.Evaluate {intRandomfumberl & " + " & intRandomumber2) < 0
intRandomNumber? = nRandom.Next{l, 9)

Loop

' Display total guestion answered

1blQuestion.Text = m_intCurrentQuestion & " / " & m_intTotalQuestions
m_intCurrentQuestion += 1
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- ' Display the question
Iblquest.Text = intRandomiNumberl & ™ + " & intRandomNumberZ? & " = ™
' Evaluate the numbers to get the actual mathematical answer
. ﬁLiﬁECéfféétAﬁSﬁéf = objEval.Ev¥aluate (intRandomiimberl & ™ + " §
intRandomNumbar? )
gnd Sub
""" Capture user key to make sure it accept numbers only
Private Sub fxtAnswer_ KeyUp{(ByVal gender As Object, ByvVal e As
System, Windews, Forms,KeyEventArgs) Handles txtRnswer.KeyUp
If txtanswer.Textlength = 0 Then ' if nothing entered
nxtbtn,Enabled = False
Exit Sub
End If
If Not IsNumeric{txtAnswer.Text) Then
txtAnswer,Text = txtAnswer.Text.Substring({, txtAnswer,Text,Length -~ 1)
txtAnswer.Select (txtAnswer.TextLength, 0)
If txtAnswer.TextLéngth = 0 Then
nxtbtn.Enabled = False
End If
Exit Sub
Else
ngtbtn.Bnabled = True
End If
End Sib
''' This is a function which runs automatically everv minute
It will display how many minutes left
Private Sub Timerl Tick(ByVal sender As Cbject, ByVal e as System.EventArgs) Handles
Timerl.Tick
m_intCurrentMinutes -= 1
1blTimer.Text = m_intCurrentMinutes & " mins”
If m _intCurrentMinutes = 0 Then
Timerl.Stop ()
MsgBox ("Timeout.")
Dim objForm As New FrmResult

L

objForm.m_intTotalCorrect = m_intTotalCorrect
obj¥Form.m_intTetalQuestions = m_intTotalQuestions
objForm.m_intCurrentQuestion = m_intCurrentQuestion - 1
Me . Hide () :
objForm. Show ()
End If
End Sub

'next button
Private Sub PictureBioxl Ciick 1(ByVal sender As System.Object, ByVal e 2&s
System.EventArgs) Handles nxtbtn.Click
If txtAnswer.Textlength = 0 Then ' if no answer is entersd
Exit sub
End If
If txfAnswer.Text.Trim = m_intCorrectAnswsr Then ' If correct answer, add total
of correct answer -
m_intTotalCorrect += 1
End If
GenerateRandemNunber ()
End Sub

Private Sub abacusbin Click({ByVal sender As System.Object, ByVal e As
System.EventArgs) Handles abacusbtn.Click
myabacus.Show ()

End Sub

Private Sub PictureBox2_Click_1(Byval sender As System.Object, ByVal e As
System.EventArgs) Handles helpbth,.Click
Help.show(}
End Sub
End Class
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