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ABSTRACT

DOGELIO, DEXTER A., ELUNA, KRISIA C., MERESEN, XIANNE RHYNNE S,
Gintong Butill An Androild Based Educational Adventure Mobile Game.
Undergraduate Thesis. Bachelor of Science in Information Technology. Cavite State
University Indang, Cavite. January 2020. Adviser: Simeon E. Daez

The development of the study was prepared and documented from February
2018 to January 2020. The design and development of the game development was
conducted from December 2018 to January 2020.

The system is consist of three (3) modules: character module, game module,
and setting module. The character module, lets the user to enter the name and choose
the character in the game. The game module, presents the main story of the game
where the user can answer good manners applied in real life. Lastly, the settings
module, is responsible for the sound, how to play the game and the description of the
game.

The methodology used by the researchers was the Iterative Development
Process Model. It consists of six phases: planning, requirements, analysis and design,
implementation, testing, evaluation and deployment. One hundred ten participated in
the evaluation of the system. The respondents are composed of 100 Grade 3 students
from different schools and 10 faculty members from the College of Engineering and
Information Technology. They evaluated the software based on its functionality,
reliability, usability, efficiency, maintainability, portability and user-friendliness. The
results were tabulated, analyzed, and statistically treated using mean and standard

deviation.

vii



TABLE OF CONTENTS

Section Page
BIOGRAPHICAL DATA . . ... i ii
ACKNOWLEDGEMENT . ... ... .. ... .. .. ... ... v
ABSTRACT . ... vii
LISTOFFIGURES. . . ... ... ... i, X
LISTOFTABLES . . . ... ... i, xii
LISTOFAPPENDIXFIGURES . ......... .. ... ... ... .......... Xiii
LISTOF APPENDIXTABLES .. ...... ... ... ... ... . ... ... ..... Xiv
INTRODUCTION . . . ... ..o e 1
Statementofthe Problem .. ... ... .. .. .. ... . ... ... .. .... . 3
Conceptual Framework . .. .......... ... ... ... .. ... .. ... .. 5
Objectivesofthestudy . ............ ... ... ... ........... 7
Time and PlaceoftheStudy . .. ............................. 7
Significanceofthe Study . .. ......... ... ... . ... . ... ... ... 8
Scope and Limitationsofthe Study . .. .............. ... .. .. .. 8
Definitionof Terms . . . ........ .. .. .. . . . . 10
REVIEW OF RELATED LITERATURE . . . ... .................... 11
METHODOLOGY . ... .. i e, 17
Materials . . ... ... . 17
Method/ResearchDesign . .................... ... ... ... ... . 17
Population, Sample size and Sampling Techniques . . ........ . .. .. .20
Instrumentation . .......... ... . o oo 20
System Architecture . ... ...... ... o L L 22
RESULTS ANDDISCUSSIONS ...... ... ... .. ... ... .. . .. . 23
System Description .............. ... ... 23

viii



.................................................

..................................................

46
46
47
48
49
50



Figure

10
11
12
13
14
15
16
17
18
19

20

LIST OF FIGURES

Conceptual framework . . .................. ... ... .. .. ... . . 5

lterativemodel. . ......... ... ... ... .. ... ... . . ... ... 18
Systemarchitecture. . . ......... ... .. . 22
Titlescreen ........... ... ... . 25
Menuscreen.............. ... 25
Settingsofthegame . ............ ... ... . ... ... . . ... .. 26
About/Descriptionofthegame ................. . . .. . .. .. 26
Howtoplaythegame......... .. .. .. ... .. ... ... .. ... . 27
Entermname........ ... . ... 27
Choosecharacter. ............................... ... ... 28
Happy landmap (Lock) . ................ ... ... .. .. ... . . 28
Happy land map (Unlock) . . .............. ... . .. .. ... . . 29
Schoollevel ....... ... ... 29
Zoolevel....... ... ... .. 30
Churchlevel ........ ... .. ... ... ... .. ... ... ... 30
Water Park level . ....................... ... 31
PlayParklevel .............. ... ... ... ... . ... .. . 31
Sample question in school level . ............. ... . . 32
Sample questioninzoolevel ............... ... ... . 32
Sample questionin churchlevel ................ ... . 33



21
22
23
24

25

Sample question inwaterparklevel . . .......... ... ... .. ... ....... 33
Sample question in play park level . . ........ ... .. .. ... ... ..... 34
Levelcomplete . . ... . ... 34
Finishgame .. ... ... ... . . . . 35
QUIt . . 35

Xi



Table

© O N O 0 2w N

- -
- O

12

13

14

16

LIST OF TABLES

Overall result of assessment of the system for technical evaluation. . .

Mean score for the functionality of the system of the
non-technical respondents

Mean score for the reliability of the system of the
non-technical respondents

Mean score for the usabliity of the system of the
non-technical respondents

Mean score for the user-friendliness of the system of the
non-technical respondents

lllllllllllllllllll

Overall result of assessment of the system for
non-technical evaluation

Xii

--------------------------------

nnnnnnnnnnnnnnnnnnnnnnnnnnn

----------------------

.......................

----------------------

------------------

----------------------------------

---------------------------------

-------------------------------

---------------------------------

Page
16

37
38
38
39
40
41
41
42

43

43

45

45



LIST OF APPENDIX FIGURES

Appendix Page
Figure
1 Fishbone diagram of kid's preferred non educational. . .. ... ... .. .. 53
2 Fishbone diagram of parents is lack of
timetotheirchildren............. ... ... ... ... ... . ... ... 54
3 Fishbone diagram of kid's don’t play much attention
on the importance of cultural ethical relativism .. .. ... ... ... . .. 55
4 Ganttchart.. ... ... ... .. .. 57
5 Use case diagram for charactermodule .. .. .............. ... . . 59
6 Use case diagram forgamemodule. . ................ .. ... ... .. 60
7 Use case diagram for settingmodule . . . ............ ... .. .. . . 60
8 Activity diagram forallmodules . .. ....... ... ... .. . ... .. .. . .. . 62
9 Interview letter . . . .......... .. 64
10 Interviewreport . ....... ... .. 67
11 Surveyquestions . ......... ... 72
12 Line itembudget...... ... .. . o o 74
13 Unittesting. ... 76
14 Letterofevidence ............. ... ... ... ... . .. . .. ... . . 79
15 Technicalevaluation . ... .................... .. .. .. .. .. . . 81
16 Non- technical evaluation . ................. ... . ... .. . .. . 84
17 Forms, Certificates & Receipts .. ................. ... ... .. . 95

Xiii



Appendix
Table

1

2

10

11

12

13

LIST OF APPENDIX TABLES

Overall frequency distribution table of the IT experts

Frequency distribution of the IT experts evaluation
based on functionality of the game development.

Frequency distribution of the IT experts evaluation
based on the reliability of the game development.

Frequency distribution of the IT experts evaluation
based on the usability of the game development.

Frequency distribution of the IT experts evaluation
based on the efficiency of the game development.

Frequency distribution of the IT experts evaluation
based on the maintainability of the game development.

Frequency distribution of the IT experts evaluation
based on the portability of the game development.

Frequency distribution of the IT experts evaluation

based on the user-friendliness of the game development.

Overall frequency table of the non-technical evaluators.

Frequency distribution of the non-technical evaluators
based on the functionality of the game development.

Frequency distribution table of the non-technical evaluators
based on the reliability of the game development.

Frequency distribution table of the non-technical evaluators
based on the usability of the game development.

Frequency distribution table of the non-technical evaluators

based on the user-friendliness of the game development.

Xiv

Page

87

88

88

89

89

90

90

91
91

92

92

93

93



GINTONG BUTIL! AN ANDROID BASED EDUCATIONAL
ADVENTURE MOBILE GAME

Dexter A. Dogelio
Krisia C. Eluna
Xlanne Rhynne S. Meresen

An undergraduate thesls manuscript submitted to the faculty of Department of

Information Technology, College of Engineering and Information Technology, Cavite

State University, Indang, Cavite in partial fulfillment of the requirements for the

degree of Bachelor of Science in Information Technology with Contribution No. CEIT
. Prepared under the supervision of Mr. Simeon E. Daez.

INTRODUCTION

Android is an operating system that is designed primarily for touch screen
mobile devices such as smart phones and tablets. The android is a powerful operating
system that supports a large number of applications in smartphones. It is built on the
Linux kernel. Furthermore, it utilizes a custom virtual machine that was designed to
optimized memory and hardware resources in a mobile environment. Androld is an
open source and it can be liberally extended to incorporate new cutting edge

technologies as they emerge.

The educational games are games that are designed with educational
purposes to help people learn about certain subjects, understand a historical event or
culture, or assist them in learning skills as they play the game. All types of games may
be used in an educational environment. In the new version of the game, it is Introduce
by Increasing the knowledge and engaging the players in educational adventure

games.

Adventure games brings different experience to the user in terms of the setting

of the game, whether fictional or based on real life places, and the knowledge they wiil



