

[image: Image result for utm]

INDUSTRIAL REPORT (NALI)


GROUP 7 (SECTION 08)


MEMBERS:
1. MUHAMMAD MAHFUZUR RAHMAN

2. MUHAMMAD ALIEMEEN FARHAN BIN RAMZEE

3. MUHAMMAD SYAFIQ BIN MOHAMAD SHAIFUDIN

4. MUHAMMAD HAZMAN NASRULLAH BIN SUKIMAN

5. MAAD YASEER ABDULLAH ABDULJABAR


LECTURER:
DR. AZURAH BINTI A. SAMAH


VISIT TO NALI

[bookmark: _Hlk526630623]New Academia Learning Innovation (NALI) is a program organized by the Center for Teaching and Learning (CTL), at Dewan Sultan Iskandar (DSI), UTM. On 27th September 2018, we are group 7, a group of 5 members Ali, Mahfuzur, Maad, Hazman and Syafiq arrived at DSI to join the event. It is a program which is focusing on some new techniques in order to archive entrepreneurial academia. These new techniques will be use to substitute old way of teaching which is face to face learning. One of the techniques used is blended learning. The concept is the teacher will use digital teaching materials in class. This technique is good because it can grab student’s attention to be more focus so they can get better learning experience.  There are some objectives of NALI that we can get. One of it is to follow the best teaching and learning process from other Top University around the world. There are many booths there, the booth that we had visit is Pedagogical Benefits of YouTube in Improving Hair Styling Performance (no. 17), Entertainment Games for Kids (no.14) and an Evaluation on Student’s Perspective towards Kelab Suka Belajar UTM (no. 73).

1.Pedagogical Benefits of YouTube in Improving Hair Styling Performance and Interest among Learning Disability Students. (no. 17)
[bookmark: _GoBack]The word “Pedagogical” means relating to teaching. YouTube is a tool as a Blended learning method to increase the performance and interest among learning disability students in vocational school. According, there have been no studies conducted on the application of YouTube in learning hair-styling among learning disability students. The objective of the study is to enhance the students’ performance in hair styling after using YouTube and to identify the students’ interest in learning hair style skills. YouTube was used towards 10 students in a single group in pre and post-test research designs. The findings proved that YouTube has high potential as an instructional tool in teaching hair styling skills, in line with the current trends in Blending Learning in education. When we visited counter: 17, Hemarani A/P Munisamy, who is from Faculty of Social Science and Humanities, School of Education, UTM, told us about how she teaches her disability students and how using YouTube helps her students to learn about hair styling. Dr. Mohd Rustan Mohd Rameli and Prof. Dr. Yeo Kee Jiar were also the members of the project. Dr. Hemarani told us that at first teaching the students is really difficult as the students cannot learn like normal students. So, in order to them to learn, she spends more time on each student individually and at last they can learn. And in order to do that she need to follow the following instructions:
      So, as a whole, from her talk, we got to learn that disability students too can learn like normal students if they are giving the proper attention and environment for their studies and that YouTube has helped a lot both students and teachers in order to achieve that goal.

2. Tangible Education Games (TEG) (No.14).
My emphasis goes on the word TEG which is an acronym of TANGIBLE EDUCATION GAMES (TEG) which brings us to our topic TEG BOOTH.
TEG BOOTH is a study application designed to help kids learn by using entertaining study games. For example; the TEG BOOTH that we saw in NALI.
TEG BOOTH is a study app with two entertaining games which are in letters and numbers, it displays calculations which also requires an individual to input the right answer on the device’s screen through a hardcopy cards with letters and numbers written on them. For our further notice; the hardcopy alphanumeric cards have sensor codes in which the app detects its command from the cards, it also has a reflector that is hooked at the top corner of the device camera to reflect the picture of the card placed on the ground front of the device, in this act, the command is being transferred into the device to perform on the application. The amazing thing about this app is that, one does not have to place the alphanumeric cards in a specific direction, because they designed a specialized letters and numbers cards related to the program code.
This study game is divided into two versions which are; 
· English Version: This is the English version of the game which operate and displays its letters and font in English language and starts its hardcopy card reading from the left side.
· JAWI Version: This is the version designed in the native and previous language of this country MALAYSIA, it operates similarly with the English version but starts its card reading from the right side.
SUMMARY. 
The app shows a faded picture of the letters or numbers which instruct the child or individuals on what card to place in front of the device as the mirror reflects it to the camera lens in order for the app to detect its command and perform.
RECOMMENDATION.
It was a smart job and a creative idea, especially, how they designed the app to read the letters from the cards through the reflector, it impresses me how the thought came about. I can tell that the project faced several obstacles and failures but that did not stop them from achieving their aim.
LESSON.
I have learnt such great ideas, creativity, thoughts and imagination of things from this successful project can lead to great inventions. 

3.  An Evaluation on Student’s Perspective towards Kelab Suka Belajar UTM (no. 73).
  To strengthen their relationship with UTM’s student


To enhance student’s interest and attitudes towards STEAM subject in school
PROJECT
OBJECTIVES
To increase student’s interest in STEAM field
To evaluate on student’s perspective towards KELAB SUKA BELAJAR  prpr


 It was shown that by applying STEAM in student daily learning, they can do more of critical thinking in their daily work and life. The first application that they use was service learning. Service-learning is an educational approach that combines learning objectives with community service in order to provide a pragmatic, progressive learning experience while meeting societal needs. Service-learning involves students in service projects to apply classroom learning for local agencies that exist to effect positive change in the community. Other than that, they also use active learning as an application in academic. Active learning is a form of learning in which teaching strives to involve students in the learning process more directly than in other methods. Active learning is a method of learning in which students are actively or experientially involved in the learning process and where there are different levels of active learning, depending on student involvement. Furthermore, project-based learning is also one of the methods they use in STEAM. Project-based learning (PBL) is a student-centred pedagogy that involves a dynamic classroom approach in which it is believed that students acquire a deeper knowledge through active exploration of real-world challenges and problems. Students learn about a subject by working for an extended period of time to investigate and respond to a complex question, challenge, or problem. STEAM had really made an impact in academic learning. The benefit that we can get is that it motivates the students to learn because STEAM had introduced many attractive ways to learn.

In our opinion, visiting the industrial booth was of the greatest decision that we had make. Many things that we had learned after visiting NALI. Its is one of eye opener to the industry field. It also shows that technology help a lot of in helping the teacher to teach the students. We can use multimedia to attract kids to study and learn more. As conclusion, NALI really can help to improve our education system to become one of leading country in the world.






How the Program run


Gain attention (the hook)


Stimulate recall of prior knowledge 


Present content material 


Assess if lesson objectives have been learned 
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