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Methodology
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Kemmis & McTaggart’s Action Research Model (1988)

20 research participants

Indigenous young learners (Temuan)
Rural outpost of Jelebu, Negeri Sembilan, Malaysia
* Year 4 Primary School pupils (10 years old)




Intervention (TurTense M%ﬂle Game App)
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Pedagogical Implications
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- Indirectly en e ability

- Deviates from traditional approach of
teaching grammar.

- Mobile, easy access.

- In-trend with Gen Z
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Dermochelys coriacea)

Became the 8t Trending app on Google Play (mid
October 2019)
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