APPENDIX 
Interviewee Details
[bookmark: _Toc173941934]Experts
	Code
	Gender
	Age
	Details

	E1
	Female
	35 - 40
	1. Founder and owner of The Bendahari
1. Previous housekeeper of the Baba Nyonya Heritage Museum (3 years)
1. Aspires to create a hub that bridges foreigners, locals, designers, and entrepreneurs to engage, create and build ideas for historical Melaka
1. Suggested adding historical facts to assets in the game
1. Suggested that the toolkit could be used outside the classroom as well
1. Pointed out that the toolkit would be more useful if used after actually visiting the historical place

	E2
	Male
	70 - 75
	1. Community leader of the Kristang community in Malacca
1. Aspires to preserve the Kristang cultural heritage
1. Tries to embrace new technologies to spread the message
1. Contributed personally by featuring in documentaries on the Kristang culture, including National Geographic
1. Believes games are the ways culture can reach the younger generations
1. Feels that language is the hardest aspect to preserve
1. Would like to include actual facts into the games



[bookmark: _Toc173941935]Teachers
	Code
	Gender
	Age
	Details

	T1
	Male
	50 - 55
	1. Assistant Professor in the School of Education at University of Nottingham Malaysia
1. Experienced teacher for many years who also owns a school in his native country
1. Always trying to find innovative ways to teach the newer generations
1. Stressed out on the importance of including a guide for the students and the teachers to provide an organized way of using the toolkit
1. Believes it’s important to have personalized elements where students can modify the assets, or add their own

	T2
	Female
	35 - 40
	1. Associate Professor in the School of Education at University of Nottingham Malaysia
1. Has a background in media cultural studies, impact of use of media on culture and how people embrace culture
1. Her PhD was about reality TV and how people from different cultures can come together and work together (multiculturalism)
1. Aspires to use technology to preserve tradition and culture
1. Suggested adding interculturalism into the toolkit by arranging activities where different people from different cultures will use the toolkit to create one game
1. Suggested that the age group to use the toolkit could be as young as 10 years old

	T3
	Female
	40 – 45
	1. School Principal in Tzu Chi International Schools
1. Previously worked in Rafflesia International Schools
1. Suggested working with a teacher to get the most relevant content
1. Stressed out on the importance of having a specific context for the toolkit to make sure the syllabus is being followed
1. Commented about how accurate assets in terms of similarity and accurate information will assist in learning and spark the student’s interest



[bookmark: _Toc173941936]Students
	Code
	Gender
	Age
	Details

	S1
	Male
	20 - 25
	1. First year education student in the University of Nottingham Malaysia
1. Aspires to be a high school teacher
1. Suggested adding a quest list, or a list of tasks to help students develop their games
1. Commented on the size of the crosshair, suggested making it smaller
1. Agreed that the toolkit would be better used individually, rather than just classrooms

	S2
	Male
	20 - 25
	1. First year education student in the University of Nottingham Malaysia
1. Aspires to be an education researcher
1. Suggested the feature of being able to include multimedia elements into the toolkit like audio files or videos, to make the games more immersive
1. Commented that the toolkit could be used for a range of topics besides culture and that he would personally like to use to create levels and show it to his friends

	S3
	Male
	35 – 40
	1. PhD education student in the University of Nottingham Malaysia
1. Very passionate about video games
1. Suggested that the students should be able to choose their own settings, instead of a default setting
1. Suggested adding personalization elements, like changing character’s names, adding logos, etc.



[bookmark: _Toc173941937]Questionnaires
[bookmark: _Toc173941938]Questionnaire 1: Analysis of existing 2D game authoring toolkit Scratch & Raspberry Pi
	Question No.
	Question Description

	Q1
	Please write down your age

	Q2
	What is your gender?

	Q3
	Have you used Scratch before? (any version)

	Q4
	Have you used Raspberry Pi before? (any model)

	Q5
	On a scale of 1-10, how hard was setting up the Pi and opening Scratch 3? 1 being Extremely easy and 10 being Extremely difficult

	Q6
	On a scale of 1-10, how hard was it to connect different sensors to the Pi and getting it to work with Scratch? 1 being Extremely easy and 10 being Extremely difficult

	Q7
	On a scale of 1-10, how hard was it to come up with a prototype idea using the Pi and Scratch? 1 being Extremely easy and 10 being Extremely difficult

	Q8
	On a scale of 1-10, how friendly is the user-interface of Scratch, especially the Pi extensions (blocks)? 1 being Extremely user-friendly and 10 being Extremely difficult to understand

	Q9
	On a scale of 1-10, how much benefit and value does incorporate sensors into games/projects you developed add? 1 being No benefits at all and 10 being Huge benefit

	Q10
	Please write your opinions/feedback/suggestions about how prototyping with the Pi and Scratch could be improved, what you did not like, etc.




[bookmark: _Toc173941939]Questionnaire 2: Feedback on inclusion of IoT into the tool
	Question No.
	Question Description

	Q1
	Do you think the cultural game authoring toolkit will help people share cultural heritage in an immersive way?

	Q2
	Do you think integrating IoT in the form of RFID cards in this cultural game authoring toolkit would be engaging?

	Q3
	Did you enjoy making a short game scene with the game authoring tool?

	Q4
	Would you like to use RFID cards as a form of IoT integration in your cultural game?

	Q5
	Would you want to use the RFID cards for performing actions in the game?

	Q6
	While designing your own game scene, did you find the game authoring tool hard to use?



[bookmark: _Toc173941940]Questionnaire 3: Second evaluation trial
	Question No.
	Question Description

	Q1
	On a scale of 1-5, how were the movement controls in the toolkit?

	Q2
	On a scale of 1-5, how was the Graphical Interface of the toolkit?

	Q3
	On a scale of 1-5, how was the space area given to design the game level?

	Q4
	On a scale of 1-5, how easy were the controls to design a game level? Was it easy to find which buttons to press to modify your design?

	Q5
	On a scale of 1-5, how was the saving and loading feature of the toolkit?

	Q6
	On a scale of 1-5, how easy was it to create quests and link them together to create your game flow?

	Q7
	On a scale of 1-5, how easy was it to switch between designing mode and playing mode? Was testing your game while designing it easy enough?

	Q8
	On a scale of 1-5, how useful was the story archive feature included in the toolkit to help you create stories?

	Q9
	On a scale of 1-5, how was the Graphical User Interface in the designed games?

	Q10
	On a scale of 1-5, how was the quest system while playing the game? Did it provide enough guidance for the players?

	Q11
	On a scale of 1-5, how easy were the controls to play the games?

	Q12
	On a scale of 1-5, were the number of objects available to design the game from adequate?

	Q13
	On a scale of 1-5, were there enough options to create the quests that you wanted or did you feel limited?

	Q14
	On a scale of 1-5, do you think the toolkit can create games that can effectively teach others about the Kristang culture?




[bookmark: _Toc173941941]Questionnaire 4a: Third evaluation trial (User experience and immersion)
	Question No.
	Question

	Q1
	How familiar are you with video games from a scale of 1 to 5, with 1 being not at all and 5 being very familiar?

	Q2
	In this experiment, you were asked to create a story based on the Kristang culture. Which tool did you use for this task?

	Q3
	Please rate your experience using the tool you selected for designing a story on a scale of 1 to 5, with 1 being very difficult and 5 being very easy.

	Q4
	How easy was it to translate your ideas into a story using the tool you selected, with 1 being very difficult and 5 being very easy?

	Q5
	How well do you think the tool helped you incorporate Kristang cultural elements into your story, with 1 being not at all and 5 being extremely?

	Q6
	Please rate the user interface of the tool in terms of user-friendliness on a scale of 1 to 5, with 1 being very unfriendly and 5 being very user-friendly.

	Q7
	Did you require assistance from the researcher(s) while designing your story, due to technical problems or confusion in understanding the task at hand?

	Q8
	Was the allocated time enough for you to design your story?

	Q9
	I lost myself in this experience

	Q10
	The time I spent using the tool just slipped away.

	Q11
	I was absorbed in this experience.

	Q12
	I felt frustrated while using this tool.

	Q13
	I found this tool confusing to use.

	Q14
	Using this tool was taxing.

	Q15
	This tool was attractive.

	Q16
	This tool was aesthetically appealing.

	Q17
	This tool appealed to my senses.

	Q18
	Using this tool was worthwhile.

	Q19
	My experience was rewarding.

	Q20
	I felt interested in this experience.




[bookmark: _Toc173941942]Questionnaire 4b: Third evaluation trial (Learning impact)
	Question No.
	
	Question

	Q1
	
	Who are the Kristang people?

	Q2
	
	What language did the Kristang people primarily speak?

	Q3
	
	Where do the Kristang people live?

	Q4
	
	Which option contains the most popular Kristang dishes?

	Q5
	
	What was the main way the Kristang people made a living?

	Q6
	
	What is the most common religion amongst the Kristang people?

	Q7
	
	What cultural activity were the Kristang known for?

	Q8
	
	During which years did the Kristang form?




