CHAPTER 6

DISCUSSION, RECOMMENDATIONS, AND CONCLUSION

S
6.1 Overview *

This chapter elaborates the research discussion, some relevanthendations
for the next researcher and is enclosed in the conclusion. IN with research

summarization, some discussion about the findings relate uzinabllity elements in

designing and developing the i-Tajweed game, resear ut, and Wion of the

research. Finally, it concludes with a useful recor@d@'

conclusion at the end of the chapter.

6.2 Research Summarization %
This research aims to resear h [

development. Basically, learnin %edﬁi%’

students as complicated as it ires. m

rules (hukum) of different

«

N
topics at the same ti Moreover, m‘ny dies ted to sustainability have been

1
a

conducted in numeraus fields. T o conduct research that focuses on

7

the sustainabilit ame d de\@ment for learning Tajweed. For the

N
. 1O o .
purpose of th@s ch, the’pr ss of &EVeIopment game with the implementation of

sustaina '&Fmer}s ombinéd @1 an instructional model and learning theory

relatedwere'sed in producing tainable game.

N
we goal of sustainable software engineering is to develop dependable, long-
&ing software that serves the users’ demands and develop better software that does

Qﬂc jeopardize future generations’ chances (Muthu et al., 2020). Therefore, sustainable

aspects should be addressed before the designed product produce successful tools. Late
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adjustments are required, including the last development phases, since areas like
product design have difficulty detecting the real demands of the users (Kasurinen et al.,
2017). Therefore, the research on identifying sustainability elementst me
development should be considered to develop a good game for future generations.
Based on the researcher’s personal experience as a Quranic te it feels like a
loss to witness many students fail to grasp the simple rules anc% hem to Quran
recitation. The students stated that they are unable to imagine ewmize some hukums
in Tajweed. Their limited knowledge is also a facto tudent ‘!)assi ness and
timidity in the classroom. Subsequently, this leads to ‘no q s?io\’éﬂr,{ﬁw, a
situation where almost no students raise que S in clil.ss. The use ‘%‘g’c)urrent
technology and approach not only has the poterW bri \Ihg\ joyge\l@ut also has
a positive impact on the learning outcom%\) 0\ &
Regarding user motivation and mmew arc_@Qerformed pre and
post-tests that compared users’ m %ﬂ a& chi y e@ore and after using the

game developed. A simple se rt sca e |onn3§1§s depending on the relevant

sustainability aspects reWed i, this:
art an&)

questionnaire at the st nd of eve tin experiment. The first section contained

information on dg@pﬁic ({gende age, thers). The following questions were
N
about the ascav sustainab 't'yl(r nt content, interface design, gameplay,

usability, @and otivatian). ing this session, the researcher also gathered
’
infor WOut the p ce;fion\, B]"students towards the game and the impact of the
-

gaw udents’ motivation.\'l‘he results were analyzed by SPSS software, analyzing

N
lseS’E're encouraged to engage in a

@D

tive, frequency test, inferential, and correlation.

0 Thus, to facilitate students learning, i-Tajweed, with a systematic process,

combined with suitable instructional design theory, learning theory, sustainability
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elements that can create a new impact on the teaching and learning processes of
Tajweed. To achieve the objective, three research objectives were outlined, and rigorous
research processes have been accomplished through the design developmew rch

(DDR) approach. To answer all research questions that underpin this§research, th

D

ADDIE model was used to develop the i-Tajweed game. At the Time, quasi-
d .

experimental was employed to test the effectiveness of the i-Taij

The outcome of this research is game-based learning calle i-MFrle-the

N
nt gc ‘?ement
T

ajweq;\bgame. The
deni%otivation and

6.3 Discussion

findings, the result shows that there is a signific ference in st

4
between the control group and treatment grouw e

researcher also found a significant relation between

t sho@a low, moderate

thevement as well as
%

students’ achievement in the treatmen up. The r

correlation between sustainabili g'e)enasbv n

)
motivation and student achiev: This finding)is congistént with those published in
the literature that has establi Iink’netw n acad@u\ achievement and motivation

[ Q
level. Therefore, the %\er affi g* significance of a motivation element

O

regarding confide e}ﬁame- ase arnin%-l;;@t can influence the students’ academic

N
hi t O
achievemen \ ‘?:] Al
shg

am&féatures can influence student motivation and

Acc the findi
| A A |
achiev, t,Jout they a mefﬁmaz&at increasing the amount and quality of effort put

N
in K cific activity (Alsac\aer, 2018). These findings contribute to the body of

‘@dge by indicating that gaming components, which are highly context-sensitive,

0'1 improve the quantitative performance of knowledge-related tasks. Given that one

of the primary goals of education in modern education systems is to shift from a teacher-
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centered to a student-centered approach, Malaysian education authorities may be able
to assist. One of the major consequences of this research is that it may inspire learners'
families to employ computer-based educational games to help them r%ceir

educational goals. ! )

The achieved outcomes, on the other hand, are consistent w»?ﬁgfmdings of
previous investigations. Gamification's inclusion into the educatignal system, in

particular, is seen as having a good impact on student mo 'vaw addition, teacher

gamification training and planning has a direct a eficial el‘fect n global
motivation, student motivation, and teacher motivation,” acc rdMu@rous
researchers' results. Moreover, global motivatéserves i\'s c ple't ‘%’é’diator
\lﬁcQ on ap I?a ions.

t on the development of

between training and teaching requirements, as &I asg

Furthermore, motivation has a direct a eficialli

pro-environmental attitudes, as wellx higK ed&de sensitivity to

environmental issues. These are i%rpaateg i%eyy stn@)&ermed attitude towards

9 %
sustainability, which is a de% outc S a ﬁ(sequence of these learners'
: N L :
evaluations, the educator's FW duty whe tle pé@pal architect is to motivate and
encourage learners to acqui} sustaifabibi ab&ld}ips, which play a role as he or she
creates and desig@io a‘ activities wi% e environment at the forefront.

N
Among Mmg ,the e I‘g}mggge'f active techniques in higher education, for

instance, @ ion, necessitates i*s%rft in the role of future education educators in

’
order :% the req emé'ntsg'society today. They must have gained general
SSI

pr | abilities that are?;?pted to the alterations brought about by technology
%ce in order to do so. This might be owing to the requirement for time and the

omting imbalance in relation to research, as research and academic publications have

traditionally been more important in the university's compensation system than
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university teaching. It is important to remember that digital materials are always getting
outdated, which implies that teachers must keep their expertise up to date.

The results of the experimental group show a significant improvemﬁ% the
treatment group compared to the control group. Therefore, the sustainw ments
implemented in-game design provide evidence of the positive i on students'
motivation and achievement. The experimental group (the group :Yived computer

game) had considerably greater scores than the contral gWaccording to the

moderated average scores (traditional method). This indicates t@nting for
the influence of the pre-test in determining learning §ctor scores, theregis s\‘g{iﬂtant

C;)
difference in post-test scores between the treatm d control groups. -\

b
hba.tLo al @er games

d educational computer

According to the data, students who played

performed much better in school. This meWw

game based on learning styles is beneficia studetks'

As a result, instructional and e tiaal ﬂG%ny/ @;}sed to boost students'

creativity depending on the\'& stargjljc;ogfgnditions. Ultimately, the
implementation of in UCW and’edu iln wé\BL in scientific teaching is
encouraged. GBL advc%for twwjﬂ@tentiveness, and trial and error. In
addition to its caﬁi&t\yhr eelrnin nd e@inment, a well-developed GBL may

ti& d learning success.

"%

N
encourage peefengagement ! @
gep 9 z (.)
The er discovered th e treatment group outperformed the control
’
groupS ds to aca mit'ach

(Pw Razavi, 2019). Tﬁfs circumstance demonstrates that GBL has a purely

g

ement and motivation when it pertained to GBL

%

ial influence on learners' motivation and achievement. Furthermore, GBL has

én shown to promote soft skills, for instance, teamwork, creative problem solving,

and critical thinking, as well as academic success motivated within primary children
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(Partovi & Razavi, 2019). Aside from that, the majority of academics are interested in

using digital games to enhance student motivation and assist learning (Greipl et al.,

2020) 2

Furthermore, based on the data, the researcher believes that GBL St ablllty

to alter the current educational environment. GBL has the pot to shift our
educational system away from traditional disciplines and towa paradigm of
meaningful learning. Learners would be more interested in he| ation if GBL were

implemented in the classroom. However, the effecti GWIS area is
bﬂs@and

,adr%_' trative
support, or an overall unsupportive organlsatlo& Im M arj formation
it ?f‘cu ass is educational

and Communication Technology (IC @
20

game in the domain (Greipl et al., 20

determined by how it is implemented. Even if a learning ganie has bee

is accessible, institutional impediments, for insta ack of resour

.\
In addition, based on the fin r| tt bu&must be determined and
%J ]
integrated with the relevant I eory to support the pedagogical elements

in serious games (Norhazrendzatie et’al Y : S%e findings add to the body of
Ing t

knowledge by indicati % ai@that can improve the quantitative

performance of kpewledge-r Ie'ted t rpose of this research is to look at the
overall |mpa ame-based e lnlr@_)(e(hd simulations versus more traditional
instructlo 0 0 Tajwe .Iéév(ng achievement outcomes. The consequence
might a53|stan Maﬁysw\n education authorities. One of the major
co q%ces of this researc\ls that it may inspire learners' families to employ
% ter-based educational games to help them reach their educational goals. For

Orters, serious games have been shown to increase learner motivation to research in

experimental investigations (Riopel et al., 2019).

210



Furthermore, the findings of this research may be useful to educators,
instructional and game designers, and investigators in terms of application, design, and

research. As a result, the findings can only be applied to them; they cannot Q&xie

to learners in other sections. Computer game barriers should be removed S%reatest

o

extent practicable. Owing to the rigorous and inflexible framework ofinstruction in the
official education system, these hurdles might entail a scarcityaof préparation time,
insufficient technical assistance, obsolete equipment, and,a Iwﬂcooperation. It is
advised that the balance between the responsibiliti t learn rJ engage in the

computer game process and their talents be addressed,more thoroughl

In conclusion, the researcher suggests that i

in education and offers principles for making tE d

knowledge in the context of this researc}@eeed

whereas students need to remember mhles a% |

aspects of adopting computer ga%m aimarv%y was
ienee t

4]
students could explore and exN heg%jwnde Q—d the topic.
[73) $

2 'S
6.3.1 Sustainability Elements inG\ ign%
In a few ye t}w has l‘een I reasing%ﬁscussion towards the impact of games

Ny
in various fiel Nev , rese in game:based learning is still limited (Snow, 2016;
n

TFKQne of the essential

@;’%nstead of pre-training,

'
foca&eﬁ more on the product’s environmental impact

Greipl et 20) because i
? < o
on the,s e engine ngo'dom'?n (Santos-Villalba et al., 2020). Considering this

N

sta‘ﬁ\;nd the process of design itself being the crucial part that needs great

‘éthe goal of this research is presented. Thus, the main idea of this research is to

Oploy the motivational potential of games for educational purposes and contribute to

designing a quality of game-based learning (GBL).
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In addition, the enrichment of research interest in (GBL) is caused by the increase
of educational and commercial games available (Versus, 2020). Nevertheless, previous
studies related to game-based learning are more focusing on the direct qu.of
software applications and platforms rather than the process involved (Becker et al.,
2015). Thus, the researcher found that there is a gap in the r h related to
sustainability elements in game design. Since game design is a egucial ‘aspect towards

the successful implementation of game-based learning (G L)Yt'bnceptual research

on sustainability elements in game design is needed. (4
Therefore, research that focuses on how to produce “sustainable, p od'Uct\Qm a
systematic process is needed. In the existing ature, several “gescri ‘&ons and
’ X
\eSecQ .Sti!l, y are often
impgit ather than the

rch, i the usefulness of
g

corresponding measurements of sustainable produCts are

limited because they focus on the pro% vir

process involved (Amri & Saoud, 20% a result,

educational games as learning toos:- )po}‘en%'at

gyae))c use of their ability to

IS
9 Q—
motivate students. At the sanieytime, the %(j dey&ﬁ'ép students’ knowledge and
N
cognitive skills in creating We cha’leng lnd S%Hing the expected outcomes.
E ) 4 2

\ 7
6.3.2 Design anw opm‘nt an m%-actlve game (i-Tajweed) and its

&

N
advantage | (_/
?%\ ‘?: (j"
\
1. iver ;hrOLﬁ a{iety@‘r\nultimediaelements.
o/ . o _—
eed lessons are deln&ld through text, graphics, audio, video, and animation

@provide a clearer picture of the content of teaching, motivating students, and
Q encouraging students ‘concentration. It also helps to facilitate and enhance

students’ understanding of the topic.
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2. Notification about learning objectives.

It can provide early information for students about the material to be taught and

>

prepare the minds of students to receive the lesson. Besides, students’ m{xio

will increase to further help students to learn faster. : )
3. User-friendly interface. Vz

The combination of various media made the courseware tractive and user-
friendly. Software development is dependent on co IS Jnd behaviorism
theories to make sure that the establishment is,on pace to énha eﬂteghing

and learning effectiveness while also assistifig students fin ate'r g\:gp and

P 4
mastering the subject. Y' N Y}/
. rﬂ &
4. Domain knowledge or content O

. S0 ) A
1. Provide an easier way fectiv f é&dents to remember the
[} 5

letters (harf) for ea um Tajweed. J <8~'

AN

2. Provide a metho n k yr cord ents’ achievements after they
N
answer the q% 2 2 »

3. Increasi&\gexar@ oh) f ch hukum and be recited by the good
&
remf@(qen ith | :fct E;)@eed.
L N

E ically, the e&a aof of @veed was performed during the experimentation

pr he summative eva@on was conducted during the evaluation phase,
@g the formative evaluation that has taken place during the development and
Up ementation phase. Two groups which are the treatment group that implemented the
I-Tajweed game and another one is control group that used video from YouTube were

involved in pre and post-test. The purpose of summative assessment is to determine
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whether or not the intervention met the research objectives. This section presents results
from the quantitative part to answer the third objective: Evaluation for a) Sustainability
elements in game design, b) Students™ motivation, and ¢) Students™ achieve Y.

The purpose of the literature review was to find effective game chir% cs that
ID could incorporate into the design and development process. Th ch suggests
that game-based (GBL) learning has a role in education and offer eYJ;Sfor making

this design tool effective. These tools can be useful for ng learning and

understanding of complicated subject matter (Milrad, T do@?wledge in
the context of this research is Tajweed. This i ite a complex sub) ct‘\Kﬁ@’eas

students need to remember many rules (hukum) a time. Y_
nts t nz;ﬁvate them

Thus, there is a need to develop an effectl gam

to learn Tajweed. When instructional dea%\faml

esign frameworks, they

may discover that the toolset of game-design-princi IS iQed because some

=

$
«Q
2

frameworks are difficult to use % the t %ers significantly from

the default genres (Shi & Shi\ ). In iti acﬁfdmg to (Laine & Lindberg,
N

2020), gamification tecﬁol?s%ay n}t be I 5@'more practical (fewer teaching

hours), but they may make i truc@ impactful.

DR

6.3.3 Evaluati f t lndbleEIements in Game Design Toward
'
nd ude’t chm&nhent
erty o'; catvqnal games examined were just looked at from a

quali standpoint (Dos Sa‘n%;r-é et al., 2018). Regardless of the positive outcomes in

of engagement and pleasure, the majority of investigations give ambiguous

Odings, such as indicating that players considered the games to be interesting,

entertaining, and educational. Because motivating games’ effects may be directly
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quantified in relation to actual-world variables, there is a higher amount of quantitative
data available (for example, the number of consumed resources). These results are
insufficient to address the research issue, which necessitates a more comprehﬁi\ nd

detailed review of the literature (Dos Santos et al., 2018). 3

Table 6.1: Summary of Findings Y‘

Nvaluation/

No  Sustainability Domain Attribut
‘r Result

1 i-Tajweed game Tajweed = Gam e and post test

Game-based xXpert€valuation
learning o

Che

2 Hypothesis: A e]'t H
Hypothesis 1: ni icaﬁce
There is a significant alue 57002 (p
difference in students' <.05):

achievement between the
control group and the
treatment group after
using GBL in learning

Tajweed. :

Hypothesis 2:
There is a significant
relationship between \

sustainability elements
students’ achievecnt

Accept H2. The
value of sig. =
.018 (p <.05).

among the studentssi

treatment group after

using GBL i ing l \ %

Tajweed. %

Hypoth \ | O Accept H3. The

There iSasignificant * b 4 C’) value of sig. =
iohshipbetwe O 016 (p <.05).

e ment group after \,Y.
g GBL in learning \C-)

ajweed.

k
N
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Table 6.1 presents the summary of the findings in this research. It indicates a
significant relationship between sustainability elements and students’ achievement,

between students™ motivation and achievement in the treatment group after u& e-

based learning in learning Tajweed. 3 )
6.4 Research Output \;

This part discusses the output from this research. There ee outputs of this

research which are sustainability elements in game desi

framework, and i-Tajweed game. The following section explai
| &
research: |
4
<

6.4.1 Sustainability Elements c\/ N

1.
Relevant
Content

2

Interface
Design

6.Motivation

Sustainability
elements in

i-Tajweed

‘% Figure 6.1: Sustainability Elements in Game Design

0 Figure 6.1 shows the sustainability elements implied in the game design and

development process.
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6.4.2 Sustainable Game Design Framework

Game
Design
Life Cycle
(GDLC)

Sustainable
in Game
Design

(SUSGAD)

| _\‘}
Figure 6.2: Sustainable Game Desigi Fram }ks( SGADR)

(\/; 19 &

Figure 6.2 show the sustainable ign framework th@as been employed
AN

A

in this research.
) N,
[} e,
“« Q-
N ~\<°
6.4.3 i-Tajweed Game l
The game was %; in th

$
P 4 P o &
learning outcome t Wsureri S \eﬂss ach&hent. One of the basic characteristics
the

Sustainability Instructional

elements (6)

/

X,

onfail df}ajweed that aimed at cognitive

o

that characteriZ\ plicati ami&oja on in various educational stages is its
¢
impact on ntmotivation. hJefQ;)CTML, Gagne 9 events of instruction and
N
motivation techniquedfr. 'pphet'@hammad (positive word) were used in the game

desi development proc@gure 6.3 present the front page of i-Tajweed game.

N
N
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Figure 6.3: Frontpage of i-Tajweed aw.
m

Figure 6.3 show the interface in frontage of the i-Ta d game.

L 4
o | R . N4
of multimedia elements with the combination of instru al design t y’an‘&‘rearnmg

theory is used in game design and developmen(Y' \" \T

Vi &
6.5 Contribution of the Research \% 6

The following section discus contri \m\% th rch in terms of:

S

[ q%
Aig

bination

6.5.1 Empirical Implications\

This research g'es a%dvant
experimental desigrwr 'e
developing soﬁv&p icati %

pli S suc tQa@&me-based learning. Furthermore, the

empirical implication. Quasi-

is research that can contribute to

a h
various usag Itimedia rfentgs) ch as text, audio, video, animation, and
ally 59 esigni t@terface, supports the teaching and learning of

4

graphic %
Tajwea Other than that, the efgg)g/.e and attractive icon button used in the courseware

N
e courseware user-friendly and made the teaching and learning process more
o able and interesting.

This research aims to research sustainability elements in the game development

process with multimedia integration and implementation of sustainability elements and
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instructional design model and learning theory, in doing so, testing the effectiveness of
the cognitive theory of multimedia learning (CTML). Therefore, the findings of this
research offer several implications, divided into theoretical and managerial i ms
on how i-Tajweed can be used as a teaching and learning tool.

Given that one of the primary objectives of education in rn education
standards is to shift from a teacher-centered to a student-centered“approach, the

consequence might be the assistance of Malaysian educatign o s in this regard, as

well as the creation of student orientation educatio rle of jghe major

consequences of this research is that it may inspite students? fami t6 @loy

computer-based educational games to help them%mlr educational . As a
: 52*

ucatlongl- games will

¥

result, more family-friendly products from computer- ge

be produced. Moreover, game manu fac%wlll aged to"continue their

efforts to improve the quality of these ga to ett cational demands of kids.
NP

From the standpoints of appllcatl n, ﬁi ttag;f,mdlngs of this research

]
may be valuable to educators, t tlonal e disggners and researchers.
N
Due to the rigorous fr or o’ inst tlon e official system of education,
these hurdles can |nclu ea ck ioh time, poor technical support, outdated

O

equipment, and ck co atlo Ther e, justification classes should also be

offered to m are tsgan a;her engage in this process and improve their
understan e e I opmental ﬁ( of computer games. Furthermore, it is advised
that t ; ny betwe stﬂzlenté?' esponsibilities in the computer game process and

theig talents be addressed more\carefully. This fraction allows students to participate in

The effort to shift academic material to the game text should not detract from the

§ame5 actively.

games’ enjoyment. When choosing computer-based instructional games, teachers
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should take into account the gender qualities of their students. Computer learning games
appear to offer strong and always obvious types of assessment, allowing all activities,
conversations, accomplishments, and mistakes to be traced and document in“geal-
time. This generates a large amount of data, which, when correctly &Q, helps
educators to draw crucial conclusions about students’ talents, ements, and
prospects. %

Besides, it is hoped that this application can contri ancmg the use of

g n'the lassroom.

Moreover, the use of computers is believed to have significant mtllca fons, és@ally

db!@ven by

the respondents. Most teachers are agreed that t S ih?}éeds of the

computers and educational software in teaching a

for the country’s educational system. It can be s the posit

N s

6.5.2 Theoretical Implications N

6 e,
studiessthat the

It was seen in most pr lﬁ&penment procedure was
commonly practiced by co g t ar wit |Iar characteristics from the
same institution. Howhls res nﬁz:@ced an alternative approach of
selecting the resp my @the gr ('trom two different schools to address

the issue of criti hre s a onj disg_m contamination in quasi-experiments that

may affec restilts i;t? mﬁyAs a result of this strategy and planning, this
yt

—

cv'appr@e quasi-experimental research and the steps taken

resear§ ved the
ias and threats. The?bcfare this research can be a guideline for future research

%ans to conduct quasi-experimental research in two different schools or

otitutions, especially in a pandemic situation.
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This research contributes to the literature by offering appropriate specific
analyzes for each phase of ADDIE. A large number of previous studies have developed
multimedia-based learning with superficial content by creating games, thkm,
or applications for students that limit their use as a companion to the m (@or as
form for evaluating concepts learned in general. However, this rese eveloped the
I-Tajweed game with extensive sustainability elements that are s t:gldt; the content

SW Tajweed topics.

h e as aguideline

and was able to serve as a complete teaching tool f

Furthermore, the elaborate and illustrious details in the
to help future researchers to develop a similar game that containsimulti e ia eKWEnts

and an active activity module.

Both practitioners and academicians %e

significance of current technology to e@ students’

behind developing the product a osgy'}y‘r

4 "("

ly hlgtrl-lghted the

orm ncg. However, in

lec prlain the process

d v@ he testing the product

developed to the real respond e othe 0““5% responding to the gap, this
research took a differentav exe’utln I [@d DDR, which explained both:
the systematic appros% cre t| gamie ,while also concentrating on the
experimental deS V tl eed game’s effectiveness with actual
people. Thro h Iab riQus :cbn@%v\&e number of research procedures, it was
found that is or?e oé*\sgﬂ'able and relevant instructional design models
to be y despite the ad'vanéil’hents in technology (Williams & Robinson, 2020).

Fu ermore, this resea}h also contributes to the methodological aspects by

A@ng evidence on how a quasi-experimental procedure can benefit from the

OAlltatlve data support. Most previous studies analyzed the data from the experiment
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and supported the data from the semi-structured or structured questions prepared prior
to the interview procedure.

Besides, this research has shown how multimedia elements and su@
elements in game design can act as an alternative teaching tool to em dents
motivation in a specific topic in Tajweed subject. As such, multimedia.elements were
previously found to be effective in retaining the memory lon Furthermore, with
regard to the adaption sustainability and motivation elements, Ws agreed that they

have felt happier and feel about learning Tajweed. Th
and approach has the potential in bringing on the learning outcomes
body of literature pertaining to the 21st-century p% Iite‘;at re.

N
6.5.3 Practical (7\3..“\ QQ\T

The research is practically sigm

A
students, and game developers. npévlls hing the validity and
o
reliability of the i-Tajwee e f(%jjasig&imental procedure, the
he ar

for all s hold such as schools,

questionnaire developed carWd by’)t C \in future studies. The attached
!
assessment sheets for e%alidatiqﬁ petian as an evaluation rubric to evaluate

N @)
sustainability elem' gan{e design. Fu@more, the i-Tajweed game will help

teachers gain ?lg@ts i toﬁ?otmn%l(tools that would get students to be more
'

motivated if the classrogm. N

Q/ d V)ﬂ'

Y-v
A C'\/J

1. eholders S

rthermore, sustainability issues must be constructed from the perspectives of

Q various stakeholders, including homeowners, policymakers, families, societies,

and the community as a whole (Dos Santos et al., 2018). Given the numerous

stakeholders participating in this area (for instance, adopters, governmental
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{

funding agencies, game designers, and game researchers), this description should
not be primarily derived from the literature reviews. Still, it should also
incorporate how these various stakeholders conceptualize effic& oth
academicians and practitioners have consistently highlighted the signifigance of
current technology to enhance students ‘performance. In developi multimedia
module, most previous studies neglect to explain the proc$ developing
the product and are mostly concerned on the testing the W'ﬂ!t developed to the

real respondent or the other way around. '
N \g

N
Schools é ' -{‘)
’ b i

Throughout this strategy, teachers will mh a\‘sx,nk ion to@ln a better
understanding of the students anchake ;\ i ed a@ion to either

&

continue or change teaching inst 'onal{ate anthect the students’

achievement. ‘%c') o >y §
L
\

4]

&
N

Developers

Besides, this rese%s prov}i J@g@ework and instructional strategy

model to use Najweep ga\rn tea the Tajweed subject. The framework
>

and mo & er‘le ercs') (iyﬁgf)lanning steps to encourage students’
moti@the ura?igjktﬁry With that insight, teachers can plan strategies
t ease stuc£ cﬂieve@ and identify the key strategies to execute better

in teaching and | \ﬁg Tajweed. More importantly, the culmination of
information, knowledge, and strategies can result in an engaging and meaningful
lesson delivery in the classroom.

The animation feature in a multimedia presentation help student to reduce

cognitive load and motivate them to remain focus to remember the topic. At the
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same time, this situation complying with the curriculum specification to

accommodate teachers in utilizing the technology to teach Tajweed subjects at

This section explains some recommendations that ca% ed for other

school.

6.6 Recommendation for Future Works

researchers in future works. From the findings of this ch, some useful

uc@r research
"X

recommendations that can be used for future researchers i

are highlighted as follow: :

6.6.1 The Domain of Knowledge in a Designi

The domain knowledge in this resecw

Tajweed. This research highlight sust ty e
learning Tajweed that purposely e
primary school students. Fu esearchwl

domains on other subjects r Isli'n
It

domains maybe can g% rent res E;g
teachin ' M 9
g and learning Prgcess. |

&
6.6.2 Theories or,Models (J
S =

O((w els or igs, fo‘i_ stance, behaviorism and constructivism, can be
usefh'&ure research. Furth@re, the future design should feature more attractive
‘@ to attract students to follow the activity. In the words of (Shabiralyani et al.,
015), studies claimed that many students favor learning through visuals compared to
udio and movement. Hence, in the future, i-Tajweed should be printed with colored

diagrams and attractive features for better visualization of the structure. Furthermore,
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additional diagrams or daily life dialogues regarding the process can be added to
stimulate curiosity among students before they perform problem-posing activities.
Considering the importance of this issue and the preliminary findings of thaﬁ ch,
the researchers believe that this is a field that should be further investiga smrder to

gain a deeper comprehension of which components are required Wropriate to

6.6.3 Gameplay Method

Future research could also reconsider other methods in‘fesearch d em&ided
For example, other researchers may want to cond rue experime olete?mme the

effectiveness of the i-Tajweed. Further, all mster r

nurture user cooperation and collaboration effectively.

ped to ommodate
the research’s need, and the processes tewre int fit ﬁldhere to the
methodological perspective of this resm Finally, o rese@ners may want to

conduct further statistical analysi gﬁ)wen t th%ﬁ} Ives to accommodate

o
different perspectives or cont ducatien resgarch. 4.8‘—
I ~\
< [
6.6.4 Method of Data%t on 2 0

Further rese Nybe <Ian ct onéh’er methodologies in data collection.

For instance, | tpd at's II learning and behavioral or attitudinal
modificati ob vati other @oaches such as Kahoot or Quizzy can be
emplo wcoverfﬁ ,Qros s for developing an overarching technique to

GBL effectiveness s%h exciting subject for future research. In order to build

‘@ m methodology, future research should first concentrate on the improvement of
0 assessment framework for analyzing DGBL effectiveness. A comprehensive
description of effectiveness in the setting of DGBL should be articulated before this

evaluation system can be developed.
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6.6.5 Respondents of the Research
It would be fascinating to see the amount of time required for game features to be

internalized and become conspicuous as an external reward system in the m|

?ﬂ

how long this impact remains on the respondents. Furthermore, the f| ex rlment
maybe can add the duration of days. Future research could look i arlous game
aspects, as well as their constellations and dynamics, to see how ect motivation

and performance in idea contests, as well as their | ng implications in

knowledge management systems. Future research co nt vlays create a
game-like experience for diverse user types byg intell

implementing customized game elements.

6.6.6 Other Context \/ Q\

Finally, more research is required t ntlwm succQul ways to include

games in the normal classroom. E te’r\s ifi atlg;n'?ccordlng to the survey,
are primarily Computer Scien& T educators. cco to researchers, successful
classroom adoption of a any gam eces@es both certain technology

infrastructures and a s@ teachlgg eWO(Q ne of the biggest roadblocks to
using game aspec mmngls a lagk of suf%«ent technology assistance. As a result,

/

the development oft are to at ceﬁ)}fectlvely support gamification in various

o'
educatlon as we st into the practicality and effectiveness of
gaml educatl ,W uld r\:‘au:;tlnagreater scale adoption.
>
S

eb-based Platform
Lastly, the last direction for future research is i-Tajweed can be upgraded to the
b based module so that in the future, students can quickly access the contents, and i-

Tajweed can serve as an e-learning tool for Tajweed teaching and learning. In addition,
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developing a self-learning i-Tajweed module can provide a way for students to have

more autonomy in their learning by having the power to control the show at their leisure.

They can perform any action such as playback, slow motion, rewind, fast foﬁﬂznd

pause at a certain point of the content presentation. ! )
6.7 Concluding Remarks \,z

This research is an effort to establish and analyze the s b|||ty elements in
game design that can motivate students in learning Taj@de ell)ped ame aims
to motivate and enhance students’ achievement in le ajweed a neeqn?ntly

rning
contribute to improving students’ recitation in Q%

Considering the results of this research, tez@? st imstructi designers,

t mﬁ'earning Tajweed. The

oy

%m motivating students to

instructional strategy to enhanc
research shows that this appll t
learn Tajweed. The replace f dli dia for the initially employed

medium is the paradigr%cmtatlgg WQQ‘?:T In conclusion, it is hoped that
(J

this application, & d, Wll| boost the % opment of more educational tools to

overcome the Mss f inte |Q30t e, especially for the j-QAF program.

Itsh behoted,famong ther gs that the utilization of active techniques in
% I

rn| - necessﬂates a shift in the role of future education

educa :5 game-ba
te accommodate the*éaectatlons of today’s society. Moreover, in order to

‘éboth students and teachers, their teaching technique necessitates precise,

Orough planning and minimal standard for selecting teaching and learning resources.

Therefore, any interested party who expresses interest in adopting an alternative
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teaching strategy should investigate this research as a researcher is not the governing

body to decide on behalf of Islamic education in Malaysia. Instead, educators,
policymakers, and curriculum designers should take a deep dive into thﬁz of

education nowadays and seek the issues that need to be fixed, changeﬁsrm)oking

forward. Y.
Y
|
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