CHAPTER 1

INTRODUCTION ('}Y-
=

This chapter explains the main points that are closely relw e research. It

1.1 Research Background

starts by presenting the important research in the context o research, such as
research background, research question, research purp%sewctive. The
research background discusses the sustainability glements infgam velopqient,
(o
followed by addressing the strategy of reducing ms in learning Taj eed, ‘At the
4

same time, the research objective is discussed to E*m{ of addessing issues.
In the succeeding sections, the research hcw is resp @Iy. Later, the

scope, operational definition, the impm of the research, aansis organization

were expanded in the subsequent Qﬁa
%, 6 e,

o
Nowadays, the evolutio& ormghjCorE@cation Technology (ICT)
in the era of Industrial Revo?mM.O 1R4. da p@t\ive impact on the educational

w

(
context that boosted % innovation_in & @bssroom environment (Almeida &

Simoes, 2019). This reSulted ||1 the more e ve use of technology, notably in the
N
teaching and M activities. anie-lé)ed learning (GBL) has developed as one of
'

the existi logies in aysia£5/contemporary educational landscape. At the
same ti i advar{:eﬂ'zﬁ/llso ut%;ts teaching and learning Islamic education such
asga . This situation fo?'ocg,teachers and educators to create more motivating,
%ing, exciting, and attractive applications to be used in teaching and learning

Omic subjects.



In this case, teachers should put on efforts to create an interactive environment in
which the technologies are well-integrated and provide full support in the teachwmd
learning process. Previous scholars had mentioned that GBL provides a g@%&ance
as a tool of edutainment for education, with positive impact and outc atsaliaki
& Mustafee, 2015). Furthermore, research on the use of educational es found that

games can help in motivating students and inspire them to continue“learning (Boyle et

al., 2016). As a result, students can get relevant experie inge educational games

é-!

have the ability to captivate and encourage players via diréet interacti the game
3 Y-.
world (Mahardhika, 2015). This is to ensure the effic of the teac gkng%ﬁ ning

activities to assist students in grasping the subj

On top of that, in supporting MaIaN'a\g ucaﬁi)n eprin 3-2025, this

research is relevant in terms of leveraging n:T to sca t@ﬁality of learning
(Ministry of Education of MaIay%OlS).%or , @ughout the learning

N

process, games give the finest ude&s to stremgth eir problem-solving and

&
cognitive function (Madani hm?l. S a result, J@Iearning experience becomes
more intensive, parti and purpo ful. ibreover, the advantages of this
4 f &
technology are enj nt that N ate gyers with the intention of engagement
among players (Xang étal.,
¢

l.
found a gap !E e heed to explore !Floéi'r?identifying sustainability elements in game
ciakly f

deskéf{, ol ';ubjg_&

he other hand, Iearn'@%he Quran is essential to all Muslims. For basic, it
N

lWev@éspite all these advantages, the researcher

S \Q/ learning Tajweed, which means learning how to pronounce and recite it

G ctly (Hamzah et al., 2016). Learning Tajweed is also affected by the advancement
f

technology nowadays. Before this, there were various learning support tools such as

portals, digital notes, and others. However, looking at the urgent need to answer the



demand for Islamic students to accelerate the development of the technologies, teachers
are put in a critical role in producing quality teaching and learning aids. Thus
games can be a teaching tool that possesses powerful motivators to motlva@ts to
learn Tajweed.

The process of designing a quality game is a challenging task (Laine & Lindberg,

A

2020). As a result, academics suggest that a successful educational game should include

learning to reach the objectives (Aleem et al., 2016). Un

multimedia technologies such as games have not@ utilized. | mﬁy‘@ue to
ta

the limited technological facilities in schools (J us, t{‘f searcher

uItin@:qechnologies
illté‘ements are being

a,lQ rocess. Game-based

learning (GBL) is used as a t% c?llled - aJW@ game” would provide a

better platform in the Tajw Ie roagh an e a significant contribution
.In

not only for teachers b% r sou‘e o‘ltrsbthls research employs the design

’ & .
and development ﬁgh (D@p& ch an DIE model in the methodology.
&

.? e,
1.2 Proble eme’t 4 4
A 2) L

In recent days, the sustalnablllty~ issue has been a major subject (von Hauff, 2016).

Hox@sﬂng studies |n¢%§- tainability are focused more on the product’s
N
ental impact of the software engineering domain rather than sustainability
\ ents in the development process. Sustainability elements in the game application

alm to enhance the motivation and achievement of future generations.

solid practice, such as decent game design mixed with a proprlate instruction and
ﬁatel ng Islamlc

found a gap in the design and development ce of
research. Hence, for the context of \ rch, sustat

identified and implemented in the d and dev nt



In addition, there has been a growing debate about the influence of games in
diverse sectors. Nonetheless, there is currently a scarcity of studies on gam
learning research ( Snow, 2016; Greipl et al., 2020) because the scholar@ocus
more on the product’s environmental impact on the software engi& domain
(Santos-Villalba et al., 2020). Considering this statement and theWss of game
design itself is the crucial part and needs great effort, the goal Of this research is
presented. Hence, the fundamental goal of this research is Xm s’ motivational
based learning (GBL). J _\‘—}

Furthermore, the growing number of rcial ucaﬁ@ games

accessible has piqued researchers’ interesw e- rnin L) (Versus,

2020). Earlier research on game-base rnia;, on th

[¢]

0

ha@s focused on the

aﬁ:}f the procedure itself
N,

(Becker et al., 2015). Thus, l%rchep found a geﬁ the research related to
“Sin

sustainability elements in Xesijv gam ﬁsign is a crucial aspect of

direct influence of software progr and sy\nswns

successfully implementi me-b':l‘ d | :'n*ng@BL), conceptual research on
&
sustainability elewgar@ neeg./
Academicgmotivation i al fo é‘l‘fieving objectives at a particular level of
¢

competence gtg@ and,jas ar It,"acltig\‘/?ng an improved outcome (Partovi & Razavi,
(¥

NN
2019). I% , the fhajori "of edu&ors struggle to maintain their students’ passion,
nte d attentiveness durkmg}He lesson (Wang & Tahir, 2020). As a result, games

c XSed as a device in the educational procedure to improve the learning process

: jkovik et al., 2018). Furthermore, numerous experimental research explores proof
a

t game-based learning improves student motivation and accomplishment compared



to conventional techniques and methods (Sayan, 2015). Therefore, this is an excellent
opportunity to implement games as a tool to achieve learning objectives succes?y.'

Digital educational games are fun to provide high-level knowledge ﬁ;sxhing
and learning setting. Even though digital educational games have the a increase
motivation and student involvement in learning, they are still in their¥1n~cy in respect
of development and design (Hsu & Tsai, 2013). The design of the game, especially the
digital educational games, needs to emphasize the elements ga.me'that are relevant

to the purpose of the game development (Ummu Husn l., 2019): rch about
3

P | N4
games is also limited in design principles (DP) an e motivato thﬁt&@nposely

improve learners’ motivation and Continuinw nt Kﬁ’l ndbP\rg.'ZOZO).
T

Originally, GBL activities were devel6ped to'encourag uden@iearn difficult

topics. By these activities, it will increw' motivatiomand ac@ement, especially
in learning Tajweed. When games %ombineﬁ\bh% i '&Iity elements, it may

N
S Ieg}ners ith ﬁution to enhance their

, it is hard to assert that a

Y8,

produce a quality game that
motivation and improve thi: achiev
sustainable game tru e learner’s de‘m&@' or anticipation owing to the
4 ’ &
unavailability of cl weriaiﬁm tionéfsustainability. Furthermore, instead of
merely playing %&am ?ﬁec@‘fn learning via the activity of developing
¢
the game :Esfe)et al;, 2017). ?’o E:Re the issue of ambiguous guidelines, this
k

"
researc% incarpor ustai@lity components into the development of games

as t@;&; methods for Tajw@’

reover, many studies related to sustainability have been conducted in
umerous fields such as economic sustainability, environmental sustainability, and
ocial sustainability (Dos Santos et al., 2018). These show that there is a necessity to

research game design and development that concentrates on long-term sustainability. It



may discuss the processes, methods, and techniques in producing sustainable products.
The goal of sustainable software engineering is to build dependable, Iongw
technology that serves the users’ needs and develop an improved system @S not
threaten future generations’ potential (Muthu et al., 2020). To manu effective
instruments in respect of technical and marketing requirements, tcm:h elements
should be considered before the developed product. \,

Liao et al. (2020) found that good experiences are% rtan' for motivating
gamers to add value to a game. It is also supported by*Zirawa aWOl?) who

P, X
exchange.i a}@ebate
y e uh det@zﬁning the

. ¢
esea\ch ppro in terms of
identifying sustainability elements tha‘@emente me é&;n.

Related to the knowledge doﬁgsof this E % Q{E\QAF programme was

N
launched in 2005 with the goa\%gth

mic tion by focusing on the
teaching and learning processes Ja\,' , Ar b@language, and Fardhu "Ain.
Teaching Tilawah (Re@;uran sac r;ﬂon@'of the present Islamic Education

mentioned that software programmers and educators

the usage of games in the classroom. As a res

'3

&
programme. Nevw becalu \Nh greﬁe’mand for ongoing supervision and a
fe

suitable numbeK atorssi 'on to(ﬂsﬁ/number of students, this model does not
[
prioritize m 1ZIng th Q:r;?fr&n @9' ning to end (Mohd Azmir & Mohd Azrani,
NN
9. Ky v <>
A 3

&

able 1.1: j-QAF Pe?centage in Year 2019-2020 (For Standard Six)

/ Subject 2019 2020
sti 95.66% 92.40%
Quran 58.41% 53.60%




Year / Subject 2019 2020

Arabic Language 96.57% 96.09% Y-
Fardhu "Ain 99.54% 96. N

Source: PPD Kuala Lanaat, (2020)

Table 1.1 shows the percentage of j-QAF subjects for YearSix. ;lhe table shows
that the percentage for Quran subjects is still low compareg, to %er subjects (2019 till
2020). This indicates an urgent need to improve stude tivatiob{dyievement

oy
S
In conclusion, games are an exciting tool tha help‘iur eri tens@e time
Y

constraint issue faced by teachers to develop az pre

resulting in instructional strategy to b@ (
the po

in learning Tajweed. '

alternative.taols to teach,

ilrad?1999: IQazwati&Yusoff,

2017; Alsawaier, 2018). Games havt potenti No{ n givation and students’

achievement in learning. To sum?i , massive WOI’ s@required to potentially
o

design the game successfully& est c ted b&ﬁﬁe opportunity for students

oy
sjor particular curriculum subjects.

who have difficulty in eula%cademilsetti
e prable

Table 1.2 summarise th st& i thfj.research.
l ~

Table 1Q mar roblﬁtatement and Proposed Solution
(’J | e D &

" J
Issue l Pro ms@nent Proposed solution
Sustainabilit F g ¢ 'sting{\ studies on Proposed sustainability
rches sustainabitity are discussing elements and framework in

Many:
suswty focus more morg™sthe impact of the game design
0 product’s pr&%t’s environment rather

i ental impact in than sustainability elements

ftware engineering used in the design and
ain. development process.

kadiri et al., 2012)

Santos-Villalba et al.,
2020)




Issue

Problem Statement

Proposed solution

Design and development:
Digital educational games,
design and development
are still in their early
stages

(Gros, 2007)

(Hsu & Tsai, 2013)
(Kennedy & Lee, 2018)

Motivation:

Teachers  acknowledge
there is a challenge to keep
the students’ motivation,
engagement, and
concentration over time in
a lecture

(Wang & Tahir, 2020)

regardes

c,)Y' LIS
N O
1.3 Research(é}

In this ch res'e%ef
research &ﬂ% th? rg&h.
% F
as

high-quality gan&l};t demonstrates the importance and usefulness of
\

The game’s effect on Asian
kids and classrooms is little

understood.
The design  of  digital
educational games need to

emphasize the elements of the
game that are relevant to the
purpose  of the  game
development (Ummu Husna et
al., 2019)

Learning and motivation are
linked since learning is
ongoing activity
necessitates

purposeful

Comprehensive ana 0

DPs and game motivatars that

can rmer
-t

improvwa
motivation ng
involvemew n e
2019); (Laine Li

t al.,

N

o

hat
intentional
commi t
(WIlodkowski, 1986).
f

2020) (,) . mdb{gf
)

Implement Cognitive

of  multimedia 4 learning
(CTML) and gn ine
events of instr %game
design.

To properly integrate

instruction into game
design.\,

' otivation
WOphet in
desigh » d
X -
eaming,as an
techpique to
Iemehtg;/q school
have{ a positive

t on Q;X}ﬁng academic
ess (Choi et al., 2013;
tsali@ Mustafee, 2015)

~

game’s design,
particularly  for  digital
ational games, must

<4&tress the parts of the game

K\

that are related to the game’s
development goal (Ummu
Husna et al., 2019).

{7

(D -

x&f‘éms the gap and the deficiencies in previous

Craér}g games featuring sustainability components is

ive technology in the classroom. Educational game developers can utilize the

i
suggested game to construct games that have a good prospect for inspiring learners and

hancing their performance. Table 1.3 summarize the research gap of this research.



Table 1.3: Summary of the Research Gap

Research Gap Detail of the Gap References
Unclear = Previous research focuses more on (Torres & Maeedon2000)
definition of sustainability in a project context and (Rodrigue t al
sustalnabl_llty higher education context. 2015)
elements in = Other than that, discuss the feasibility of (Becker et al., 2015)
game design using gaming and simulation to introduce a  (Kasur al., 2017)
new and complex concept. (Aarseth'et al., 2017)
( mri & Ahmad,
(Qbott, 2019)
Lack of recent =  Only focus on the evaluation framewo (Togre do, 2000)

implementation ., pjg ot use repetition technique’ hdZamri mad,

of the
aine @;erg, 2020)
reipl etal., 2020)

game design  w The lack of universal evaluation @nd the” (OJHagan,etal. 2014
research on the implementation of validation p;@ (Kasurineh ef aI.,@i?)

combination - ;jl’hew praC:[[IF:a:c aI0|0|It?at|o fgl
between evelopment is frequen yunf e§3 ul
s, gui

instructional = Only discuss different e
theory, and  frameworks S Q(
learning development ws O
theory, and implementation.
motivation = More focusing ’<\
elements rather than ga Vi

= Discuss the ibili fi

=  However, #gse in ga

is still Iimmurn

Existing = 0O :on the transl (I)f uran. (Daudetal., 2014)
studies related  « ot i N{; ain@/elements (Sapie et al., 2016)
% em,
in th

to Quran s rewdrd motivation elements  (Nuril Ham Al Hafizah et
application are N appli al., 2017)
more focusing V}I not combination between (Mohamad Khairul et al.,
?n thle o % structiéna s'fiwt , learning theory, 2020)
Ar\?_”s a;m;no and any motiva onel-?'nents.

Qura Notexpl ep ajweed teaching and

a .
% = Onl exaﬁ:in Rglevel of competence and
method of{"‘?@ ing Tarannum al-Quran
= Focus on the effectiveness of software

\ application on software engineering and
0 other subject domain.



1.4 Research Questions
The subsequent research questions are highlighted in this research. T
1. What sustainability elements should be implemented in the de@nt of
game-based learning (GBL) in learning Tajweed? *
2. How was the process involved in designing and developing game-based
learning (GBL) in learning Tajweed? \,

3. What is the effectiveness of game-based learni z(GB‘,) towards the

following statements? ‘\d
Y

a. Students’ achievement between thec@ and treatment ¢r0@using
GBL in learning Tajweed. \" \)‘T
b. Relationship of motivation arw;ts’ as\hie ent a@&he students
using GBL in learning %a Cs<
c. Relationship of sustai@gty eleme\nsst gﬁ\%x achievement among
S
eafﬁing JweedQ.

the students usin
1.5 Research Purpi%z , | §
4 4
This research wt i N sustainability elements in game design and
development. I@Jhe g8
!
implemented procgss of design acé'aevelopment games itself. A game called “i-
Tajweed? 1ke de\’l bp'e}‘?s a toé}or motivating students in Tajweed learning and
enhancing their achievement. \Y
S

N

Research Objectives
0 The following list states some of the research objectives:

1. To identify sustainability elements for game-based learning (GBL) in

gal esign (SUSGAD) framework will be




learning Tajweed.

2. To develop game-based learning (GBL) in Tajweed using the seltav.

sustainability elements. %\

\

3. To evaluate the impact of game-based learning (GBL) in Tajweed

learning towards the following: ?

a. The differences in students’ achievement bet eMontrol group
and the treatment group after using GBL i g Trjweed.

b. The relationship between motivation studént’ vement
®

. !

among the students in the treatme up after dG in

4 X
N

learning Tajweed. T \
c. The relationship betweenw abi ents é’o‘gtudent‘s
achievement among t@ts in th i

GBL in learning TM.
@
% “« &
&
1.7 Hypothesis \ Aj 2

The aforementio% lem de';/?*hd f@Wing hypotheses to support the
4 2
objectives of the res%hz | \ é)‘/
Hypothesis‘1: Q
!
There i&";nifi nt' différefic
N : : .
grep? the t?a me !g oup@'ter using GBL in learning Tajweed.
othesis 2: \/Y.
S

were is a significant relationship between sustainability elements and students

0 achievement among the students in the treatment group after using GBL in

learning Tajweed.

e i%ltudents’ achievement between the control

11



Hypothesis 3:

~

There is a significant relationship between students™ motivation and st

achievement in the treatment group after using GBL in learning Taj\(eg}

1.8 Research Scope Y’

This research focuses on the research of sustainability elem in game design

and development. The objectives of serious games %g”ity' as reported by

(Katsaliaki & Mustafee, 2015), can be summarised raisi gWss of the
L ]

obstacles related to sustainability, (b) conveyingi%ation and co p’eh_\ jon of
te d credte stratégies that'are both
LT

sustainability, and (c) stimulating players to tak

environmentally and socioeconomically augn\(;d?tvgith\s, the emphasis of this
research is only on the adoption of \&a'lity as he e, the Cognitive
Theory of Multimedia Learning is t?@ﬁnary @Sﬂ;u?nc p}{kat guides this research

N,
(CTML). ‘% a 4 QC_')
| -~ & |
This research looks at ga asT (GB%‘;{S a teaching aid that entails

establishing and impl%Za curriculu dse@%current games. GBL has been
due

s

'3
chosen as an approa t dvantég%é that positively influences learners’

emotional, beha@ot-
. #
(Alsawaier, &)3

gniti‘«%and social connections in academic areas

&

!
]‘B)'(J
. NN . . .
Forth ntex;-o th :re aré\,the subject content (domain) is Tajweed rules

Whim ocus on the topic g) ukum Mim Mati (Izhar Syafawi, Ikhfa® Syafawi,
\

| \Syafawi) and Hukum Mad Lazim. These hukums were based on the experts
S

oyleetal.,

during the interview session at need analysis phase and followed with the current

qmbus highlighted in the textbook. The game design is purposely for children between

the age of 10 until 12 years old. This is because playing in childhood promotes

12



accomplishments above age suitability or customary behaviors, according to Vygotsky
(1980), who said nearly 40 years ago that assigning plays a vital part in growth?pl
et al., 2020). ('}

The major goal of this research is to develop sustainable games th sponsive
to players by modifying key game sustainability aspects, for instance: ed interactive
elements, motivational elements, and multimedia elements. Although¥ach game aspect
is unique, all implementation methods have one thing in co my'all use the same

module to generate a tailored experience: a simulation e pl yW& Uresti,

ing twogro ,the_@?n'ent

, r\% en imﬁ%mented,

2017). The population area involves 120 students, in
and control groups. Due to the pandemic of i
where many sectors are closed for safety m&gﬁ
Hence, some of the data were collecte %D

This research is also limited t

at cognitive learning outcomeséasure S
aspects that distinguishes tf@aﬂ? ificati
is its impact on studen% ion. Several (?Jjen@ have studied how the design of

4 %
programs that contai roblemsi \fm; 0 th(%fdund in video games boosts students’

engagement andydediCation i 'Iear@}%’settings (Santos-Villalba et al., 2020).
¢
(f) 2 9
&
1.9 o% al Dgfiniti S
d

.

N

ﬁ efinition of operatio@l/refers to the variables used to measure the concepts

N
a in this research so that relevant data can be gathered. The following is the
reSearch’s operational definition:

S

13



1.  Game-based learning (GBL)

GBL leads to increase learner motivation and produces a better result (Als
2018). It is defined as educational games that are interactive plays @plain
regulations, objectives, engagement, and adaptation, all depicted as aﬂ&ine. GBL

refers to the outcome of this research that is the i-Tajweed game. ?

2. Students’ Achievement z

3. i-Tajweed
The output of this research is ;atiooa

The word “i” stands for interaMa d

4.  Sustainability eIemas \"
Six elemer@mp@ in th@cess of design and development of i-

N
Tajweed as g@s t pl? j'qu iy game. The six elements of sustainability
t

t, i ('face design, gameplay, usability, reward, and

games d relevant c i
motivatio lements. d X
N

N 9

otivation

0 Motivation is the primary key to success towards student achievement. To

succeed in academics, students need to have high motivation, which energizes directs

14



from behaviour toward achievement (Steinmayr et al., 2019). Therefore, the positive

word is used in i-Tajweed game to enhance the motivation of students to stay ?@Bd

on the subject. For example, Focus (Fokus), Be patient (Sabar), Confldent(%h).

6.  Sustainable game design (SUSGAD) framework Y’
A framework that consists of an instructional design theo tive Theory of
Multimedia Learning (CTML), learning theory: Gagne Ningieve of I struction, game

design lifecycle (GDLC), and sustainability element Impleme mg game

development which aretheprimaryconceptsthatwls research. ' _{,)
<
Y. \ é\‘?
1.10 Research Significance %\, &

For the context of the educat| , thi ezT significant in creating an

N

interactive game for learning Ta w etcour 5 S ud@@t;\to go further to clearly
understand the topic (Hukum ati m a2|m). Apart from that, it
helps teachers create I eachlwg and lear, Processes.

In addition, be ause he a(f\'/ ment of technology in recent years,
this paper will ad e dlS l how ational games might improve students’
motivation a ve et i 3] e Iearnmg. Despite the fact that games are
primaril d foI,a b-lyn derpmnmg model contains a range of methods

and a p oacChes to attract playa?y' gameplay. Role-play, storyline arcs, obstacles,

P atory options inside the game, and player interaction, are examples of design
roaches that contribute to participation based on the game genre.
Q Players may be needed to evaluate, synthesize, and employ critical thinking

abilities to perform and implement plays, depending on the category and particular



game. Creators of video games are experts at generating circumstances and situations
that gently elicit these abilities. As a result, game design is at the vanguard of dev?ﬂq
new interactive design strategies (Dickey, 2005). \
Furthermore, this research is parallel with the govemment’f&aﬂons in
fostering the use of technologies among teachers in Malaysia. To dzm practice of

the integrated, holistic system by our government of Malaysiatq swen Vision 2020

for the 21%-century youth preparation. It is called Nationa ion Flueprmt 2013-

2025, which was launched in December 2012 (Graprag eta he change
N
of the systems to harness ICT to ramp up excellent learning acrass ayth\Erp e of
the eleven changes in this roadmap. \j("
The researchers’ research takes into @ecou boﬂv\the pand portance of
sustainability in the design and develNE)hase as S tr@'owmg utilization
of educational games. The goal of ﬁﬁssearch I ig @\educatlonal game that

N,
will help students and other pI%n m&watl andé:/gater grasp of the subject.
As a result, this research is m buLI ga arm@osystem in which people can

think and keep in min n knowled V\;h@so being questioned about their
d F &

individual charaWand\Eﬁm tions gzthey attempt to steer the game and

complete tasks eente ean ‘1§rém|c individuality.

As fo rf clus n, th| reéar@ ill be beneficial and significant:

1. ers t@'lear }nders% and correct their Quran knowledge, especially

on Tajweed rules. Use%éan also utilize the gaming application to assess their

N
\ comprehension level of Tajweed principles.

0 2. In particular, game designers should help broaden the sector for multimedia-
based educational games, particularly in the Islamic education area.
Multimedia developers should also be empowered to create educational

16



materials that are more durable, high-quality, and successful in the teaching
and learning process. Y-
3. To assist the government’s goal of encouraging all Malaysia@rs to
employ ICT in their teaching and learning. Thus, teachers i the ICT
with the game-based learning (GBL) developed in their teaching and learning

process. V

4. A suggested approach provides the necessary ;s far implementing
such design methodology while also facilitat xtra dw demands

X
and simplifying the integration of gam@well as'stu t‘c&@ment

in Tajweed. 4 \T
5. The i-Tajweed game can be utili% n edﬂcat al tea V'z~resource by

instructors to encourage pu&iam Tajwe é

1.11 Research Organization‘% “ Q
This section briefly described the uctur@ the thesis, which consists of
six chapters. z r ( 0.
4 2
Chapter 1- Twa er ines“an ovetviéw of the whole problem studied in

The research % res rc‘

S th&/%eearch questions and research objectives.
definitio rken o,ntlb%)

chamds y describing the g_) ture of the thesis and the most significant contents

Ncceeding chapters.
Chapter 2- Primarily explore and explain the literature of the research to provide
i

dence to justify the advantages of game-based learning (GBL) and sustainability

zﬂi@ hypothesis, research gap, and operational

0@} a clear direction of the research. Finally, this

=

17



elements in the context provided in this research of the selected problem area. It also
explains the theoretical framework.

Chapter 3- Explain the research methodology, including the resear@ities,
research design, and research framework employed to carry out the res in order to
meet the research questions and objectives. This chapter also covers the research
instrument created to help with the research. \,

Chapter 4- Discusses the flow of game design and ;ent rocess of the i-

Tajweed game, storyboard, and game life cycle. \d
L ]

Yv
research, crite @f the

si% [ ding&‘}~
ises resea,@f,g; addressed,
i nifié‘(:e of the research

Chapter 5 - Explain the result of the experim

preceded by a remark upon every res %ective. T

will also be recognized in this @)The co\am_h_st_'

@bstacles encountered
N,

throughout performing the rese also discussed. Fi(g , the chapter ends with a
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