CHAPTER 1

1.1 Introduction
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In parallel with the advancement of Information Te gy t e icon field for
mobile devices has made a major contribution to the development o
various fields such as science, engineering, medéd educati s‘n e icon
brings many benefits to industry, making i ﬁgJ:L tool for

understanding and communicating mean%wprese?aﬁ Usm ese icons can

help visualize the activities of the hum

context, it triggers memories and ions s s r&)@d resulting in what we
%4)

@

call the icon's meaning (Hort0\ ¥ %
Today, icons are abun r,ctlca ey ar mmonly found and displayed
l
in mobile devices, note creens \}s, n frequently seen in airports. Icons

are beneficial as @edlte ,)rle mmuué{on While their form is simple, their

understandmg e ext nsives rpov&()}arly all communication happens through

the mterac% ons and cons ntl a(gsastmg the earliest established forms of writing.

Thus, y an imp frole ommunicating the information and interpretation
| representations (Zéﬁaer & Mejia, 2013).

eople frequently communicate for business and daily activities via mobile

1cat10ns (Wang & Li, 2016). The icons are broadly used as visual representations

in moblle application that can assist in information acquisition and understanding. Icons



refer to small graphic images that display on mobile devices. They have a number of
functions, such as branding, defining goals and attracting user interface visual awh
(Yang, 2015). The icons can create better visual perception, capable of c% the
meaning of information (Batista et al., 2019; Chandler, 2007; Lin & Lin, 4; Landa,
2014; Qiang & Fei, 2016; Zender & Mejia, 2013) and easy to@nize and to

le o

remember (Qiang & Fei, 2016).
Icon design is the process of creating a graphic symb az

1icommunicating
a meaning. The element of icon design is the significant onefit obile user

e .
s. A

interface that contributed to improving the usability ceptance pﬂli i

broad set of guidelines for icon design is sulY'@, SKC&E elaﬁ@he style
t desﬁﬁne ith pn@‘c.e and easily

identified. Otherwise, this will create w y (Salma L, Z@Zender & Mejia,
2013). (0 \Y A
N\

For this research, icon desi 81ed ompits ele&g}s to assist in illustrating
the icon design for the ge mah.
can be used to visualiz Zh’s ge

4
has a complete am: of knO\ir N e p@ded to the human being and we must
and ;t?)%fce the teachings in our daily lives. Using

!

¢

the icon ca %ers isuall un&er@bna the idea of Surah and motivate in reciting
N

the Qur% ) o e %

efore, this chapter @ésed the background and issues on icon design and

attributes of icon design. Therefore, icons fhus

ain ‘appro in the icon design analysis

ran domain. The Surah in Quran

L

read, understandithe 1dea of t

reditingQuran among youth in the Quranic domain. This chapter covers the research
& ground, problem statement, research purpose, research objectives, research
uestions, hypotheses, rationale of the study, the significance of the study, the scope of

the study, thesis structure and conclusion. This chapter also discusses the research
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framework for the study being conducted. Definitions of terms are given at the end of

this chapter that define the concepts and key terms contained in this thesis. Y'

1.2 Research Background 3 >

Nowadays, icons have become vital in communicating the info 10n in various

fields such as science, medicine, communication and advertWoday, graphic

technology specifically using icons can convey the inform meisages faster and
more effectively using the interesting and interac envin n enhance
accessibility of information. People usually look phics on th v'eb.@e and
applications compared to text pages before r d1n Lin ef al., 2013) am' graphic

advertisements are better at catching user a t10 ha

egar@;f the image
size (Goodrich, 2010). Hence, that 15@}ple are ] c “a picture is

worth a thousand words”. In reseafch the gar. \N\? l{éen can be utilized to

enhance the meaning of the le bJe or i ati alamed, 2015). Figure
1.1 shows the sample of 1conshrepr 0 Jec@%nhance the meaning. Icons
have many benefits m@ng space, quidk x@%ﬂtlon and recall, no translation
needed, and visuallygpleasing (IiI 3 4; Hoé;ﬁ 1994; Qiang & Fei, 2016) that can

assist in underst\d&he mk 4 inf(}@aﬁon.
- ¢ \
RN

Source: Malamed (2015)

Figure 1.1: Sample of icons
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Anicon is a visual of an object, action, concept, or idea of an object. If the object,
action, or idea is not immediately clear to the users, the icon is confusing and fruw
(Chandler, 2007; Lin & Lin, 2014). Furthermore, Batista et al. (2019) had @ icon
as representational image requiring no special learning for a categoric nt. Icons
are substantial objects of study. They have the simplicity of form cor&t?d with many
other communication tools whose visual forms are much mor cMated. An icon’s
simple visual form lessens interpretative complexity. Ico Y;l to have a very
specific intended meaning (Zender & Mejia, 2013). .\d‘

y a partic ﬂle@nd
st% bile.applications

esign.%&.ents such as
nci@ icon design for

mobile application. The appropriat%l design\uﬂa )@sers to identify their
..én )
. (] .

Icon design is processed to generate icons to

better visual perception (Yang, 2015). The ico

reviewed that the design of the icon is bas

recognizable, consistency, color, and y more as the

meanings without any additio ctions. Coisideringiways of creating valuable

icons that require interdi my rl rch jactivi ‘skcan benefit designers and
researchers (M. Wang i 2;16). The
4 F &
design element in obiler@e‘m ace féﬁlﬁgher icon usability and acceptance
e

ref| e,litQigniﬁcant to have a proper icon

(Kamarulzamar%, 020; ' t al.(édk Zender & Mejia, 2013).
¢

Semio '%ies ico vxére(-}
N
Peirce’% of Semi ? (193&958) as the fundamental theory representing

info n as a visual sign\(o}éonvey the information faster to the user. Peirce

covered by Charles Sanders Peirce in

c Xd signs into three aspects, namely representamen, object, and interpretant to
ommunicate the message (Chandler, 2007; Sandera et al., 2014) . Icons with semiotics
ere widely applied in many fields to simplify the meaning of the information and assist

in comprehending abstract information. Due to the capability of the icon, it motivates
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the people to comprehend the messages and therefore ease their work and activities.
Therefore, the benefit and potential of icon and icon design in conveyw
information can be extended to the Quranic domain in this study to assist i% izing
of information and increasing capability of understanding and practisi uran.
Quran is a complete Book of Wisdom and the source of know&g?provided to

humankind. It is the responsibility for all Muslims to engage irMuranic learning
S

that can shape us to be true Muslims and rounded human az.an et al., 2016).

Reciting the Quran is one of the strongest ways Muslim do to Mdegree of
"X

devotion to Allah, the Almighty Creator (as cit@wi et al., 4’ @1 has

mentioned in the Quran “And certainly, e % Qurqa‘/?easy for

remembrance, but is there anyone who Will mi

Besides, in surah Yusuf, verse 2 “Sur%@e reveale
may understand.” (Al Quran. Yusu%). Thus,\*egi @y reading the Quran,
S

we as Muslims must be able t and 1t, so thatiwe 4@31— convey the message and
S

practice it in our life (Mazl }.,2OI !
Quran’s domain and complex !nfbaation that creates difficulties in
4 <'Q
acquiring the knw Accclr \tq torgd’ al. (2020), Muslims have difficulty
understanding % nc \ is it‘j%éause the content of the Quran has its
¢
interpretatio %ch semanti o[w@s. Besides, some studies mentioned youth has
r:ss

lack of% on

avai owadays (Anas et a@ 7). Therefore, it is important to focus on the reciting

ran. mar 54:17).

it an @c Quran that you

N
uous*&iting Quran although many technologies are

,

% at can assist Muslims in understanding the idea of Surah and thus can motivate
6 in reciting Quran (Abd Rahman et al., 2017; Abdullah, 2020).
Reciting the Quran is the focus for Muslims in Malaysia. The aim is to improve

the skills in reciting, comprehension, and appreciating learning of the Quran. Today, a



new trend is to recite the Quran via mobile applications. Alternate methods for reciting
Quran and attempts to improve those aspects are highly beneficial and deemed as aw
deed in Islam (Ibrahim et al., 2012). Getting a mobile application that enabl% ing,
reading, and listening to Quranic verses would be a useful tool for peo is study,
the semiotic icon design application was developed to visualize the g¥gf Surah that

can assist to motivate youth in reciting Quran.

In Malaysia, many techniques in reciting Quran exi in con'/entlonal Quran
(Mushaf) and technology. A few reciting techniques onv t1 ran exist,
namely Quran with Tafsir such as Tafsir Al-Ibn Kats Tafsit Nu -Its aizan
& Hussin, 2014), Quran with color Tajwid, it Wéq 1da’ ,@Iran with

Calligraphy and Khat (Hassan & Khalruldmw ; Quran with,Trans Quran with

Muslimah theme and color Tajwid ai@ Amazin h T@%’ (Naurah, 2019).

Besides, reciting Quran also has an tlve wa\f\ls pﬁ*ology such as reciting

the Quran through mobile appl R/ Sm r‘(, JAKIM in collaboration

with Malaysian Communic d media Co 31011 (MCMC) and Ministry
san l\Lh

u} {n, 9), Muslim Pro, Quran Kareem

and so on. Altho ere are l‘ll n1qu é recmng Quran physically and using

of Home Affairs (MO

technology, ho Ver, ave conducted on the technique of reciting
the Quran u 1c ns. s t‘dy@ con design for the Quran domain has space

for exp a f
rtheless several is u&?&fre found in icon design and Quran domain from the
t . The business had focused more on the aesthetical aspects or elements of icon
Q n for several years but less attention was paid on other elements of icon design in
obile applications (M. Wang & Li, 2016) especially on the element related to icon
meaning such as recognizable and semantic (Zender & Mejia, 2013). Besides, some
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studies mentioned that research related to ease of use of icon design for numerous user

groups is also still narrow (Ghayas et al., 2013, 2019). Therefore, it is vital to fw

icon design elements that relate to meaning that can assist in under@ the

information and facilitate recognition (Cheng & Patterson, 2007; Sal 1., 2007;

Yang 2015; Zender & Mejia, 2013). q
Salman et al. (2007) stated that in studies on icon desigq mfally for medical

information, the icon design should be identifiable, intuiti asy'to recognize by

the users with no error to ensure the correct informatiofgto th qu must be
@

designed cautiously to be recognizable. Otherwise, d

would be i ezﬁe&\rious
problems can be provoked, and raise various i n % enGQ;zl:e proper

fm\the ect functionality of the

Besides, there is also a study %e icorﬁe n qn'\'p\oblem of the sample
mé% -3
[

of five icons in mobile banki Yang (20 )qwhe% e user had trouble in

understanding the icons. Fi ﬁistT ep ble@cons with original meanings
of icons and their cont%?study ; und il‘tlthe&ffectiveness of'icons is typically
\'m.ap

affected by the overSunplified fo prog.w message, ambiguous message, and

bad associationw the™s 'd pre*eXisting mental models. The icons were
¢

identified ai !@ in fe en eg)g ition, relevance, and uniqueness (Yang, 2015).

In this r% he elém ?f rec

toe hat the icon is easy @ comprehended.

N
N

€
ogfq@

ition and relevance were taken into consideration

%,



Icon Intended meaning  Context

This icon is displayed in a mobile banking app. After

Mak t clicking this icon, users could enter the payment screen

Make a paymen . .
a pay and perform actions like select payment method, choose

date and enter amount of money to pay, ete.

The discover icon is found in a social app. After clicking

/ Discover this icon, users are able to browse text content within the
chosen topics.

ﬁ This icon is part of an infant and mom mobile app. After

Baby journals clicking this icon, users could use the app to write journals
and store photos about the baby.

Users could check available social activities by clicking

Social activity this icon

This icon is also found in a baby related app. This baby
club is a place where moms /dads could talk with each
other regarding topics of baby raising, breastfeeding, etc.

Birth and baby
club

Y W i
Serce: Yang (2015)

Figure 1.2: Meaning Ntext of Pro a‘fiiQns

&
In addition, Zender and 13)€in thei die %ﬁ comprehension of icon

stated necessary reason wouldmat are ecognlzed as expected. Icon

comprehension studies z;ure ratg of 9 pdr nton the comprehension of medical
' n‘

icons designed for crossing anf cultu | Barriers. Despite the ordinary failure

of icons, not m m—nte from either a theoretical or a practical
| (./

approach. Ma% esen eﬂat&%?ymbols of icons, but few volumes explain

how vi % bols ‘4) n or how they can be enhanced. Studies also

mentiongd that despite the app&ut simplicity, clarity, and consistency of icons, the
N a combination of symbols The single icon may incorporate several different
S ols to construct meaning. To encourage clarity, semantic elements may assist.

us, it is crucial to focus on comprehension of icon design to ensure the icon is



recognizable and narrow in semantic range but at the same time maintain the simplicity,
clarity, and consistency of the icon design (Zender & Mejia, 2013). YV

Furthermore, scholars also mentioned they are facing challe@ the
uncertainty of icons due to the lack of standard use for most icons (Ba&al., 2019;
Merdenyan et al., 2014). When the icons signify very abstract C(RI%, it will be
difficult for the user to make the correct analogy; theref emmage must be
supplemented by a text label. But in some interpretation (Y-

as 'amblgulty It is

feasible to perform a redesign to enhance the icon desi otr og y the user

and that do not perform well during an evaluation % understa b@on is
to_the | stan\%a use for

important to ensure the message is delivered

most icons, text labels are frequently use d sen nvey@meamng and

lessen uncertainty of the icon. Altl\hcertam 1 <<increase several

interaction problems, properly de icons \pm?e _\'ld-user performance
o S

(Merdenyan et al., 2014). &
Based on the issues Z'l\ﬂ%re}segféf found there were gaps and
potential of icon desigt% dom

the issues in icon d&ﬂvere lzlc ies g_ﬁbcus on icon design elements related

to the icon mea% 'able éfantlc (Ghayas el al., 2019; Yang, 2015;
Zender &

51mphc% i
corﬂé

n. This might lead t@eading, confusion, and information comprehension

n th a‘n plored in this research. Overall,

ty{G a%s et al., 2019) at the same time maintain the

r2016:&nder & Meija, 2013) and color (Guo, 2016a) of

p e s. Besides, some studies mentioned that research related to ease of icon design
umerous user groups are also still narrow (Ghayas et al., 2013, 2019). The proper
on design is beneficial to ensure the icon is recognizable and communicates the correct

meaning to the user.



Besides, in the Quranic domain one issue is that youth have less motivation in
reciting Quran due to low comprehension in Arabic and lack of awareness in ?ﬂg
the Quran although many technologies are available. Muslim also faced @’ty in
understanding the content of Quran because of its interpretation an emantics.
Based on issues in the icon design field and the Quranic domain diséfissed, there are
gaps in icon design studies and the Quran domain that can b% explored in this

Hence, this study would like to explore the icon design that fdcuses,ofi the element

@
of icon meaning such as recognizable, semantic, @Iy at the sa tilnel\ﬁq}ntain
the simplicity, consistency and color of icon t ist 1n % g o@rmation
in the Quranic domain. Therefore, the benwoc;?:n 1
Quranic field to increase the capability@standing
propose an appropriate icon des% be us\m?a

@ S
interpretation of the idea or ge rah in the Quran. &

research.

1.3 Problem Statement P g ’ o <</
NN ©
ée&gdel e

man(V} lds such as science, engineering, and

Icon has
medicine to d the inform. orﬂ'fas@ the user. The benefit of icon in the mobile
user interfa lud? ac ;avmg&st recognition and recall, no translation needed,
y pl

and yisually pleasing (Harley, 2@%},- Qiang & Fei, 2016). The icons are also utilized for
N

EN, specifying goals, and creating appealing user interface for visual attention
g

,2015). Icon design is a process to generate the icon to express a specific meaning

Qd better visual perception. Hence, the icon design is significant for mobile user

interface for higher icon usability and user acceptance (Kamarulzaman et al., 2020).
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Businesses had focused more on aesthetical elements of icon design for many
years; however, other elements of icon design are less explored (Lin & Chen; ;
Wang & Li, 2016) especially on the element related to icon mean@h as
recognizable, semantic (Ghayas et al., 2019; Yang, 2015; Zender ija, 2013),
familiarity (Ghayas el al., 2019) at the same time maintain theysimplicity and
consistency (Guo, 2016; Zender & Meija, 2013) and color (Guo, 2016) of the icon
design. Poor icon design might lead to misleading i %().n, confusion, and

comprehension problems. Therefore, the proper icon de is vital the icon

(&
@

is identifiable and comprehended to avoid confusion&;ca etal, 2019; ]‘a@OM;
P 4

Salman et al., 2007; Yang, 2015). \ \)T
Besides, some studies mentioned th. eXc:m‘ate icon@?—: of use, and

icon design for a variety of user grouw mited ( s et@%OB, 2019). The

icon design research can be improv% concen\ﬁngyon mi?peciﬁc area of study.

0 \
Proposed elements for icon desi i i

ut t need further work by

accessing and adjusting @A q[ 1onn iresigéervations, interviews, and
evaluation by experts t € most i 'eb'design elements and recognizing
4 ¢ &

the actual situation ciated tr \design gmarulzaman et al., 2020).

Furthermotze, y s icon/design are beneficial to communicate the
K L4 ! La_‘
information_faster to the user; oieve,} e researcher found there are limited icon
Qv N
design % certdi ?ins in$ding the Quranic field. There is yet to be a basic

design elements fo@Quran domain. In Malaysia, basically Mushaf of Al-

x now displayed using technology for reciting Quran. Many studies focus on
echniques in reciting Quran through the conventional Quran (Mushaf) and using
chnology (mobile application). Most studies focus on the reciting Quran using

translation, tafsir, color tajwid, waqaf ibtida’ and Muslimah theme (Al-lhsan, 2014;

11



Naurah, 2019; Wan Hakimin et al., 2018), and reciting Quran through mobile

application (Jabatan Kemajuan Islam Malaysia, 2019; Ministry of Home Affairs, 3

(¢]

There are many techniques for reciting the Quran; however, the researche@ther
are limited studies conducted on technique of reciting the Quran using*

Besides, one survey mentioned that Muslim youths were less moQated inreciting

the Quran due to low comprehension of Arabic language useq iMuran. A Youth
ent o

Survey for Malaysia and Indonesia in 2011 reported that 73 f yr)uth read Quran

sometimes and 78 percent youth understand Quran little get l.WOne study
.y

mentioned youth lacked awareness on continuousiréeiting Qura lt]‘o@nany

technologies exist nowadays (Anas et al., 201

ce,{ ant\@~ youth to

int g the Quran.

and emphasized solely on direct informati gch o&‘é techniques such as
storing, listening, and searchi ithout rrﬁ)re elabarate main techniques. This

supports that there is a lac a licli that, focu e%n detailed techniques in the

design'f e Quranic domain has room for

Quran domain. Thus, % on ic Or@‘
&
@

exploration. \ l \ %

Thereforegtherc¥s a n opost)ﬁ’emiotic icon design as a supportive tool

05

@
and techni %citin Qura th& celjc?ssist youth to visually understand the genre

N
of Surah'1 an thils tingﬂ&m in reciting Quran. This study focused on the

des@ development of a{%ﬁorﬁve tool for motivating in reciting Quran using

icoms. ¥This application employed the Peirce Theory of Semiotics (1931-1958)

: ndler, 2007), the icon design elements (Kamarulzaman et al., 2020), the ARCS
0

del of Motivational Design (Keller, 2000), and the Prototyping model (Sommerville,



2016) to produce the semiotic icon design to visualize the genre of Surah that can

1.4 Research Objectives Y'

This study aims at studying the appropriate semiotic icon de as a supportive

motivate youth in reciting Quran.

tool to assist youth in reciting the Quran. Four research objéetiv (Rﬂ) are outlined in

this study: .\d

®
1. To identify appropriate semiotic icon design nts for reciti u@
2. To design fidelity of semiotic icon diiin motiVatin outh\‘f}ﬁ~ reciting

Quran. V \ g
3. To develop a prototype of sem\c% design tior@‘motivaﬁng youth

in reciting Quran. % \T
i bili i

4. To evaluate the icon de £, mo ion,@c'a acceptance of Semiotic

Icon Design Applicati(mrec' 1 n (SI]%)) using PACMAD Usability

model, ARCS% f Motlatio allD@n and Technology Acceptance
4

Model (TA o é}’

NERN
1.5 Researc Mtlo s ‘? | G)O
tf) 4
@
E %’obj?t' es of this @y, research questions (RQ) have been prepared
Q‘ vl 3
mplet

to complete the study. The rese?'rjﬁauestions to be answered are:
What are the appropriate semiotic icon design elements for reciting Quran?

0&2. How to design the fidelity of semiotic icon design for motivating youth in

reciting Quran?



3. How to validate the fidelity of semiotic icons for motivating youth in reciting

Quran? Yw

4. How to design the prototype of semiotic icon design application fa%\atmg

youth in reciting Quran? A

5. How to develop the prototype of semiotic icon design appllcatl for motivating

iztlo and acceptance

7. Does the semiotic icon design element influe uth’s moti 1(#1 @mng

youth in reciting Quran?

6. What are the responses on the icon design, usability

of Semiotic Icon Design Application for reciting

Quran? " \:T
8. Does the acceptance of Semiotic I no}pp tion @eciting Quran

(SIDAQ) influence youth’s m tloan reciting an? k
1.6 Hypothesis E

Based on the fourth researc @gh‘th research questions, two

bje . nth a
research hypotheses have cevelold a dste@u%mugh statistical analysis.
N filoy
1. Research x 7: oes mio@ncon design element influence youth’s

&

motiv Nrec in n'?' O
Hy %1 ere n&ﬂéant influence between semiotic icon design
ents and{h atlon in reciting the Quran
Aearch Question 8: D@s the acceptance of Semiotic Icon Design Application
% for reciting Quran (SIDAQ) influence youth’s motivation in reciting Quran?

0 Hypothesis 2: There is a significant influence between acceptance of Semiotic

Icon Design Application (SIDAQ) and the youth’s motivation in reciting the

Quran.



1.7 Rationale of the Study

Despite acknowledging the important value of information in Al-Qu% the
vital role played by icons to visualize the information, empirical researchin icon'design
related to Quran is relatively rare and new. As a result, the motivation of this empirical

re Zy

study is to extend knowledge of semiotic icon design in lite% specifically

focusing on the semiotic icon design elements and the s po?'ool and technique
used for motivating in reciting Quran. There are three éao e! focuged on this
study namely, semiotic icon design, motivating youth, and réciti Qhu\d His s\ ion
summarizes the rationale behind these three appr%r this j‘ ' —{‘)
s \)‘T
The rationale for using the semiotiiwxgi \oach i@q‘gstudy is to
satisfy the objective of the design anr@ment 0 i

Quran. Semiotic icon design is thg"process o \e{an

éual sign to convey a
N\

particular meaning and bettere per&ptio? ith @bility to communicate

meaning. This approach is_practieal al used\' many fields to simplify the

=

meaning of the informatio assist i co rdha@ag the abstract information. Due

4 b o
to the capability of won, it
therefore ease h{&rk a

M the péople to comprehend the messages and
K.
created to ass%qsua zing

to recite the an. g

%

S. 6(%3 study, the semiotic icon design was
! (?
inrc;) Surah in the Quran that can motivate youth
S
A\ 3

rationale for usihé?che motivating approach in this study is because

%ﬁon is an essential aspect of instructional strategy. Motivation ensures that the

Grs keep on using the learning objects after the initial usage. Since the users of mobile

applications cannot be controlled like students of traditional classrooms, therefore

L

motivation is needed to sustain interest among users of such applications. Despite its

15



importance, however, most developed mobile applications have neglected the

motivation aspect. This is even though motivation encourages retention amon?!

A0

The focus group of this study is in motivating youth in rem?ran This is

especially if the information is complicated.

because there were issues found that youth have less motivation %ci the Quran due

to the low comprehension in Arabic (Keng et al., 2011) and ack areness in reciting
Quran although many technologies available (Anas mé slims,also have
difficulty understanding the Quran content (Utomo etal., 2020) eMe’lKQneed
for an alternative way in motivating the youth i iting Qura such as a S port to

'}ﬂQ uran, @fdes, youth
ermi e?the direction of

visualize the idea of Surah, thus motivating th reci

also is an important asset to the country fod th

the country in the future (Najib, 2015). % eciting=Quran is crucial as
guidance on the rules and manner ben%h 0 t@od Muslims and future

leaders. Youth also have hlgh ns on nology Aée)dhanl et al., 2019). Hence,

the focus group of stu d 0'its 1\§?t less§ and the current needs of the

younger generation for youth'in 4

Therefox& stu ed téfn’tegrate the semiotic icon design and

motlvatlon as o0 cater to th€ p l m aced by youth in reciting Quran which is to
be cont nga;e toj'nders the message or idea of Surah that can motivate

ther@lt ng the Quran. The S model of motivational design is suitable because
N

t goal is to build up and retain motivation. Furthermore, it is widely used in

Q ation and information technology research.

The rationale for using the reciting Quran approach in this study is because the

study on semiotic icon design is still new in the Quranic field and there is a gap to

16



explore. The selection of three Surah in the Quran which are Surah An-Nur, Surah Al-
Hujurat, and Surah As-Saff were because they contain rules of Islam, mes?'ﬂh
human life and manners, and as a reference to the Muslim. It is the bas@ that
guides the Islamic community. This study focused on the semiotic 1cdﬂ¥gn for the
genre Surah that contains the rules and manners that can benefit the W generation.
The icon design for the genre of the Surah can be generalized Murah is as it has
the generic meaning between the Surah in the Quran to be %

in 'ife Overall, the

rationale of the approach mainly selected based on the iousli WHd expert
@

recommendations. é ' Q}
4 B

1.8 Significance of the Study ? \ Yy
The icon is widely used in m\% such as-i

education to deliver information a erceptlon

cier@ ngineering, and

Cl‘\ ie, 2015). Using the

. . >
icon brings many benefits to t ry, iaking-i cre@ly popular as a tool for
understanding and commumcm Th of thQéon is saved space, fast to be

identified and recalle% slatio ﬁd la 1sually pleasing (Harley, 2014;

Qiang & Fei, 2016)%% er. s 1S stll(_p nfant stage in the Quranic domain.

Through previoK es i 1ds scu§v/as science, medicine, engineering, and
¢

education, it 1%

faster a bet?r vi al pe@tlon although there is complex information.

xpress the specific meaning of information
Theﬁl is believed that %:rg the icon design in reciting Quran, youth will

rate similar benefit to Vlsually understand the Surah genre that can motivate
t t

C‘%f

o recite the Quran.

Q Theoretically, Semiotic Icon Design for reciting Quran (SIDQ) was designed

based on the semiotic approach in Peirce’s Theory of Semiotics and literature review

17



on comparative study of icon design elements from previous studies to be adapted into
the Quranic field. In general, this study contributes to the field of semiotic icon A
This study also contributes to the body of knowledge in the Quranic field %\ng to
the icon design for Quran. This will enrich the literature review on sem icon design
elements that focus on meaning. Besides, this study also contributes a hewly developed

semiotic icon design and extension of semiotic icon desig frawork for reciting

Quran using the Peirce’s Theory of Semiotics (1931-1 and'er, 2007), icon
design elements (Kamarulzaman et al., 2020), ARCS el of Moti al Design
Y

(Keller, 2000), Prototyping model (Sommerville, 2 PACMAD, sa‘)i@wdel

(Harrison et al., 2013) and Technology Accept de% avi@@). This
T

theoretical approach was limited to being cénducted in\iﬁon ign's

Methodologically, this study appli@ign and

Type 1 approach integrated with @

process to develop SIDQ and S

Op@ research (DDR)

Q(E\[‘ained the systematic
N

sing on the experimental

@cceptance of the application

to the real respondent ibutes to th fra{m%brk design for semiotic icon and

4 -‘40

instructional desig Withli oachg.aﬁty semiotic icon design, application
éﬁ

design to test the icon desi hﬁli

and evaluation esi 'ity, ation, and acceptance of semiotic icon
@
design appli % for [reciti Q'uré’bverall, it provides contributions to the
@v N
summative ,an@ formétiye iluatio&)f SIDQ and SIDAQ. Lastly, it can provide a

detﬂ&ocess for developin@@bile application throughout the DDR phase that can

b 1delines for other researchers.

Q ractically, this is the new approach in the research of the Quran which focuses on
i

sualizing the Surah genre using icon technique. This technique will provide an

alternative technique in reciting the Quran using the icon that can visualize the genre of
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Surah. This study potentially will provide an alternative tool for promoting icon design
in the Quran domain. Indirectly, this application can enrich the reciting media o

in the Quran using the icon. Besides, the study will promote the field of s@ icon
design and icon design in the Quran domain. The apps may serve as ﬁ%rﬁve tool
that can assist youth to understand the Surah genre and thus motivate?r?to recite the
Quran. Furthermore, this study also can assist the nation in thi innovation of semiotic
icon for the Quran industry. This innovation can visuali rah' genres that can
assist youth in reciting and practicing the Quran. The outptialso ¢ lWe amobile

application for reciting Quran and Mushaf Quran wit semiotic ic ' _\"}

Empirically, the study contributes to the es % tior\ogzhe SIDQ
otivation, a&:eptance of

semiotic icon design application for réiting Quran. It als ntri@% to the formative

and summative evaluation of SIDQ %IDAQ. \N$S
contribute theoretically, metho%lly, i
knowledge of icon design t mn \
youth in reciting the Q%%. r
&
1.9 Scope of th@ Q
\

[ 4

and SIDAQ on the aspect of icon designiwusability,

ptg hat this research will

N\
pirically to the body of

of Surah and thus motivate

O

!
The sco@ limjtation BT this t&i%r involved the design of semiotic icons and

the dev@'of S otj)}con d@n application for the Surah genre in the Quran

omgins. he sample for this sﬂq“izs. three (3) Surah in the Quran which are Surah An-
\

o

ah Al-Hujurat, and Surah As-Saff. These Surah were selected because they
C in rules of Islam and rules of life as Khalifah, as a reference to the Muslim as their
erses contain messages with very close connection to human life and they form the

basic Surah containing a guide to the Islamic community as recommended by the three
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(3) experts in Quran. The icon design for the genre of the Surah can be generalized to
other Surah as it has the generic meaning between the Surah in the Quran to be pr

in life and as a guidance. The study on the icon design for this Surah s%\imed
specifically for youth because it related to the manners that can b e young
generation. Youth have a high intention in technology use, so this research would like
to propose the semiotic icon design as a supportive tool and technique in recitation
Quran using icon. &.

The target user for this study is the youth from a to 30 y from the
L ]

X
from sec ar‘l s&ﬁ&l and
nt(t\}ﬁ'e age Q’% 17, age
. s, o
slaniT an on-Is.@'lc educational

backgrounds. The icon design and pro‘w the application w@ aluated by three

(3) experts in Quran, and three (3) in Info\ah'og

Central region consisting of Selangor and Negeri Se

higher learning institutions. The youth age is

18 to 22, and age 23 to 30. The youth comm

];{'{%?ogy (IT). This in line
& N
with Nielsen (1993, pp. 156) ommendedra ou‘zgc;ge to five evaluators for

evaluation, which can identify abéut 716 percent e usability problems in the

application interface. four (74) y th! w%’ randomly selected as research
s ¢ &

respondents. The eyaluyation of| \fudy inv&s! the aspect of icon design, usability,

motivation, an% nce

plicaé%l’ through questionnaires and interviews.
¢

!

The pilot @lve hirty- V&l @Outh and a preliminary study (survey) with
N\

one hur% thirt€ youﬂl‘}espondents.

Y—v
\’
\%

=+
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1.10 Research Framework

Figure 1.3 summarizes the research framework for Semiotic Icon % for
reciting Quran (SIDQ). The framework discussed the work processes i @in this
study. The research framework is based on the design and developmeant research (DDR)

approach integrated with the ADDIE instructional design model.% main phases

r?'development, and
phase @?d ADDIE
, lementafionj7and
p X

evaluation. The Prototyping model is also being hroughout these ﬁve‘eﬂ stages

are involved in this study which are: needs analysis, desig

evaluation phase as the umbrella of this research. The

o

five (5) stages which are analysis, design, deyelopm

until the final evaluation of Semiotic Icon Design A W for R@ng Quran
(SIDAQ) prototype. The four (4) steps in Nng r‘ewo

define the prototype functionality, deve pro%a
1

prototype was developed to dem: rfraa h%w%v
abily, 2

work in a particular situation& 009).

Semiotics (1931-1958) Chwﬁ, 200'7)

2020), ARCS Model o tivatiof: s@n{@(eller, 2000), Prototyping Model

(Sommerville, 20@@&& ﬁ(@miqu 'e’ao & Kamil, 2015; Jackson & Ciole,

: B
2017, Mcelro(,m Zegzoyski I}llltg(g%,&OM).
Ther%a evaluati i@déability using the People at Centre of Mobile

4
Applicati evelopment (éACM‘AD) Usability Model (Harrison et al., 2013),
N

e prototype objectives,
elag}te prototype. The

ati %esign component will

maotivation using the ARCS ™odel of Motivational Design (Keller, 2000), and

énce using the Theory Acceptance Model (TAM) (Davis, 1989).

S
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PHASE 3: EVALUATION

Theory/Model / Method

PHASE 1: NEEDS ANALYSIS PHASE 2: DESIGN AND DEVELOPMENT

Pilot study (37 youth), Evaluation (74 youth, 3 Experts IT, 1 Expert Quran),
Questionnaire, Interview

i i
] |
Input ! Process ! Output

] |
] . . . . |
_— : | Fidelity Semiotic Icon Prototype of Semiotic |

Semiotic Icon Design ! ) vp o : Semiotic Icon Design Application for Reciting Quran (SIDAQ)
: Design (SIDQ) | Icon Design Application :

i —_— o - T :
SLR, Comparative Study Low Fidelity [ Define Objective | i | Experimental Post Method |

Preliminary Study ¥ i
. |
Gap Analysis Medium Fidelity | Define Functionality I |
|

7 v i 6lcon PACMAD ARCS Model of Technology

- High Fidelity | Develop Prototype | i Design Usability Motivational Acceptance

Peirce’s Theory of x ¥ ! Elements Model Design Model (TAM)
Semiotics - 4 | Evaluate Prototype I !
\. 6 Icon design 4 elements of !
Elements ARCS Model |
|
1
1
|

Construct Validation (3 Experts IT) Survey (113 youth), Content Validation (3 Experts Quran ), Interview

ANALYSIS DESIGN —>|  oeveopment |___.| IMPLEMENTATION |—-| EVALUATION |

DESIGN AND DEVELOPMENT RESEARCH (DDR) APPROACH (RICHEY & KLEIN, 2007), ADDIE MODEL (MCGRIFF, 2000), PROTOYPING MODEL (SOMMERVILLE, 2016)

I
1
|
1
1
1
1
1
1
1
1
|
1
1
|
|
|
|
SLR, Preliminary Study (3 Experts Quran, 3 youth), !
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|

________________________________________________________________________________ .

I
I

| Comparative study 42 icon design elements | | 2 Sketched Icon design/genre | Storyboard (28 icons for ; Icon Design Usability Motivation Acceptance

! .
v — v . genre Surah) ! Recognizable Effectiveness Attention Perceived
Proposed 6 Icon Design Elements | 2 Digital Icon Design/genre | i Ease of Use
. i ! Satisfaction
Recognizable Semantic App Interface Design | : _ Relevance :
| 1 Final Digital Icon design/genre | v ! _o our lT‘ Perceived
i i t - onfidence Useful
| Simple I | Consistency | v Prototype of Semiotic E Semantic sefuiness
| Colour | | Familiarity | VaI|daFed F|de||ty.S'em|ot|c Icon DeSI'gr.1 Application } | Satisfaction | Actual Use
Icon Design for Reciting Quran for Reciting Quran ! —
(SIDQ) - 28 icons (SIDAQ) !

I
I
I
I
|

Researcher, Youth, Expert Researcher, Youth, Expert Researcher, Youth, Expert

[Role ] [Approach ]| oOutput/Deliverables |

ARCS — Attention, Relevance, Confidence and Satisfaction
PACMAD - People at Centre of Mobile Application Development

]
]
]
Legend E
|
|
|
|
i

Figﬁgg 1.3: Res‘earql‘@ Framework for SIDQ and SIDAQ
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In phase 1, the Needs Analysis phase, the analysis stage focused on the analysis
of the needs of the study and literature review. This stage employed the first ste?ﬂe
prototyping model, define the objective of the prototype to develop a cl@ﬁned
purpose, objectives, and needs for the semiotic icon design and semi icon design
application to determine what the application should be able to d@, and the plan
involved. The review of the study covers the topic of icon_desigh, the issues and
problems, theories related to icons, and elements of icon de "XIZO

l]ile applications.

The review on the theory of semiotics was also conducte supp ﬂwes related

]
to visual icons. Peirce’s theory of semiotics was sele@ the theory t]‘is @y due
to its suitability and practicality for the ViquW, Tk@ er p@rmed the
tiye st

systematic literature review (SLR) and co ati udy in ersta.@;‘g. the concept

ico@%sign for mobile

p{e\built to support the

of icon design and to find the ap I‘l&:‘; elements

application. Through this phase, l%concepts\tk%e
on

N,
research done. A review of the \% esign men&én?s analysed by comparing
\r' 1e§ fr

the icon design element fr reviou omavarious fields such as science,
advertising, IT, mec%ﬁm}vlﬂ lde@h, and Islamic content. The
comparative study &donel -two éﬁb} icon design elements for mobile
applications Wi@y (4 icS. (§Q

Based %itera rere ev;, tbfg;gre limited studies conducted on the areas of

N
icon de% Islarﬁuacjﬁnt s as Quranic that make it possible to execute in

Quranic'domain for Visualiziq@é Surah genre. The comparative analysis found the

¥
X’nmon ten icon design elements in the mobile application. Six (6) suitable icon
esign

L )
—

elements were selected for this Quran study. Among the related six (6) icon
esign elements are recognizable, simple, color, semantic, familiarity, and consistency.

These six initial icon design elements were validated by three (3) experts in IT to
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determine the suitability of the elements and to represent the areas of knowledge to be
evaluated in this study. The validated icon design elements will be applied in th

and development phase. The outcomes from this phase produced a propose@ icon
design elements for mobile application that guides the icon design for Quran in

phase 2, Design, and Development. The results of the literature rev Q answered the

ig andidevelopment of
(6)\!@4& of icon
X

design and four (4) elements of the ARCS Model of tional'Desigh. ’n ‘t@'esign

e K‘tl ity w. s‘gf)plied to
i oﬁ:\he n desj@Yr;cerface was
placed. This step visually conceptuahz&ain feature he i@%esign. This stage

employed the proposed six (6) 10%s1gn e e ents) (r

semantic, familiarity, and cons hase ne an element of motivational

first research question of this study.

Phase 2, Design and Development phase involved th

the semiotic icon using the fidelity technique embedde

stage, the second step of prototyping, define

decide how fidelity of icon design and fi
qg:r}ﬁable simple, color,
design from the ARCS Motiyatiofal

d
and satisfaction) us1n% techn (‘)‘vé' ty, medlum-ﬁdelity, and high-
2
\ed\s etc

fidelity). The ﬁde teps t 0 (2) icon’s designs per genre,

el thIl relevance, confidence,

digitizing the t 2) er ge nd finalized one (1) digital icon’s design

per genre. Ts%chln was ri‘m&} sing paper sheet and the digital icon with
digital ng e toshu?software These steps were filtered till we get
ﬁn ne (1) digital icon. NV
N
urvey was done for the digital icons with one hundred and thirteen (113) youth
ndents and content validation of final digital icon design by three (3) experts in

uran and thirty-seven (37) youth from Quranic background. The results from the

survey and validation processes are discussed in detail in Chapter 3 and 4. The output
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of this phase is the fidelity of semiotic icon design named Semiotic Icon Design for
reciting Quran (SIDQ). The results of the semiotic icon design and icon Validatiwﬂé
the directions to answer the second and third research questions of this stu%\

In the development stage, the third step of prototyping, develof&type was
applied to decide what to be placed in the semiotic icon desiganation. The
prototyping steps consists of four steps namely define prot Nantify prototype
functions, prototype development and prototype evalua O%ﬁ?ﬁfst steps define
prototype objective involved defining objective of se ic ic i ;‘)plication
(SIDAQ) to visualize the Surah genre to motivate uth in reciti g'Q&Fa} The

details of SIDAQ prototyping plan are discussev pte% fou@;e second
I

steps define prototype functionality involvw ess ﬁde ide the Q interface,

features, and functionalities for Visualiwa)f Surah usi

of the stage are discussed in chapte%e and o\hgth' (j({%ps develop prototype

N,
involved the illustration of Sll%ryboglrds dlweilQ ght (28) semiotic icons

se '%icon. The details
o

design as the foundation of the oti] nd Surah sﬁént screens were designed to

complete the applicatit% t (see Appe i}(b)@’e semiotic icons were inserted in
\‘;\ &

the SIDAQ mobile Wnterfzic e ac design was implemented and made

clickable. The d@this
; w2

evaluate prototype) involved t c&al ation of the SIDAQ prototype by youth and

N

experts % t theteM through pilot study and evaluation.

rall, the application @Hed the four steps in prototyping the Semiotic Icon
‘& N

@Application for Reciting Quran (SIDAQ). The application was consequently
1

dismtg_%d in Chapter 3 and 4. The fourth (4) steps

& ed on Android devices and tested for functionality in a real environment. The
tailed prototyping steps are discussed in Chapter 3 and 4. The application storyboards

were illustrated (see Appendix 3) to provide a roadmap for a clear picture of the
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arrangement and the content, connection between the screens, and how users could

navigate through the application. YV

Next, the design and development of the application screens wer@rmed

using Adobe Photoshop and Adobe Flash software. When the scr&igns and

concept were completed and implemented, all the twenty-eight (28) semiotic icon

designs were inserted into the application with the Surah vers Mnres. The actual
X

design was implemented and made a clickable application ul from this stage

produced a mobile application named Semiotic Icon ign A liWr reciting

@
nd evalua in'p@hree.
el% thf@%ction to

Quran (SIDAQ). This application was subsequently t
The result of the semiotic icon design applic

answer the fourth and fifth research questi

In phase 3, Evaluation phase, ev t10:1>f the app

of icon design, the usability of t%plicatio,\mgva 0 '&nd acceptance were
N
evaluated using the experimel\%meth’(’)d an rand(z;?‘?ampling. The evaluation

stage employed icon design hs ( rulZzaman “}, 2020), PACMAD Usability

model (Harrison et al.,% RCS Model of Moﬁ@tional Design (Keller, 2000) and,

Theory of Accepta Davis,
design elemenw niz ple, éf&, semantic, familiarity, consistency),
’

usability (effc%uess, satisf: ti({l),cfl:o?ivation (attention, relevance, consistency,

satisfac%

satisfaction elemen s(@"usability focused to evaluate on how the users are

e evﬁaﬁon of the application involved icon

accéptan ?ercei& ease of use, perceived ease of usefulness, actual

use
S mvely satisfied during the use of the application (Nielsen 1993) in a specified
onitext for SIDAQ. The satisfaction elements in motivation focused to evaluate on how

arners obtain some type of satisfaction or reward from a learning experience for
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SIDAQ. Satisfaction is based upon motivation, which can be intrinsic or extrinsic.

(Khaleel et al., 2018). Y’

The implementation stage involved pilot testing with thirty-seve\@\outh

while the evaluation stage involved seventy-four (74) youth responde& three (3)
experts in IT for evaluation of the application design. The data ana&s’f this study
was performed using SPSS 26.0 through descriptive and c M analysis. The
results of the evaluation of semiotic icon design applicatio Y:y;'othesis were the

direction to answer the sixth, seventh and eighth researchiquestions Wdy.

NS

design elements for reciting Quran, the fideli

Quran (SIDQ) and the validation study, a pr

con ]@gn.application
for reciting Quran (SIDAQ), and thwaes of evaluation 6&6 aspect of icon

design, the usability of the applicati%otivatioh—\_g,\'xd?cc

proposed SIDQ and SIDAQ as ive?ool a

jé\r%e. It is hoped that the
N

in reciting Quran using

icon can assist youth in visualizing@the I uraE motivating them in reciting

Quran. The result for t% hases is dis ss'edﬁhletail in chapter five. Figure 1.3
4

details the research ework dy. %C)Q
S
&
A\ S
S
S
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1.11 Operational Definition

Several key terms used in this study will now be defined. These includ%Zon,

semiotic icon, icon design, mobile application, youth, and reciting Quraﬁ ,

1111 Semiotic Icon Design Y'
Based on the Peirce Theory of Semiotics (1931-1958), wﬁssiﬁed semiotic

as a study of signs that concern with meaning and classifiedisi 1nt0 ree (3) aspects:

what is represented (object), how it is represented (rep hov?l.t is
interpreted (interpretant) (Chandler, 2007; Sen oA 2 14). gm-gt?c icon
focuses on what is represented and how it 1nt h{ sign t%\;e’present an

object, action, or idea. It provides tN.\ n vszl%the ability to
communicate meaning (Batista et al. m andler, 2007; Lar@ 2014; Lin & Lin,

2014; Qiang & Fei, 2016).

@

Semiotic icon design 1 roces fg eratln Vlsual icon to convey a

particular meaning. Icons deskned p rop y to be recognizable, or else
ambiguity would be 1rhi (Sal et .O O . In this study, the semiotic icon

design was applie &\Qura‘w 1€ld to Vlsuéhze the genre of Surah that can assist in

&

understandin €a o S%ra S pss (_1; motivating in reciting Quran.

Sd#
1.11.2 ile ication
N

mobile application, most often referred to as an app, is a type of application

tware designed to run on a mobile device, such as a smartphone or tablet computer.
O)blle applications often serve to provide users with related services to those accessed

on computers. Mobile applications are specifically a program purposely for mobile
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devices. Nowadays, people frequently interact via their mobile devices for business and
daily activities (M. Wang & Li, 2016). The market for mobile application has e

nowadays. The mobile applications make the icons faster and effective i@onal
tools. This mobile technology produces a more meaningful icon that ¢ gnize the

icon faster and make it meaningful to the user. Q

In this study, the mobile application is referred as the_a ion that can be
downloaded through the play store of the user’s mobile s? Thisl application can
be used to recite Quran with the icon technique. While re€iting thé Q e icon will

"X
tood by the user t }hout
{ théey

show the indicator of the genre to be followed and u

1.11.3 Youth \
The National Youth Zelopmelt Policy d@es youth as an individual aged

S '3
2

between the ages of% 0 M th,el ; Malaysia, 2019). Those born after
1995 are knowr%&age E@ Dé(d the significant effect of technology on

their behavio%
are mor% e to intrap onal d@vermg (Seemiller & Clayton, 2019). Gen Z also

b

enjoy video-based learning an tical learning where they can see a presentation of
i g g y p

N
a Nhey are required to do online or individually. Generation Z is determined to be

T
is [distingf frém previous generations. Students of Generation Z

.

highly connected, living in an age of high-tech communication, a lifestyle powered by

chnology and a widespread use of social media (Gaidhani et al., 2019).
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This research focused on youth aged 15 to 30 years. This is because youth have

high preferences on technology and the internet, flexible learning process, and arvml

2
O
N3

learners.

1.11.4 Reciting Quran

Reciting the Quran is the focus for Muslims in Malaysia: oal is to improve

anr]

the skills in reciting, comprehension, and realizing the teachin

; ‘@?ﬁ' Quranic
education is mandatory for all Muslims. Through Quganic study, it is t S tbili

ponsibility
d N
of parents and teachers to help the latest genera ecome ims Q;) better
s b 3
atuk Amar

human beings (Che Noh et al., 2013). The Saravau \Gh.'g
we me{?ﬁ to impart the

nal sesipt (Jonathan Chia,

Abang Johari Tun Openg encourages Muglims*@'use altern.

practice of reciting the Quran, besidem the_con

2016). Using the latest techniqueﬁ% apg)%

practical development. This is@ néw,substifate that'can &&alled into the smartphone

% the smartphone was a

8

and be read wherever at any . Furt’erm ,'the u@f the Quran application in the
(

N

smartphone is a constn%develo at Qllgourages the culture of reciting the

Quran, particular@n the §loung ageg e@ Based on the shift in time, the culture

N
of reciting t n now, w idtinﬁ%m)mpared to before relatively due to the
'
technologigalti atio tha?h tr rmed the method of reciting the holy book,
makin, ier an({ g be ormed anywhere. Earlier we recited using the
A\ n
conve al Quran script bmurrently, the holy book can be acquired digitally
~

onathan Chia, 2016).

AL
o Today, it is becoming a new trend to recite the Quran via mobile application.

Alternate methods for reciting Quran and attempts to improve those elements are
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extremely valuable and considered as great deeds in Islam (Ibrahim et al., 2012).
Getting the mobile application that enabled searching, reading, and listening t%s
from the Quran would be a useful tool for people. In this study, the semioti@sign

for reciting was designed and developed to visualize the genre of that can

motivate youth in reciting Quran. The application was developed in Anqoi(’l application

platform. V
g
1.12 Thesis Structure '
NY.
This thesis consists of six (6) chapters. Cl@resen the yr')lis\(s} the
thesis including the research background, problem™state r arch\?ﬁjectives,
N of tl%&:ly, research

rel@ﬁt literature of the

research questions, hypotheses, signiﬁcanc% stu

framework, and operational deﬁnition@r 2 revie

studies and develops the theoretical ghd concep

the research methodology ad dev@lop ioticté_'&)n Design (SIDQ) and
Semiotic Icon Design Applicatiofifor it uran @)AQ), comprising the model
| %

that underpinned the %1 develgpmeiit. Ch@r 4 elaborated on the fidelity of
'3
SIDQ design and pwpe ofl evelopment processes consisting of five (5)

phases of ADD@ ch a dis&%ﬁs the overall findings of the research.

!
¢
Chapter 5 ex the quantitafivé findings of the research and is supported by the

.

qualitatiq&%ha’t bf}mma i \the research implication, discussion, provides

recoﬁda ions for future rese_ﬁ)ﬁXl~ and the conclusions.

\ N
N



1.13 Chapter Summary

This chapter has discussed the background of the study, problem %zent,

research purpose and research objectives, research questions, hypothesia tEe r,tionale

of the study, the significance of the study, the scope of the study, research framework,
operational definition, and conclusion. A brief review of literatute about the problem

was covered to highlight the deficiency in current literatur anWify the gaps to be

addressed by this study. Three (3) gaps were identifi i@gs on icon

design elements relate to meaning and Islamic contengwere the major meti atﬁ)n\ Q‘this
i S vVﬁtc

study. Two, limited research on icon ease of use ft rious groups of uiser h need

Y'
\Poe.\l ited s@'{es on icon
ited st cﬁ

conducted on

to focus on the specific area of study and speciRuser.

design in the certain domain including Q%Mel
tool and techniques in reciting Quran hhe ico

icon design for motivating youthg rec)i' ngﬂ(%h
17}

structure of the whole thesi

o

B

d‘&glored the semiotic

1 cl@r also put forward the
&

featutres_siX' cha . The subsequent chapter
AN

presents a literature revi wWe to other oI (Ls'%related studies and paving the
way towards filling in :;e Bowl% afdcg;ablishing the research framework.

The next chapter @ 2) islthe L ratur@\'iew.
NS
N ,? 1 O
o
b) ¢\

4
S

e =

o
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