CHAPTER 4 C}T

ICON DESIGN AND PROTOTYPE DEVELOPMEN !5

4.1 Introduction Yv

The subsequent Chapter 4 and 5 will present ndin Wdy. This
®

chapter discusses the findings on the design of @ity semiotic 0'1 dedieh for
=

reciting Quran using fidelity technique. The semioticieon is dgsigne asedYrr the icon

‘ z. N
design elements from literature review in phase ong, needs is de%&“ his chapter

also covers development of the semioti i«%sign ap u\ ation f(ﬁ;iting Quran. The
summary of the findings is prese he ﬁ? A /D&m‘ instructional design
model which includes analysis sta Hgnﬁtage d 3 elo@t stage, implementation
stage and evaluation stage. TNult fﬁ’ se is {éégnted to answer the second
to fifth research questigns. mapterilos
% ol ?
l

wﬁt}@ hapter summary.
4.2 Analysis Ph R \ é}
The obj%\f analy8is ?'15 &—%’éntify the need for the semiotic icon design

for moti &p‘buth m re
& ol s
prelimina dy throu exper@a youth interview and systematic literature review
S

( Mative study) on semiotic icon design elements. The details of the needs analysis
éc

o ussed in the next section.

— o

Q%ﬁm. To find the need of the study, there was
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4.2.1 Expert Interview

The interview was conducted to find the need of this study with the tl@n
and Arabic lecturers who are the experts in the Quran field in central eg%higher
institutions. This study has selected the experts based on their experience of more than
ten years and their broad knowledge in Quranic field of teachir%%atning Quran

and Arabic at higher learning institution as described i CIL?PJ. There are four

analyses involved which are sample data analysis, domain ne awuth need
analysis and application need analysis. ¢
| S

a. Sample Data Analysis
s b 4§

The selection of Surah An-Nur, Surah AIWR }&Q As-Sa@( according

ast uman life as a
of t

con eQ he informative

Quran to explore the messages of‘the Vaes'?%lv“ a 1@ guide that are vital to
17}

ie

humanity. In addition, inform% i w%cjldu@th three experts in Quran
to acquire the opinion on t@re ol"Sura aI tIS@iminary studies. Through the
preliminary studies ca%ut, %’ﬁj aﬁg}ted three Surah samples namely,
Surah An-Nur, S@Jujur t and Surah %A{%aff as the main sources of sample data
of the Qurani N. e yeasons dre:c‘jo

%ur

) Su@y , Surah/As-Sa d Surah Al-Hujurat are indeed the source of
,
ains t

hat cont lf:e r&&'{bf Islam and rules of life as a Khalifah.
\ ah An-Nur, Surah%s-Saff and Surah Al-Hujurat are a reference to the
% Muslims as their verses contain the messages with very close connection to

human life.
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e Surah An-Nur, Surah As-Saff and Surah Al-Hujurat are basic Surah containing

guidance for the Islamic community of today. Y’
e Visual icon can be adopted in presenting the Surah genre that cal%r\r the
message visually. A

b. Domain Needs Analysis .i
In the analysis phase, the domain of Quran is carefully sﬁm the researcher.
an

In selecting the sample of data used, experts in the domai v'ere interviewed

—X

Ay
. . N
few Surah samples in the Quran domain that have bee oved by e s' A_;{a)esult,
se
The following Table 4.1 is the SM of prelimi stu@%y three experts in
the 20 ssion on the need of the
study, sample of data analy?.
Quran domain: Here i% ple of an in rvilev@ne that discussed the application
a)escri‘;tion\
meaning/exegesisscontextually.
reading because [of] the meaning and purpose obtained in the recitation (2)
not understand? (4) The icon opens Language translation restrictions.

the scope of this study was identified and Ygted Q Aac;ign and
the field of Quran to identify the n% the stu\?wg t @pective of experts in
4 ¢ &
interface design. \ \ @)
Experts
Researc% Do yo, think'it is im, nt to understand the genre of Surah in the Quran?
Pl&s ur cofiinent
Understandi genre of something to read is very necessary in a Muslim
The Quran is not just to be read. The Qur'an was revealed to be understood
Expert 3 Yes, it is very important

to ensure that there is a need for this study in the Quran*field. Resea have used
development phase. \,
S
the analysis phase. The expert”
i \ﬁ miotic icon design studies for
Table 4.4: Sample | ata eDﬁ’lreliminary Study (Expert Quran)
Exﬁ% It is mp;t?ant ?’ understand the genre of surah to identify its
\ community that cannot speak or understand Arabic. Understanding the genre
? allows (1) the reader of the Quran to have an internal motivation to continue
o and executed by God's command, how can the command be done if one does
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Researcher What do you think if there is a mobile application that can assist to understand
the genre of Surah?

Expert 1 This mobile application will assist the genre of surah if the icon image.
presented clearly. i

Expert 2 Highly needed and fully supported. \

Expert 3 Great idea! Barakallahu fiikum! \%

Researcher “Semiotic icon is an icon designed based on Theory of Semi Peirce
(1839-1914). Semiotics is a study of signs that concerned with meaning; how
representation (language, images, objects) generates s or the
processes by which we comprehend meaning (Curtin, 2009). Ieon is a visual
sign to represent an object, actions, concept or idea. better visual
perception with the ability to communicate the meaning. ( dler, 2007, Lin
& Lin, 2014, Schneider, 2013). Semiotic icon has b d widely in many
fields such as communication, marketing, medigine education that can
assist i conveying the messages and its meaning ser. Hence, it can be
applied in Quranic field to assist in unde the genire of Sukah, thus
can motivate youth to recite the Quran”.
Is the use of semiotic icon being a good @pproach in the deve en O_KRS'
mobile application? ' C,)

Expert 1 Yes, it is. -\

Expert 2 Excellent approach and effort in developing iconsy’o the understanding of
the Quran Y,

Expert 3 Yes, especially in this technology er \X &

Researcher Can the semiotic icon make a @eod contribufion to thi Qura@ain? Please
give your comment W

Expert 1 Yes. Can be a good contgibution to Quranic but be validated by
Quranic experts beforeww g any.

Expert 2 Definitely very helpfi

Expert 3 Absolutely yes it ca issa big contri Xto ssist and motivate youth in
understanding Q . Thereforethe chadsing ot?gwiotic icon must be well
presented to co o %

&

Researcher Appreciate you 1 the cou@?of application (if any)

Expert 1 Icons mig?zdenti al meagning wit context. This research poses
goodgontribition to Quranic field or n.

Expert 2 Suggesti samples Surah £ An-Ni s-Saff and Al-Hujurat. (1) Concept

of the necessary meanin e @p nted by an icon need to be clear. (2)
j M should takg into account all the probabilities that

gemen e consilered more critically and carefully. (4) Avoid

resentation
ey think of ltsing it (3) pects of color, shape, symbolism and
n
usin,

icons ‘)nly @nderstood by certain groups and cannot be

xers odsby ot 2
ote: Qongratulations te the researcher for starting an excellent innovation.

owever, it lis certai t as an initial effort, there are weaknesses and
this\effort be listed as good deeds and charity for the
npf th wledge of the Qur'an and the ummah of Muhammad.

difficulties
coﬁ’

Alfu
In overall, it @d. But hopefully if the chance is still there to improve the
icon as suggested above. Besides that, it might be better if the researcher put
the clear picture about how the icon was chosen. Is it just for vocabularies or
to convey main messages to certain Quranic verses.
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Table 4.2: Summary of Preliminary Study with Expert

Feedback

Summary (Experts)

Importance understands
genre of Surah in the
Quran

It is very important to understand genre of surah to identify \2

meaning/exegesis contextually.
Understanding genre of something to read is very necessa
Muslim community that cannot speak or understand Arabic.

Understanding genre allows (1) reader of Quran to have anfimternal

motivation to continue reading because of the mea d purpose
obtained in recitation (2) Quran is not just to be readyQur'an was
revealed to be understood and executed by God's command; how
can command be done if one does not understawch is diverse.

Mobile application to
assist in visualise the idea
or genre of Surah

(4) Icon opens language translation restricti
This mobile application will assist the genre of surah if the icon
images are presented clearly.

Highly needed and fully supported.
Great idea! Barakallahu fiikum!

Semiotic icon approach in
development of this app
Contribution of semiotic
icon Quran domain

of Quran.Yes, especially in this
Can be a good contribution to
validated by Quranic experts

Definitely very helpful. Iis a big Contribution to assi
motivate youth in understanding uraI}CQ;).a g of se%ﬁc icon
must be well presented to convey IQGMO yat. B

Suggestions for content
app

domait‘
ing epresented by
ion in 1 should take into

poses good contri 0
Suggestion (1 f necessary
an icon need to be

Icons might have i Meaniné}vi @gsearch
i Quranig_fiel

. (2)Repre

account all gobabilities th t

ce
r
it. (3) All aspects
of color, , Symboli

eed to be considered
d cafefully. (4)'Avoid Sely icons that can only be

ertain group nd‘can@’e understood by others.

%icon as suggested. Better if
how icon was chosen. Is it

ain messages to certain Quranic

rah — An-Nur, As-Saff, Al-

tl*'e g@e of Surah in Quran. Based on the preliminary
N

& expetts, the researcher received positive view from the

the proposed semia@éon design for this study. Their suggestions in many

as Xv«/ere very useful for this research to be carried out successfully. They proposed

such research and application is a good innovation that can be developed and

Y
tilized for the benefit of the community and ummah.
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c. Youth Needs Analysis

In the analysis phase, the needs analysis of the youth is the same as th?ﬂl

wn

analysis. To identify the problem faced by the youth in reciting Quran, an i@ wa
carried out with youth. The researcher conducted the interviews on th ents. The

interviews were conducted to gain an initial insight into the reciting RQuran and the

The following Table 4.3 is the preliminary analysis uz researcher
1

complexity of understanding the Surah genre in Quran. V
ed l1y the
with three (3) youth from Islamic and non-Islamic educationa Mentify the

"X
need for the study from the perspective of the youth 1 analysis p e.'T @uth’s

view also includes the feedback on the need o y % eed@lysis for
9

semiotic icon design studies for reciting Q : w\
Table 4.3: Sample Intewie‘% Prelimi Stu outh)
P AN
Experts Description J A
Researcher What is a techniqu Qur that yc@now? Example: Reciting

Quran with Tafsi

q
Youth 1 Read the talagi u the Ut i mashaf @d the Quranic translation
using the int%ion.
&
!

Youth 2 Talaqqi. ‘

Youth 3 Al-Quran with color tajwid anditrans

Researcher Can e procel" of r itin'g uran using these techniques?

Youth 1 Read 1 constituents (ji v dt légs} 1 day (two strands before and after
edeh obligato

Youth 2 %umn :Iith t uidanc@ teacher.

Youth 3 itin wing th lor tajwid. Read the translation

3 ut thelimportance of reciting the Quran?
g friends in the grave.
a'Mu

li
Youth 2 art oftibadah im.
Youth Become a good Musli ward from Allah. Intercession in the grave/syafaat
Reseapche Is ?eprev' us nﬁet@ reciting the Quran same as it is today?

Yo Yeah i& S0
Youth 2 Yes, it is the sa T
No RS
searcher What do you think of reciting the Quran using mobile application?
1 Easier to use because now apps are evolving
th 2 It is good if the person has no other choice.

Youth 3 Easy to read anywhere at anytime
Researcher Do you have any problem in understanding the genre/theme/idea of Surah in

the Quran? If Yes, please state the reasons.

Researcher %a do you
Youth 1 ‘ azi itis a

Youth 1 Yes. I have a problem understanding the meaning of the surah, but these apps
can help people like me. Some translation is unclear.
Youth 2 Yes, because Surah in Quran are quite a lot, and we cannot simply understand

it without authentic source.

182



Experts Description
Youth 3 Yes, do not understand Arabic. Need translation.

Researcher What do you think if there is a mobile application that can assist to under. f?
the genre of Surah?

Youth 1 Makes it easy to use for those who want to understand the conte N
verse in a Surah.

Youth 2 It is a good medium.

Youth 3 Yes.

Researcher Please give your other comment and suggestion (if any).

Youth 1 To interest everyone to use it.

Youth 2 The content must be from authentic source.

Youth 3 Nil w

Table 4.4: Summary of Youth Needs

Feedback Summary (Youth)
Difficulty to understand the genre =~ Faced difficulty to understand t
of Surah in Quran. low comprehension in Arabi

Some youth mention
mentioned not unders

Motivation in reciting Quran Less motivation t omprehension of
Arabic language us 0 under%ﬁ Arabic

of Quran witheut lea; 'ngl gu mltedt ique to
visualise th Surah pps.can assis rnotlvate in

reciting,Q
Application for Quranic Applica forvisual Quran still lifnited. Majority
applications olve@ct-b omatl app.

C«) ’\
Table 4.4 showed the ym%dbac@ for lqtnnl?;:gtudy on the difficulty in

reciting Quran and their vie n the semiotic iGon a@tion proposed. The results of

this preliminary analy% d that e di ﬁclllﬁéencountered by the youth are in

terms of understa the gerr mfo n acquisition of Surah due to low

comprehenswn Arabic t affe eir motlvatlon in reciting Quran. The
@

application \ ual ﬁso@y‘mted where many apps involved text-based

mforrn s only. }esea er believed that an alternative technique and a

sup tool is needed to %ort acquisition of information that can assist in

u ndlng the idea of Surah genre in Quran for youth. In accordance with the needs

sis, the researcher reviewed the appropriate theory to be applied in the application

esign in this study.
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d. Application Needs Analysis

The prototype development of this application is a mobile appllcat t
requires application and icon design guidelines. The need analysis of the 1c0n
design icon and application was explained in detail and summarized i er 3.

Yv
Y\"

aj ‘opria semiotic

4.2.2 Systematic Literature Review (Comparative Study)

This aim of systematic literature review (SLR) is to i
icon design elements that can be used for reciting Q -
previous studies on icon design principles and el%
application. The identified icon design element?’

The research question guiding this analyseV

RQ1: What are the appropriate icon desi em ts for

(—P
.—A

The initial process of this a

h 1c@e51gn elements used in
the mobile application in preV dies. ho e th §9 ant icon design elements,

only papers nearly related to?'!on di‘J ent@e analyzed. Hence, the papers
(

that explained the icon eleme id % pply the icon design elements are

O

considered as ina xte tO'thlS alysis a@' they were removed. This systematic
N

literature revi 0) papers rl:la ((J;d this study. The analysis of the icon design

elements aine Ekcsdmmarlzed in next section and SLR method

er in &l er

discus
§d on the result from\g?e selected papers, there is big potential to be applied

%gmng mobile applications. Icon design elements will lead to benefit on

0 alizing the icon which can assist to motivate youth in reciting Quran.
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a. Analysis on Icon Design Element for Mobile Application

This study has reviewed previous studies on icon design principles and e S
for designing icons for mobile application. Several electronic database@.\sed,
namely, Google Scholar, Scopus, ProQuest, and Research Gate. Othe s include
secondary data through books and web pages. The search terms used were “mobile icon

b9 2

design”, “mobile icon design principle” and “apps icon desig .Ms were included
ZP

if the articles were published between 2014 and 2019, with roxlided and written

in the English language. Findings were collected from vasious i nWtudies for
]

mobile applications (see Table 4.5). Subsequently,@e of compari r’ ,‘2@\ (see

Table 4.6) was developed for a comparativ to ident e m@?ommon
X

mon ,@nents for icon
siglésnents for mobile

elements in icon design for mobile applicafiens. en,d?

design (see Table 4.8) were develope %narize ico
app. % \T
0 9
Table 4.5: Analysis onIc Deswgnts f ﬁ&)bile Application
|

e

No  Studies Fiel(' \ 4 ) ors Icon design elements
1 Icon attributes effect on search tim Sciel,;e i ythwood & Simple, attractive, and
2 adzikadic, 2019  aesthetic.

2 Skeuomorphism vs flat design: user % (f}/ Backhaus et al., Flat and skeuomorphism.

experience & age relal Wured l 2018
3 Age effect on perce & Adyertisin % Huang & Chen, Concrete.
preference of app i & g’ 2015
& (_/ Android

4 Google Play ico i e';i Shape, unified,
specifications % ¥

5

: Developer, 2019 scalability, color

(J consistency, familiarity
5 Icon design%s influences ITe Memon et al., Familiarity, metaphor,
human % ractioﬁ se ]jly 2018 and semantics.
on e-literateéfys /hon e-literate’use
6  Digital design'in Action — Creative &sign Jackson & Ciole,  Form, shape, line,
So Designers \C.) 2017 balance, repetition, color,
unified and similarity
7 to'design an app icon: 5 aspects  Design Chitea, 2017 Scalability, recognizable,
tter consistency, uniqueness,
and no words.
8 ntrastive analysis on emotional Science Zhang et al., 2017  Recognizable, cognitive,
ognition of skeuomorphic flat icon emotional, and
skeuomorphism
9  Semantic distance as key feature for Science Silvennoinen, Semantics and context.
in-car infotainment system’s icon Kujala, & Jokinen,
design 2017
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No Studies Field Authors Icon design elements

10 Anicon everyone wants to click on: Science Jylha & Hamari, Aesthetic, uniqueness,
relationship between consumer 2019 memorablveness.
perceptions & app icon
successfulness \

11 Aesthetic design of icons effect on Science Wang & Li, 2016  Col xity, and
app downloads: evidence from an symmet
android market

12 Human interface guidelines — Design ~ Science Apple Developer, _ Simple, salience
Principle — App icon 2019 izable, aesthetic,

nsistency,
eractive and metaphor.

13 A study on formativeness of delivery ~ Science Lee, 2016 orm, color, content, and
app icon design shape.

14 A study on relationships between Science H. Lin ., 2016 ackground and
different presentation modes of Fomposition.
graphical icons and users' attention

15  Anicon design approach based on Science Qian ics, structure,
symbolic and users' cognitive 16 t xt,‘ard\@niﬁve.
psychology L C—)

16  Exploring the attractive factors of app  Science & Hou, 2015 est e&és,and attractive.
Icons {

17  Comprehension problem in icon Science ng, Recbgnizable, relevance,

design for mobile device: analysis
prototype design

18  Triadic relationship of icon design for
semi-literate communities

19  App icon preferences: app icon design
effect and involvement on quality and
intention to download

20  User recognition and preference of
app Icon stylization design on
smartphone

21 The concreteness of searching m

icons and their effectivene

im\

O

R vani,

( irzabeigi, &

Science
bbaspour, 2018
%Vj g é}, Harley, 2014

library application
22 Icon usability - tips for designing/with
icons
23 Real-time visualizati %ster l Science % Isla & Estuar,
behavior & 2014
24 Graphic Design Sws th editio e'sign (_/
( @ 2 (JC.)
: % N .
25  Experimefital s : the ff ts @ce Ghayas, Al-Hajri,
mobile %ns charact 10&)n & Sulaiman, 2019
users’ a& groups \,T
26 Fac cting Chinese generatio{) Science Luo et al., 2017
Ymmartphone
27 c icon concreteness and Science Schroder &
ity on semantics Ziefle, 2008
parency: younger vs. older users
28 e icon matters: how design Advertising Lin & Chen, 2019
stability affects download intention
of mobile apps under prevention and
promotion motivations
29  Mobile games icons design review IT Oscario & Luzar,

based on graphic designer expertise

2016
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nﬁlﬁ:ness, and simple.

te.
<< ncre

Stylization, flat,
skeuomorphic, and
fineness.

Recognizable, simple,
shape, stylization,
semantics and symbolic
Concreteness

Simple, recognizable,
memorability.
Repetition and color.

Shape, form, angle,
color, recognizable,
consistency, background,
and scalability.
Semantics, familiarity,
and complexity.

Attractive

Concrete, familiar, and
simple.

Stability (consistency)
and shape.

Form, content, and
context.



No Studies Field Authors Icon design elements
30 Heuristic evaluation of healthy eating  Science Watkins, Kules, Semantic, familiar and
apps for older adults Yuan, & Xie, color.
2014
31  Effects of mobile phone icon Science Luo & Zhou, Shap N ground
background shape and figure/ 2015
background area ratios on visual
search performance and user
preferences
32 Icon design for a tourism mobile app Tourism Batista et al., e, color,
2019 cognizable.
33 Effects of mobile apps icon Science Y. Cao, Ding,V mple and no border.
complexity and border on college Deng, & Zhang,
students’ cognition 2018
34 Options for labelling circular Science Bovea - 8 imple, familiarity,
products: icon design and consumer iemantics, and aesthetic.
preferences
35  Effect of icon concreteness, semantic  Science izable,
distance, and familiarity on cretén syS€émantics,
recognition level and ftmlﬁs :
of apps icon among e-literate & non -K
e-literates
36  Investigation of icon design and Science Touchable and
touchable area for effective Smart c&'ﬂility.
Phone Controls
37  Visual-related factors in mobile Comm lor, shape, form,
iconic communication texture, uniqueness,
\ familiarity, texture,
pattern, balance.
38 Innovation design in Personal Centre % Recognizable,
Interface of mobile app uniqueness, consistent,
color background and
complexity.
39  Exploring the attractive factors of ap ciengce Aesthetic, attractive, and
icons cognition.
40  The role and importance ofgcons Sci Simple, color and
mobile graphical user inte recognizable.

ign studies. Appendix 11 describes the definition of each element.
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Table 4.6: Comparison Matrix
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Familiarity

INo Word

Skeuomorphism

No |Elements

1

2 |Aesthetics

3 [Flat

4 [Scalability

5

6 |[Uniqueness
7 |Consistency

8 |Color

9 |Shape
10 (Content

11

12 Metaphor
13 |Semantics

14 |Form
15 [Line

16 |Balance

17 |Repetition
18 |Unified

19 [Similarity

20
21

22 |Memorable
23 |Fineness

24 |[Emotional
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No |Elements

25 |Complexity
26 |Context

27 |Symmetry
28 [Stylization
29 [Structure
30 |Cognitive

31 |Attractiveness
32 |[Relevance

33 |Concreteness

34 |Angle

35 |Background

36 |Symbolic
37 [No border

38 [Touchable
39 [Texture

40 [Stability

41

42 [|Interactive
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From the comparative matrix, this study has identified ten (10) most common
elements of icon design in science, communication and engineering out of fow
(42) elements studied. This ranking of most common elements of icon des%\been
summarized in Table 4.7 and Figure 4.1. Recognizable and color are th st ranked
elements followed by simple, semantic, familiarity, shape, aest1¥,~consistency,

uniqueness, and concreteness. These elements contribute to abou percent of the
importance that influences icon design for mobile apph'c%z '
Table 4.7: Ranking of Icon Design Elements for Mobil AMﬂ \Y'
Elements Total ercentage ' —t’)
Recognizable 11 28" Y"
Color 11 \g\ Y
Simple 10 ?Y.
Semantics N
Familiarity %
Shape \
Aesthetic 6 \ 15\
Consistency % SA
@5

Uniqueness

—=

Concreteness

A breakdown ofee m commln el eht@ as follows: “recognizable” and
“color” were found %s di A

\‘SJQ e” wa@ﬁnd in 10 studies, “semantics” and
“f 1+ b b (13 b b (13 1A
amiliarity” we shz&&/was found in 7 studies, “aesthetic” was
. ; ¢ ! .
found in 6 stu \d “consistency, “Eﬁﬁleness” and “concreteness” were found in 5

studies. Q P D')'; 4\

is mon ten (10) e(') ements of icon design for mobile application are
N

r;Mable, color, simple, semantics, familiarity, shape aesthetic, consistency,

ueness, and concreteness summarized in the following Figure 4.1:
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Common Icon Design Elements for Mobile Apps
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Figure 4.1: Ranking for Common Icon Elem% obile. App

ntlﬁéiﬁom previous

use Qiliar images High

Recognizable is the ability to lﬁ&mz du\

knowledge (Press, 2020). People will undeésstand_icons

dade
identification accuracy of icon yi terh '%e (Zhang et al., 2017).
Thus, identifiable icons are pr& Harleys Xrn ., 2017) to establish mutual

connection and grab attenteren al., V Icon has better recognition
T
a

with simplified stylization, open edg ﬂﬂ@hstlc adaptation (Chen, 2015).

(J

Colorisap Mwneh by object 1n ucrng diverse perceptions on eye that
\
returns or pr ht Press, 020) colorfulness and brightness are related to
d (

number of s£94 6) that attract user attention (Xin et al., 2017).

Des1g§ excmng 0 ont@st (Harley, 2014; Watkins et al., 2014) and warm

co 2016) graphic to ch('s?ect event group and important action (Isla & Estuar,

% They select color for influence, legibility, meaning, storytelling, and

Owronment (Landa, 2014). Unified design through effectual design principles, color

palette, and flexibility form an effective icon set (Jackson & Ciole, 2017). Choose
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background color for applicable brand and escape transparency (Android Developer,
2019). T
Simple means straightforward and easily implicit (Press, 2020). Sim%\s are
easy to comprehend and found faster than complex icon (Smythwoo dzikadic,
2019). Simple forms deliver the message efficiently (Yang, 2015). wmendations
include embrace icon with simple graphic style (Chen, 2015; Harley, 2014) in two-
dimensional (2D) (Harley, 2014) and keep icon design SX];atl'sta et al., 2019;
Kanmaz, 2015; Schroder & Ziefle, 2008; Smythwood & ikadic, addltlon
maintain a simple background and escape transparen: pple rlZ(‘)fj

Semantic is related to meaning in lan r l% W Regular
adjacent connection between icon entity am ose\(G as et @X 13; Memon

et al., 2017) by reducing semantic d%memon e 20@ icon. Semantic

distance is closeness of an icon’s gr to its me &sh T)%d 2009) which is one
N
of the most significant characte% et al. 18, nnoinen et al., 2017) for

improving user experience x et 1 -é\
Familiarity is the % aintan¢e wi ;&n@ng (Press, 2020), also referred to

'3

frequency with &nag anount r hayas et al., 2013). Easy to find
familiar 1 1con a arit 's co 51sted in identifying app (Alsuwailem,
2016). Ic repr sent c;ete(l-r} rmation from familiar context (Schroder &

N
Ziefle, 200 ), d usé ? mets&ors (Memon et al., 2017). Familiarity improves
m&uer experience (Gh@ét al., 2019).
ape is the exterior appearance of something (Press, 2020). When designers
ate the shape of object it will allow users to identify and interpret the icon instantly
Android Developer, 2019; Landa, 2014). The icon designed with open border shape

will enhance recognition and icon favorite on the smartphone (Chen, 2015). The
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background shape of icon design will affect search performance and user favorite (Luo
& Zhou, 2015).

Aesthetic is concerned with artistic, or appreciation of elegance (Pr@)).
Aesthetic icon design will increase attentiveness (Lee, 2016) and use ction (Ho
& Hou, 2015). Aesthetic appeal is one of the most significant imaracteristics
(Bovea et al., 2018) that adopt aesthetic integrity for a M) and behavior
combination (Apple Developer, 2019) . DV.

Consistency means the way in which a substance s toggthe rd, 2020).

T
Develgper, IP; ﬁr}et al.,

Maintain consistency in icon style of visualization

n, ZQ/}%S for any

. . . . & B
i e!ﬁ:r}'g and@l?p.ler to adapt
(Android Developer, 2019). \% CS*

Uniqueness is the quality of being,special, \nu?ua (&{e&s, 2020) and is found

in creative apps icon design (C%U). ﬁniqu ess ofigolor aids in finding an app
among other apps on a sin %n (r wailem, 2@%. App icons deemed unique
pur:

bring about more clicki ads an aées*(b'lha & Hamari, 2019).
'3 ' g
Concretenes i{eciﬁ@e, no@sﬁact (Press, 2020). The more specific

the icon, the mw tivent. i rovaiiet al., 2018). Icon concreteness is vital to

’ ¢

!
define user %ance com d{o @(;n%lexity (Schroder & Ziefle, 2008). Concrete
N

icons p% etter tha act reon (Wan et al., 2015). Perception correlated with

b3

soli&oncrete icon comp re%’cb flat and abstract icon (Huang & Chen, 2015).

i\sed on the comparative analysis of icon design from the literature, the

rcher would like to propose elements for icon design for mobile application as

e
resented in Table 4.4. The proposed elements were then validated by the experts in IT
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to verify the suitability of icon design elements for this study. The detail on expert

validation for icon design elements was summarized in the next section. Y'

Table 4.8: Common Elements for App Icon Design : ,

Elements Attributes

Recognizable Identifiable, identification accuracy, familiar image, fast recognize, récognition,
mutual connection, and attention

Color Colorfulness, brightness, color contrast, warm color, colow, background
color

Simple Simple graphic style, simple design, simple forms,sim: ackground

Semantic Reduce semantic distance, adjacent connection.

Familiarity Close acquaintance, conversant, frequency, familiatiic a ili‘rity of color

Shape Uniform shape, border shape, background shi

Aesthetic Artistic, elegance, attentiveness, aesthetic appeal, hetig integr o

Consistency Uniform style, uniform shape, consistent size, design unifgrmity \Y'

Uniqueness Special, creative, unique color, deemed uni ; ' C')

Concreteness Definite, not abstract ‘\

[¢)]

jon is @gn.g the vital

cmésigns for mobile

icons to the user. This

N

comparative study has found 0 (1’2) elements con design for mobile

co@on ten (10) key elements of

icon design for mol%gication are ecbg@ le, color, simple, semantics,
4 b 4
e M ni %

familiarity, shape, aewc, 001] ’ que@eﬁs, and concreteness. These proposed
elements are us@desi
in enhancin i 4

From this analysis, icon design fo@

challenges in adopting mobile appli€ations.) Approp

application from the total of 40 Werks ’t fed:

ile ic hat can assist designers and researchers

, it is crucial to manage these elements to

k)
s _
Sy

ensure igbn cffectivepess formobil lication.
is study could be enh@;ed by focusing on one specific field of study. The
A AN\g
N elements for icon design can be applied in apps icon design but may require
er work by assessing and adjusting through questionnaires, observation, interview,
d expert evaluation to examine the most useful icon design elements and identifying

the real situations related to icon design. In this study, from ten common icon design
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elements, six icon design elements were identified and proposed for Semiotic Icon
Design for reciting Quran (SIDQ), which are recognizable, color, simple, se A
familiarity and consistency. The further analysis of the six elements and % ts of

expert validation for icon design elements are summarized in next secA

b. Gap Analysis on Semiotic Icon design elements \;

This is the literature review for gaps on icon d sigY'Hnents for mobile

application. Table 4.9 shows the gap analysis of ic 1 el@r mobile
"X

application.
N
| S
Table 4.9: Gap Analysis of Icon ign Elﬁm nts

~v

I d ! ¢ ™ Jcom™.' Semiotic Islamic
Authors Field con << oJ 50\ des Icon design  Content
Smythwood & Science Si %c ive, an iC. 4{
Hadzikadic, 2019 @)
Backhaus et al., 2018 Science Flat an euom&hi _\ /
Huang & Chen, 2015 Advertising ete. & /
Android Developer, Design , unified, scalability, @ /
2019 iari
Memon et al., 2018 IT\ / /

/

repetition olf)r,
similari

Jackson & Ciole, 2017 DT
D;

Chitea, 2017

en ty,{e izable, / /
\ l \Q stency. &eness, and no
rds. %
Zhang et al., 2017 & Sci ecogni@w, cognitive, / /
otioéil} and skeuomorphism
Silvennoinen et al. ciénc rzrenm‘ascs and context. / /
2017

Jylha & H 9 Science etic, uniqueness, /
, orable and fineness.
Wang i 2046 ie‘ce olor, complexity, and /
Ssymmetry.
Ap eloper, 2019 Scienc{')\, Simple, salience recognizable, / /
aesthetic, consistency,
interactive and metaphor.
16 Science Form, color, content, and shape. /
in et al., 2016 Science Background and composition. /
iang & Fei, 2016 Science Semantics, structure, context, / /
and cognitive.
Ho & Hou, 2015 Science Aesthetics and attractive. /
Yang, 2015b Science Recognizable, relevance, / /

uniqueness, and simple.
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. Icon Semiotic
Icon design elements

Authors Field design  Icon design
Wan, Chang, & Lung, Science Concrete. /

2015 q
Pol, 2015 Marketing  Stylization, flat, skeuomorphic, / \
and fineness.

Chen, 2015 Design Recognizable, simple, shape, / /
stylization, semantics and
symbolic

Rahrovani et al., 2018 Science Concreteness

Harley, 2014 Design Simple, recognizable, / /
memorability. N

Isla & Estuar, 2014 Science Repetition and color.

Landa, 2014 Design Shape, form, angle, color, / /
recognizable, consistency,
background, and scalabili '

Ghayas et al., 2019 Science Semantics, familiarit /
complexity. .

Luo et al., 2017 Science Attractive \Y'

Schroder & Ziefle, Science Concrete, familiar ple ' _{')

2008

C. H. Lin & Chen, Advertising  Stability (co

2019 shape.

Oscario & Luzar, 2016 1T Form, content,

Watkins et al., 2014 Science Sema M /

Luo & Zhou, 2015 Science S Hc

Batista et al., 2019 Tourism s:& A /

Y. Caoeta., 2018 Science imple and n

Bovea et al., 2018 Science imple, famili /

n .
Batra & Memon, 2016 Scienc ogni /
semanti iliari
Im, 2014 Sc'enA ouc il /
Alsuwailem, 2016 Com?' Color, sh orm, re, /
io uniqueness; famili , texture,
pattern, balan 6.6

Xin et al., 2017 Science Re able l%lueness, / /
tent, cc¢q9 ackground

\ l d comp .
Ho & Hou, 2015 Scie estheti active, and /

\ gnith'?
Kanmaz, 2015 cienc f;(i)m olor and recognizable. / /
N.Osman, 201 edic /

~

B%khese{o studigs on icon design reviewed, seventeen (17) studies

Y-v

rela&emiotic of icon desi\gp}(hat focus on elements related to meaning such as
S ic, recognizable, and symbolic. Limited studies were found on icon design study
in Islamic content that focus on icon meaning. Therefore, there is a gap in semiotic icon

esign elements that focus on icon meaning for Islamic content. Hence this field has

space for further exploration.
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c. Semiotic Icon Design Elements for SIDQ

This section summarized on the icon design elements to be adapted in S i
Icon Design for Reciting Quran (SIDQ) in this study. The summary was exte T;
the analysis of icon design elements for mobile apps in Table 4.5. The ﬂ%ed six (6)
icon design elements are recognizable, semantic, simple, color,?'emiliarity and

consistency. These six (6) elements were adapted in this stud* Wguide to design

the semiotic icon design for reciting Quran. The followi 'scuised the further

literature on icon design elements to guide in the design 6fiicon f tw.
X

N
i. Recognizable é ' b
£ X"

Recognizable is defined as the abilityWrecc}gn{( , or idﬁ},ﬁﬁed from

previous knowledge (Oxford, 2020). Lagda 4) erm)h ized design of icon with
familiar image. Recognizable icons w%e fa&ed ey,_\i@; Xin et al., 2017)
as the high recognition accuracy: esg) 3\ p@m:ance (Zhang et al.,
2017). Quick identification @te tual era@p to grab user interest
(Silvennoinen et al., 2017)whad 'ette identification with simplified stylization,
open edge shape and pn% VariatiW\bJ;Zl ?

Furthermor@r (20'4) stated thai?ns are fast to recognize immediately,

and this is pa My true for

When desi ew igons,
1rsﬂy, k?p design simple and schematic. Reduce number of

N
ndhrddgans that people have seen and used before.
'

to gké them easy to recognize and memorize by

followj %guidelfqe
N

gr& ails by focusing on\({)asic attributes of object rather than forming a highly

%\Z image to speed up recognition. Secondly, use the five second rule: if it takes

Qre than five seconds to think of an appropriate icon for something, it is unlikely that

an icon can successfully communicate that meaning.
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Third, test icons for recognizability: ask people what they expect icons to stand
for. Fourth, test icons for memorability: ask a repeat set of users if they can rew
the icon’s meaning after being told what it represented a week before. Incl%\mble

2

text label. As Tognazzini once said, “a word is worth a thousand pi (Harley,
2014). This study used familiar image to visualize the Surah genR for easy icon
identification to allow fast recognition and close connection_be n icon and user

visual perception and attention. '

ii. Semantic \d‘

Semantic is defined as related to meaning guage or logic (Ox f , 2020)

Tbse{ S of t 1at10nsh1p

e cases, he relatlonshlp

Semantic, or articulatory, distance is a measur%f the

between the symbol and what it is intende@'ese t.

is very clear (Batra & Memon, 2016). r1ty mph

ul rQ'acent connection
& J
between icon entity and its purpo h as &
Semantic distance is th sed ferfto ﬂ&‘dpseness of the relationship
between the icon and what WHde to r en -@hs relationship can also be used
to determine icon usak%n ef od@e or distant for both concrete and
abstract icons. La t re rch (ln usepinterf: c%nderstandmg of icons, has shown that

it is the close nnec Hct\@) icon and function, known as the semantic

distance, rt nt in dete g the success of icon usability (Isherwood,

2009) mg sema 1c éstanW(Memon et al., 2018) of icon.
. $ \/

epresentation shoumﬁbe semantically close to the referent or the connection

%n the symbol and the referent must be familiar to the user before the symbol

0@1@ & Ahonen-Rainio, 2015). In this study, the semiotic icon is desiged with low
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semantic distance that enables close connection to the meaning between icon object and

its purpose to convey the message for genre of the Surah. Y'
ili. Familiarity : )

Familiarity is defined as the close acquaintance with something, It also referred

to frequency with which images are encountered (Oxford, 2020). Likewise, Ghayas

(2013) defined familiarity as frequency with which images countered. While

Batra and Memon (2016) defined it as reflecting the fr y With @ambols are

b

encountered. Easy to find familiar icon and familiarity of icon’s celo aSsis\!Qd in
ete i@mation
etath?NMemon et

identifying an app (Alsuwailem, 2016). Icons s represent| co
! 4
from familiar context (Schroder & Ziefle, 2008) use i

al., 2017) because familiarity improves t%&me ;zpe i
This is to assist in identifying the icchapp 'catioY is i@ used the familiar
r.

image for icon that users can un staal and%b

@ “

familiarity of color green for K feature: i(/
[73) S

iv. Color z ( 0
2 ' 4
Color is deﬁn%a 1o d by @bjéct in producing diverse perceptions

on the eye that r\@r p t (Ox@ 2020). Color is an important aspect in

ce (Ghayas et a, 2019).

]&b?éxample, it adopts the

=

¢ { Ga(n'}
visual communi€ation. Kanma mSCn tioned that color consists of primary (red,
yellow,%& seconda ;)lor (@n, orange, purple). Colors are selected to ensure
that the i

eaning they represen@)we recognised by the largest possible user. Besides,
N

Jastas2016) stated that color is powerful. It can make the icon or break it in the blink
0 eye. That is why choosing the right color for our icons is so important by using
oper palettes, we can transfer the message at a subconscious level.
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Justas (2016) emphasized on first choosing the right color palette. Depending on
the style of our icons we can decide to make them monochromatic, use shade?l&
same color, or choose the color palette with different matching color. Th1 ften
used to create flat icons. Matching color palettes that look cool are hard ﬂ&ﬁ;, though.
Justas recommended using two to five colors throughout the whol€ set. Second,

understand the meaning of color. Even basic knowledge in ccdoM could make a

huge difference. When you need to squeeze a huge mess a slnall icon, every
small detail matters. The power of color can be used to s ther an y the icon

message. The correctly chosen color makes the set lo re cohesiv n(’ @ and

delivers the message way better. In this study, t stI\ 1ng.£/ or palette
for icon and understanding on the color m urther applied or leotlc icon
design to ensure the icon design look nd refle e ng of the icon to
the user. T

According to Lee (2016) ic 1mages VlS ages can be applied in
combination to color imag acts as a s of communication beyond
language. Understandl% lor an] Xa ér on of color images will enable

o $ &,

realistic use of colo t can ful arlous res of users in color planning. Using

right color giv

users in 1002 @ Therefore; eéx@eamng association for the use of the icon is

N
the Uh&wtenstlcs of the color during designing of the

ers w Wrong ones lead to the ill effect to the

appAand using it appropr; @\}

e other concern with color relates to icon colorfulness, brightness, and contrast.
icon colorfulness and brightness are basically associated with the user downloads
ang & Li, 2016) because it made the icon show up, appealing to entice user interest

(Xin et al., 2017). Use of sensational color contrast (Harley, 2014; Watkins et al., 2014)
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and warm color (Lee, 2016) can make icons stand out. Landa (2014) mentioned to use

color for inspiration, legibility, meaning, storytelling, and environment. UniﬁedWh

through effective design principles, color palette and flexibility concern

effective set of icon (Jackson & Ciole, 2017).

N\
K\g

Background color can be used for applicable brand and escape transparency

(Android Developer, 2019). In this study, the icons were focused o
and white for the icon image and warm color of green as ackgr

Table 4.10 summarizes the color and its meaning from p

ontrast of black

nd of the icon.

ious s dw
"X

| &

X

Table 4.10: Summary of @aning
! S
r

Color Definition Attributes R ‘.:_Phis Study
Red Love, romance, and Emotionally mmtense, qu en$ heartbdat & Used in few icons in
intensity as cited by and breathi colorboi ish. medium fidelity icon
Kanmaz (2015). Danger, figu or creati and 4§ed as background and for
passion, love, heat (Justas, tre ening perception of @e ce strengthen perception
2016). Represents life as citedy by Kanma: 5). Représents to user.
force and all forms off everything iat t r most
desire and passion (Ma %ical d w&w survive
et al., 2016) tas, gy 2016). is c&e’ refers to
chieyement “desi results and
\ success hdr et al., )
]
Yellow Has meaning of o fers t§)sun, he e day. Iconic form Used in few icons in

friendlines and of sun and jel%@ lor as a background
extraversio Good lor ?0 epresent one day wishes as
emotions (Justa 16). ci y {‘az (2015). Optimistic and
Repr \ fl \Lnny col ustas, 2016). Could have
happ , exXpansio bnorm; ects on mind in long run and
eas Mabhdi cause tal confusion and disorder

unl @mbined with its complementary
éf).e. purple (Mahdi et al., 2016).

]

medium fidelity icon
as background and to
show optimism

strates nature of life, calming and
refreshing color as cited by Kanmaz
(2015). Often paired with shades of
brown to give additional earth vibes. Also
associated with freshness, success, and
money (Justas, 2016). This comforting
and calming color is associated with

innovation, n
(Murphy & Rowe, );

Eco (Justas, 2016).
Represents will at work,

Used in few icons in
medium fidelity icon
as background and to
show natural, hope,
life

Used in all icon in

effort, stable thought, nature and is often used to help relive high fidelity icon — to

faith, and self-awareness mental dilemmas (Mahdi et al., 2016) show  hope, life

(Mahdi et al., 2016). natural, harmony
Blue Color of wisdom and Refers to “night”, also has a subtopic of Used in few icons in

dreamy. Also considered directly related
to human concentration and mind

intellectuality, represent
imaginary wishes as cited

medium fidelity icon
as background and
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Color

Definition

Attributes This Study

by Kanmaz  (2015).
Calming color, stands for
security, professionalism,
and trust (Justas, 2016).
Perfect peace; a sign of
truth and trust, surrender,
loyalty, eternity (Mahdi et
al., 2016).

relaxation, used in creating icon in
abstract forms of moon and stars.
Imaginary as cited by Kanmaz (2015).

to show calm, peace

and tl?
Symbol of lasting traditions and values \
(Mahdi et al., 2016) %

Orange Links with meaning of “Smiling face” is used for represent: sed in few icons in
happiness, energetic and of good wishes in the icon form as ci medium fidelity icon
change and is used for by Kanmaz (2015). V to show happiness,
“good” wishes as cited by and energetic
Kanmaz (2015).

Purple Signifies inhibition, Physical weakness in a ive, way as Used in one icon in
emotional claustrophobia. cited by Kanmaz (2015): ombivgs medium fidelity icon
Represents  assimilation dominative nature and peaceful _image
and indecision (Mahdi et surrender of blue. In es mediati
al., 2016) and inner reflection and works well alo . Y’

with its comple colors' (yello ' O}
spectrum col ., 2016 —\
2 -

Black Meaning  sophistication, Black is us image ¢ of the \Uged in few icons in
emotional safety, and semiotic ico : mﬁ%&sj,ng bla ,Y?nedium fidelity icon
glamor. as cited by aimed“oyefl of w% to show authority,
Kanmaz (2015). Authority andf s emphasiz power and strength.
power, stability strength y ntraﬂs& is
(Murphy & Rowe, 1993). & ith white image cr an Used in all icon in
Represents emptiness, g excellence ical r,we (GUI). high fidelity icon to
withdrawal of interests,% ittle t e/ﬁwironment. show to show
hasty conduct, and unwi T ick an vy energy authority, power and
behavior (Mahdi e d rep eenvir nt static and  strength.

2016) i et al. )

White Symbolizes ful reflection is Used in few icons in

simplicity, si‘ng as cited by Kanmaz medium fidelity icon

d p%ty as
cited by % 15).

Clean, perfect,

~

legant, o‘
neutrali (Murphy, ]\
GO

as background and to
show natural, hope,
life. Used in all icon
in high fidelity icon to
show purity, clarity

i

Brown
Gold

\

N

stability,
organic (M

we, 19
NS el of

réliabil
frien

dicates curi
nd need for physica
comfort and p e

(Mahdi et al., 2016)

i 'l
'Ofégﬁired with shades of brown to give

i

&
les color creates a heavy atmosphere and

Used in all icon in
high fidelity icon to
show  hope, life
natural, harmony

ditional earth vibes (Justas, 2016).
ering a wide area of environment with

even may cause depression (Mahdi et al.,
2016)

Easy on eyes and does not
distract attention as cited
by Kanmaz (2015).

Used in few icons in
medium fidelity icon
as background, life

Used in deactivated (passive or normal)
forms of the clickable helper elements in
the app while not diverging from its main
purpose as cited by Kanmaz (2015).

K
N3
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Overall, colors play a vital role in providing the semantic harmony in the human
psychological perception. That is why the choice of color and color scheme
building blocks in semiotic icon design and application. The icon design @- can
be regarded as minimalistic and simple. A

In this study, the choice of two to five colors for icons was as suggested by Justas
(2016) who stated to use two to five colors throughout the WIOYI%i of icon. For low

fidelity icon, there is no color selection as it involved sket e icrn only in paper

sheet. The medium fidelity icon was designed with two of dolo nation for
@

each genre (see Appendix 4) using Adobe Photosho are. Afte tt‘wg,:\ back

from the icon survey with youth in prelimina n % , the i¢on design

and color were revised. The final concept W olon\was alize@?}.ﬁgh fidelity
semiotic icon. \% é

For high fidelity icon, the co%and &Wrs lxis%n were green, black,
white, and gold/brown color %r onhe 1 uGreQ‘:%\olor was chosen as the

&/

concept color for the life W% mgssages, hopes and nature. Black is used in part
of image color of the sémietic 1con design. ok v@imed at reflecting the perception
I
ot

of weight and serio ss of th‘i C icorﬁsﬂgn and emphasized the authority and

o

power of the ge& use ité'1n imtgjefﬁf semiotic icon creates contrast for GUI

of the icon. \%Was sed ifla%‘;glor for semiotic icon to reflect purity and

clarity. % b g D-)" $
> O
V.{ e

%imple means straightforward and easily implicit (Oxford, 2020). Simple icons

0 easy to comprehend and found more quickly than complicated icon (Smythwood &

Hadzikadic, 2019). Simple forms deliver the message efficiently (Yang, 2015). Adopt
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icon with simple visual style (Chen, 2015; Harley, 2014) in two-dimensional (2D)
(Harley, 2014) and maintain simple icon design (Batista et al., 2019; Kanmaz, 3
Schroder & Ziefle, 2008); also maintain a simple background and escape @?emcy
(Apple Developer, 2019). In this study, semiotic icons were designed w le image
for icon genre. The icon applied the flat icon design, two-dimension&s.ir'nple graphic

style, simple background color to ease comprehension and easx idenfification of Surah.

vi. Consistency % '
Consistency is defined as the way in which a substance h dst\gel‘(O@rd,
| &
2020). Consistency is also an indispensable ele of a succegsfulicon cf&tlon, as
s b 3§
izabl

arousing familiarity in the user is the key pointifor bei \CQ e?\nﬁ effective

(Kanmaz, 2015). In designing the icon, i@r‘[a .‘:a ain ongistency in icon

style of image (Apple Developer, 2019; et al,, 201 d c}&@tent design (Islam

& Bouwman, 2016) for any situati %ea 2% /khape is more attractive
“« Q-
loper, 9)F'In tlﬁerudy, semiotic icon design
i

consistency was mainta equre t% stafidard a@ to maintain youth interest and
&3 1S

motivation to recite Quran. The icon al: mfdi@ consistent style of design with flat

O

icon, round shape&mld s@of ico&%

N

>

and simpler to adapt (Androi

2

lna@zgea’ the icon design elements adapted in this

The follow1 able 4.1
study. Th s we y v lidét\e&lvf)y the experts in IT to verify the suitability of
y.

%

' 4
the el or this st ‘T" he W‘hdated icon design elements were applied in the
. S N
m

in of the research to e%cpuate the icon design aspect of SIDAQ and to prove the

%h hypothesis on the significant influence between icon design of Semiotic Icon

Qsign Application (SIDAQ) and the youth’s motivation in reciting Quran. The result

of the icon design validation and evaluation summarized in Chapter 4 and Chapter 5.
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Table 4.11: Summary of Semiotic Icon Design Elements fo

\q
N\
e

Icon Design Elements/  Definition Attributes \/\ This Study

Example

Recognizable Ability to be recognized, Used icon with familiar image (Landa, 2014), identifiable preferred Used familiar image to visualise Surah
or identified from previous  (Harley, 2014; Xin et al., 2017), high identi n a uracy yields genre for easy icon identification. This
knowledge (Oxford, 2020)  better search performance (Zhang et al., , fast t10n to allows fast recognition and create close

\"A establish mutual connection to grab user attentio (Sil dinemret al., connection between icon and user
2017). Icon has better recognition with'stmaplified st ah pen edge visual perception to attract user
shape and realistic adaptation (Chen 5) 2 e attention.
N NV
Color A property owned by iumbertef downloads Use of bright and warm color for icon

object in producing diverse
perceptions on eye that
returns or produce light
(Oxford, 2020).

See Table 2.8 for detail of
color.

Icon colorfulness and brightne are‘ela
(Wang & Li, 2016) that mak N
attention (Xin et al. 2017
(Watkins et al., 2014) an wa
event group and critical aeti

2014). Cohesive de

and flexibility co ceﬁﬁo
Use backgro
(Android De

color meaning,
(Justas, 2 %\

=

activerto attract user
cor@gé‘t (Harley, 2014),
, 016) graphic to connect

a ,.2014). Use color for
@ environment (Landa,

ffe ive gn principles, color palette
1ve igom set (Jackson & Ciole, 2017).

.cj;:gf

and escape transparency

color palette and understand
hroughout whole set of icon

meaning to make the icon standout and
attractive. For low fidelity icon, only
sketching, no color selection. Medium
fidelity icon was designed with few sets
of color combination for two icon
design. After survey, icon color were
revised based on feedback. For final
high-fidelity, color chosen were green
for background, black and white for
image, and gold/brown color for border
icon. The reason for green (life wishes
and messages, hopes and natural). Black
(reflect perception of weight and
seriousness of semiotic icon design and
emphasized authority and power of
genre, white (purity and clarity). Use of
black and white for image show the
contrast in icon.

Simple

Straightforward and easil Yimple icons easy to comprehend and quickly found than complex icon
(Smythwood & Hadzikadic, 2019). Simple forms deliver message
efficiently (Yang, 2015). Embrace icon with simple graphic style (Chen,
2015; Harley, 2014) in two-dimensional (2D) (Harley, 2014) and keep

implicit (Oxford, 20

Designed with simple image for icon
genre. Apply flat icon design, 2D,
simple graphic style, simple
background color to ease the
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N
- J

Icon Design Elements/  Definition Attributes This Study

Example
icon design simple (Batista et al., 2019; Kanmaz, 201?hroder & Ziefle, comprehension and quick to be found in
2008). Maintain a simple background and escape transparency (Apple Surah.
Developer, 2019). K’

Semantic Related to meaning in Regular close connection between icon enti 1ts urpose (Ghayas et Designed with low semantic distance

%

language or logic (Oxford,
2020)

al., 2013; Memon et al., 2018) by reduci
Semantlc distance is closeness of icon’s gra

(Isherwood, 2009) are one of most sign
al., 2018; Silvennoinen et al., 2017)

ic t0 its

nt characte 1s'10 ovea et
can 1mp veiuser xperience

that close connection to the meaning
between icon object and its purpose to
convey the message for genre of the
Surah.

(Ghayas et al., 2019). This relates dere{g;ding
\ kg'
Familiarity Close acquaintance with Easy to find familiar icon 1lia°§ty icori™s color assisted to Used the familiar image for icon that

Al
AREn

something. Frequency with
images encountered
(Oxford, 2020; Ghayas,
2013)

metaphors (Memon ¢ 20

experience (Ghayas et %Zbl 9
A

identify app (Alsuwaile .
information from familiar%xt : SQF

g;xrepresent concrete
2008). Use familiar
iliarity improves consumer
assﬁ@n identifying the icon app

user can understand and remember.
Example: The familiarity of color green
for Islamic feature.

Consistency

11l 7O P

-

=

%

Way in which a substance
holds together; thickness
(Oxford, 2020)

Consistency means w

e holds together (Press,
visualization (Apple
onsistent design or design

2020). Sustain,co ncyFl ic ty
Developer, 2 et al
un1form1ty Isla B fﬁ) for any situation (Chitea, 2017).

Con51ste
Develo

¢ i r]lo?u\tractl

nd simpler to adapt (Android

Maintain consistency of semiotic icon
design to ensure the standardization to
maintain youth interest and motivate to
recite Quran. Maintain consistent style
of design with flat icon, round shape

icons and same size of icon.
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d. Semiotic Analysis on Icon design element for Surah genre

Semiotic analysis especially using Peirce’s theory of semiotics will in& our

knowledge and understanding of semiotics. Table 2.17 shows the previou:m using
a

semiotic analysis. In this study, semiotic analysis was employed bi

semiotic analysis studies by Ibrahim et al. (2012) using icon design elements

iotiWsis of icon design

t, el)rese tation and

58 (%\dr,-zo as
00

Semiotic Icon Design for Reciting Quran (SIDQ). The se

(0]

(@]

elements was integrated with three elements of sign nam:

interpretant defined in Peirce’s Theory of Semiotics(1931-
in Figure 2.15. The semiotic analysis of icon d elements [for citlln

pting the

to design

uran is
4 N
summarized in Table 4.12. Y’ \ ‘?’
Table 4.12: Semiotic Anah's\%miotic | sigéa SIDQ
Icon Design Representation/ j ,E{ample Reference
Elements Representamen i &
Recognizable  Common icon ““House image Landa, 2014
image represent home  Zhang et al.,
fiany 2017
\ Harley, 2014
T ‘t%\ Silvennoinen
bftw& on etal., 2017
% 2 "and isual
p tion to
\ & user
ntion.
Color se bright and Green (hope, Wang & Li,
contrast color innovation, 2016
for user natural), white Xin et al.,
attention. (clean, perfect, 2017
elegant, Harley 2014
neutrality), Watskins et al,
black (authority 2014
power, stability  Lee, 2016;
strength), gold,  Android
brown perfect, Developer,
\ reliability, 2019
stability,
friendship.
natural organic
(Murphy &
Rowe, 1993)
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Icon Design Representation/  Object Interpretation/ Example Reference
Elements Representamen interpretant
Simple Simple style, flat ~ Simple Icon is designed ~ Simple flat ood &
icon. home icon with simple house image Rzikadic,
image, flat icon 0
design, simple rley, 2014
graphic style, hen, 2015
simple Kanmaz,
background 2015,
color to show. Schroder &
Ziefle, 2008
\, Apple
Developer,
2019
Semantic Meaningful icon Meaningful  Icons are se clpse (Ghayas,
home icon designed with aningto Khan, &
close co home Jaafar, 2013,
" 2019), Memon
£, 2017
' C%erwood,
009
Y" (Bovea et al.,
' 2013),
Su \ Y‘ Silvennoinen
\[ { etal., 2017
Familiarity Familiar icon Familiar icon n us amiliarity of Alsuwailem,
image amiliar i coé&en for 2016
\ that user ca Islamic. Ghayas, 2019
_\ Memon et al.,
ca remémb AL 2017
Consistency Uniform icon istent aint; (’}Uniform round
design i i0019 istency OQ shape and same  Xin et al.,
imilar , styl color icon 2017
\und h sh Islam &
olor, style) ., sizetoe shire Bouwman,
i upifo 2016
desi aintain Android
F 4 o'uséii{terest and Developer,
\ @ ation to 2019
\ l ite Quran.
& . Y

This ser%\zal
of S

the Peircg% :e iot?'s

object

\V
is%ﬁtlne fa%(lon of the icon design element studies with
JThe

h {}Qn design elements, reference (representamen),

rpretation are rela@o each other to generate a meaningful icon design
user. This is important to ensure the icon design elements were integrated and

ped with the main elements of sign in the Peirce Theory of Semiotics that will be

anloyed in the icon design in the design stage. The detailed design of the icon was

discussed in detail in phase 2 design and development, in Chapter 3.
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4.2.3 Expert Validation on Initial Icon Design Elements for Reciting Quran

The ten common elements of icon design elements for mobile applic% ere

analysed through the systematic literature review and comparative studﬁber, the

six initial elements for icon design are proposed for reciting Quran..The proposed six
initial elements for icon design were then validated by the% 3) experts in

Information Technology (IT). The elements were validated bVFéxpert in terms of

icon design elements and its suitability for Quranic e @ IT were
involved in validating the initial icon design elementgor reciting Qura g \Y'
In the set of questionnaires, six initial elem icon desi

color, simple, semantic, familiarity and consist%y. Th

disagree, 2 = disagree, 3 = moderately agfee agree,

4.13 summarized the result of expertmtio on inj

s1ti)3 feem\<y7 th
[

design elements is validated a{ ble fof*icon h esign stage.

o
esig
X S
'S
Table 4.13: Initial Elements ofd eefiiépr Expert Validation

reciting Quran. This step received

f

Element/ Items 52 3 4 5 Mean
Definition D M A SA Interpretation  §p
Recognizable  The ic M easy to b ized O / / 3.33 .58
(Harl ¥ Press, 20205 Xinvet als ) (1 (medium high)
201 anget al., 201 (J
& >
Ability to be 1 e use’ oh ic } are on / 4.00 .00
recognized or , 2014) Y—- 3) (medium high)
identified from )
previous e icons grab ng&)attention / / 3.33 .58
knowled, e\(Silvennoinen etal., 2017) 2) (1) (medium
(Press, 2 high)
The icons can express the idea of Surah. / / 3.33 .58
2 (medium high)
When 1 see icons, I understand what / / 3.33 .58
they mean. () (1) (medium high)
Mean Recognizable 3.46 46
(Medium High)
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Element/ Items 1 2 3 4 5 Mean
Definition SD D M A SA  Interpretation  gp
Color The icons maintain matching color / / / 4.0(? 1.00
combination (Justas, 2016; Jackson & O )] (medium high)
Property Ciole, 2017) K
owned by The icon’s color combination is / / / 1.00
object in harmony (Justas, 2016) @O @O M (mediumyhigh)
producing
diverse The icon’s color attract my attention / / .67 1.16
perceptions on  (Xin et al., 2017) ) @) ium high)
eye that
returns or The icons used suitable color contrast / V 4.33 .58
produces light  (Harley, 2014; Watkins et al., 2014) 2 _ M (high)
(Press, 2020)
The icon is suitable for the content (Isla / / 4.00 1.00
& Estuar, 2014; Landa, 2014) 1 ) l(medium high)

Mean Color

Ll

Simple The icon’s design is simple (Batista et .
al., 2019; Kanmaz, 2015; Schroder & @ (D '(h‘ié))
Ziefle, 2008; Smythwood &
Hadzikadic, 2019) b 4 Y"
\ Y
Straightforwar  The icons use simple graphic style / 4.33 .58
d and easily (Chen, 2015; Harley, 2014) V 2 ) (high)
implicit
(Press, 2020)  The icons use simple background k 4.67 .58
(Apple Developer, 2019) 1) (high)
The icons are easy to be compre% \? / /‘\-\ / 4.00 1.00
(Smythwood & Hadzikadic, 2 0 ) (kL} (1)  (medium high)
q %
The icons are quick to be foun / 4.67
(Smythwood & Hadzikadic, A D @ High
Mean Simple ) %\ 4.44 (High) .55
Semantic I can understandgthe ning of the [ / 3.33 .58
icons (Isherwoo ; Bovea et ‘al., Q’) ) (medium high)
2018; Silvennoinen et a 201'0{ ' g C"
Related to The icons assist / / 4.33 .58
meaning  in idea of Su 2 (high)
language or etal., 2wv 3
logic  (Press, [
2020). The ic e a clgse con ti(‘ to, }ﬁao / / 3.67 .58
S as et al., 2013; Me qu (1) () (medium high)
ol 3
TheWicons can represent t Yr;re of / / 4.33 .58
rah (Isherwood, 2009; a et al., 2 (high)
\ 18; Silvennoinen et al.,)’i7)
The icons  representing  their / / 4.33 1.16
purpose/function (Ghayas et al., 2013; 2) (@1 (high)
Isherwood, 2009)
Mean Semantic 4.00 (High) .70
Familiarity The icons used familiar images (Memon / / / 3.33 0.58
etal., 2017) O @ @M (medium high)
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Element/ Items 1 2 3 4 5 Mean
Definition SD D M A SA  Interpretation  gp
Close The icons are easy to be found in app / / 43 .58
acquaintance  (Alsuwailem, 2016) 2 @ ( igh) q
with The icons are easy to be comprehended / / .58
something. (Ghayas et al., 2019; Schroder & Ziefle, @GO @ (m igh)
Frequency 2008)
with images
encountered I can relate the icons to their meaning / / .00 1.00
(Ghayas et al., (Ghayas et al., 2019; Schroder & Ziefle, H (1) (1 ium high)
2013; Press, 2008)
2020) \,
Familiarity with the icons ease my / / 4.00 1.00
understanding (Alsuwailem, 2016) @)) 1) (medium high)
Mean Familiarity . 3.87 (High) .83
Consistency The icons have a consistent style (Apple ' 4.67 .58
Developer, 2019; Xin et al., 2017) ) ) gh)
Way in which ~ The icons maintain consistent design / 4%7 Y' .58
a substance (Islam & Bouwman, 2016) O ) '(hi N
holds together,
thickness The icons have a consistent shape / V .58
(Press, 2020)  (Android Developer, 2019) Yv 17' “(high)
The icons maintain consistent size V g 4.67 .58
(Islam & Bouwman, 2016 % W (2)« (high)
Consistency of icons ecase m 4.33 .58
understanding (Apple Developer 019, ? ) _ul) (high)
Xin et al., 2017) AL
Mean Consistency VRN 4.60 (High) .58
Total Mean ) o 4.87 (High) 81

each item. Thirty (
study. Thirteen g

¢
mean interpr evel (4.0

mean in

197

nizable element (mean = 3.46, sd = .46), moderately agree to strongly agree with
e color element (mean = 4.00. sd = .95), moderately agree to strongly agree with the

simple element (mean = 4.00.

Table 4.13 showéd t Can standar delzl

e
&
S

4

items fo

!
5000

1
4
Y—.
N
S

on l‘evl

able 4.18.

e findings showed that experts were moderately agree to agree with the

211

}ini 1 1cor(}§1gn elements were outlined in this

ign emen@dlcate the mean of each item is at a high
‘Qd seventeen items are in the medium high

N : :
— 4@)9 based on mean score interpretation (Nunally,

sd = .55), moderately agree to strongly agree semantic

and the mean interpretation of



element (mean = 4.00, sd =.70), moderately agree to strongly agree with the familiarity
element (mean = 3.87, sd = .83) and agree to strongly agree consistency elemen

= 4.60, sd = .58). The overall mean of the element of icon design was 4 \ch is
high mean interpretation. These six initial icon design elements w&*iﬁed and
accepted by the experts, and it is suitable to be applied in the Quraniw

eMof icon design

pos,:d icon design

coler, Wsemantic,

[ ]
familiarity and consistency. The codes under t icon desi e'e@ are

Furthermore, the researcher had listed the proposed

through the thematic analysis using Atlas.ti software.

elements for reciting Quran were developed: recogniz

summarized using schematic diagrams in Figur gu% igiire 4.4ﬁure 4.5,

Figure 4.6, and Figure 4.7. V 0\> g
(A ~ L,

‘-%ﬁ- 141 Ability to be recognized or

identified from previous knowledge.

Y

(£)1:4 Identifiable icons are prefemed
to establish mutual connection
and grab attention.

. = 1:5 Icon has better recognition with
RQ1: lcon Design Element - -
—e Recognizable = — simplified stylization, open edge shape and
realistic adaptation.

'?} 1:3 High identification accuracy of
icon yields better search performan...

&
r

-

‘ _E 1:2 People will understand icon

that used familiar images.
Ny ¢

| \./
u;e zt%}:bilecognizable theme
N\~

raty
T
N
Q

(o
&
S
S
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-é-ms Is related to meaning in
language or logic.

!

RQ1: lcon Design Element -

SEMANTIC

=/ 1:20 Semantic distance is closeness
of an icon’s graphic to its meaning
which is one the most significant
characteristic that can improve user
exXperience.

11:19 Regular adjacent connection
between icon entity and its purpose
by reducing semantic distance of
icon.

Figure 4.3: Semantic theme

? 1:6 Is a property owned by object
in producing diverse perceptions
on eye that returns or produce

.
A

I

RQ1: lcon Design Element -
COLOR

_é 1:11 Choose background colour for
applicable brand and escape
transparency.

—a

1:10 Unified design thru effectual
design principles, colour palette and
flexible concern for an effective icon
set.

'é- 1:9 Select colour for influence,
legibility, meaning, storytelling and

i
b

1 1:8 Use exciting contrast colour
contrast and warm colour graphic

environment.

1:7 lcon colourfulness and
brightness are related to number of
downloads that attract user

Y 1 JIO
P

A\ l \l§(e 4.4 %gfd(rl Theme

1:12 Means straightforward and
easily implicit.

RO lcon Design Element -
SIMPLE

'é- 1:16 Embrace icon with simple
graphic style in two-dimensional
and keep icon design simple.

‘

'§-1:13 Simple icons easy to
comprehend and guick found than...

J

Figure 4.5: Simple Theme
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—}

to connect event group and
important action.

'é- 117 Maintain a simple background
and escape transparency.

message efficiently.

= 114 Simple forms deliver ‘




—_—
[

: 1:21 Is the close acquaintance with
something.

RQ: lcon Design Element -
[

(=) 1:26 Familiarity improve consumer
EXpETiEnce. ¢

1:25 Use familiar metaphors.
FAMILIARITY

L ]

) 1:24 Icons should represent

concrete information from familiar |4 b
context.

11:23 Easy to find familiar icon and
familiarity of icon’s colour
assisted to identify app.

-
(=)1:22 Also referred to frequency
with which images are
encountered.

~ | Y.

Y
(e
Figure 4.6: Familiarity e 2 ‘T
=

TT'\

[)1:27 means the way in which a
substance holds together; thickness.

!

RQ1: lcon Design Element - [ _E 1:29 Uniform shape is more

COMNSISTENCY tempting and simpler to adapt

|

1 1:28 Maintain consistency in icon
style of visualization and consistent

design or design uniformity for any
circumstance,

&

4
&\ ]"ig .7: Co ency theme
\ ;

&
1 O
¥ o 5o o |
The % these ic ign principles and elements is very significant to this
it pwill gL{d ﬁsea@ on the technique for semiotic icon design for

mo\ s. This proposed iu@’esign framework which consists of six elements is

rescarc

use a guideline for semiotic icon design of mobile application for Surah genre in
an. The icon design gives high implication to the mobile application and assists in

designing the fidelity prototype of icon for Surah genre.
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Based on the analysis of semiotic icon design elements and expert validation, six

main semiotic icon design elements have been identified as suitable for SIDQW

are recognizable, color, simple, semantic, familiarity and consistency. Figu@how

a summary of the icon design elements and steps involved in SIDQ.

/ Element of Icon Design\ V

Recognizable i

wn

Colour
) Semiotic Icon
Simple Design for Youth
— .
Reciting Quran Motivation
(sipQ)
Semantic

A
NEP
Figure 4.@&: D s¥n aégyed in SIDQ
X S
N iey

4.2.4 Expert Va@ﬂn U‘abill Elem(e&%s for Reciting Quran
NS

!
The tw%b\lity elgm}ﬁverec'ﬂlen validated by the three (3) experts in

Information nolyg ID) in te \of usability elements and their suitability for

b4
evaluatﬁﬁ e semiotic icon ign application in the Quranic field. In the set of

&

Nnaires, two usability elements were: satisfaction and effectiveness. The scale

$

was 1 = strongly disagree, 2 = disagree, 3 = moderately agree, 4 = agree, and 5 =
rongly agree. Table 4.14 summarized the result of expert validation on usability

elements for evaluating the semiotic icon design for reciting the Quran. This step
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received positive feedback from the experts to ensure the usability elements are

validated and suitable for the usability of the application in evaluation stage.

Y

Table 4.14: Usability Elements for Expert Validation (;

Element/ Items 1 2 3 4 5
Definition SD D M A SA nterpretation SD
Satisfaction The content of the app is useful / / 33 .58
to me. 2 @ (high)
Fulfilment of  The app assists me to understand / / / M 4.00 1.00
user's wishes,  the overall idea of Surah 1) 1) edium high)
expectations, I will use the app to motivate me / / 4.00 1.00
or needs, or in reciting the Quran. 1) (1 1 (medium
the pleasure ' high)
derived from I will recommend the app to / .58
this (Press, others. P (1) I )
2020) Overall, I'm satisfied with the / / 3.67 Y' .58
app. 1) dlﬁm h@
Mean Satisfaction 4.07° 5
edium/High)
Effectiveness It is simple to use the app. 32:36 .58
igh)
The degree to  1like to spend more time reciting {4.00 1.00
which the Quran. dium high)
something is The app increases my curios 4.33 58
successful in to understand Quran verses. (high)
producing a The app  increases y 4.33 58
desired result;  understanding on the i e% (high)
success (Press,  Surah.
2020) The app makes reciti 4.00 1.00
more effective. (high)
Mean Effectiven ‘ 4.20 (High) 75
: 4.13 (High) 75

Table 4.14 K&he mfan
item. Ten (10) items for the ili

of usability,

s

Total Mea , 3 ¢
) 4 ¢ &

cme

Y—v

elen@!jag were outlined in this study. Five items

!

¢

s in ica? ﬂ:eaQ‘;)g each item is at a high mean interpretation
level (4% )anf fived ems

ed on mean score in@'xetaﬁon (Nunally, 1978) in Table 4.18.

B
ar¢in the medium-high mean interpretation level (3.01

\e findings showed that experts moderately agree to agree with the satisfaction

ement (mean = 4.07, sd = .75), and moderately agree to strongly agree with the
ffective element (mean = 4.20. sd = .75. The overall mean of the element of usability

was 4.13 which is a high mean interpretation. These two usability elements were
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verified and accepted by the experts, and it is suitable to be applied in the evaluation of

the semiotic icon design application in Quranic field. YV
4.2.5 Expert Validation on Motivation Elements for SIDAQ : ,

The four motivation elements were then validated by the thw experts in
Information Technology (IT) in terms of motivation elements aWr suitability for
evaluating the semiotic icon design application in the nz ﬁelii. In the set of

questionnaires, four motivation elements were: attentiom,, relev cWence, and

@
satisfaction. The scale used was 1 = strongly dis% = disagree, =' rri{a;fza:ely
1 m

agree, 4 = agree, and 5 = strongly agree. Table 4 mafized reS{l/??)f expert
validation on motivation elements for eval%ce \‘con (@3. for reciting

the Quran. This step received posi cedback fr e e@ﬁs to ensure the

motivation elements are validated @nd suitabﬁpviv i f application in the
- ) N
evaluation stage. % [ 4 %(')

Table 4.15: 'vat'r%njts for-Bxpert Validation
A 4

—

Element/ Items !1 | Q" 4 5 Mean
Definition D » M A SA Interpretation SD
Attention The appaQ uni u\ L (30 / / 367 .
(OO )] (medium high)
Learner’s interest The icons ha lgain (QE / 4.00
O

) (high)
/ / 4.67

@

(Keller, 2000) my attenti
\’S icms Vd %
S (J

d my/curiosity. 2 @ (high)
e app’s content imanage / / / 3.33 1.12
eep n;?a ntiof. {.\ 1) 2) (medium high)
app’ nt 1 / / 3.33 .58
rprising. Iﬁ ” Y. 2 (@ (medium high)
Mean Attention (Y 3.80 (Medium High .57
The app’s content is rélevant / / 4.33 .58
to my interests. 2 (@ (high)
The app’s content relates to / / 4.67 .58
my way of life. O] (high)
The app’s content is useful to / / 4.67 .58
me. O] (high)
The app’s content is worth to / / 4.67 .58
know. O ¢)) (high)
The app is significant to me. / / 4.67 .58
- @ (high)
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Element/ Items 1 2 3 4 5 Mean
Definition SD D M A SA Interpretation SD
Mean Relevance 4.60 (Hig .58
Satisfaction I satisfied with the content of / / 43 .58
the app. @ O (hi \z
Direct relation I feel good when successfully / / .58
among browsing the app. 2 @ igh)
motivationand 1 will use the app to / / .58
satisfaction. understand the genre/theme 2 @ (hig
Learners should  of Surah.
satisfy of what I would recommend the app / / 4.33 .58
achieved during  to others. @ ) \, (high)
learning I feel delighted when using / ! 4.33 .58
process. the app. 2) (1 (high)
(Keller, 2000) .
Mean Satisfaction ‘.33 (High) .58
Confidence My first impression was the / / T4 1.00
app looked easy. 1 (@ 1) l
Develop As I worked on the app, I am / / 4.33 \Y' .58
confidence confident that 1 could % ) (h'gl&—)
expect success understand the content.
b 4 4,

thru learning
(Keller, 2000)

I feel confident to use the
app.

The organization of content
assist me to understand the

33 58
{\mgh)

app. \, &

The app increases my 4.33 .58
confidence to understand @) O (high)

idea of Surah in Quran o - i

Mean Confidence s 4.26 (High) .66
Total Mean 4.23 (High) .60

items of motiva@ ntsl indic

interpretationGN4.0 + 5.00) J'zln
interpretat@

Table
S

(3.01-4.00)
b4

nd BN
sﬂj'o?
\%ji"
t

Table 4.15 showe thw, sta

item. Ten (20) items for the motivation

o
RN . :

ard l1a @nd mean interpretation of each
en?s(lﬁgre outlined in this study. Seventeen

e the,fMcan of each item is at a high mean
N,

e items are in the medium-high mean

a@é mean score interpretation (Nunally, 1978) in
VT
ey

ndings showed tha%xpens disagreed to strongly agree with the attention

t (mean = 3.80, sd = .57), agree to strongly agree with the relevance element

Oean =4.60. sd = 58, moderately agree to strongly agree with the confidence element

(mean = 4.26. sd = 66 and agree to strongly agree with the satisfaction element (mean
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=4.33. sd = 58. The overall mean of the element of motivation was 4.23 which is a high
mean interpretation. These four motivation elements were verified and accepte
experts, and it is suitable to be applied in the evaluation of the semiotic%\asign

application in Quranic field.

4.2.6 Expert Validation on Acceptance Elements for SIDAQVz

These three acceptance elements were then validate tz thrie (3) experts in
Information Technology (IT) in terms of acceptance ¢ nts a Wability for
Ay

evaluating the SIDAQ in the Quranic field. In the s@sﬁonn res, t ref T{%ﬁtance
S

elements were: satisfaction and effectiveness. TQE cale used was 1 = tror@ﬂisagree,
e, and

§\=\ngly %3' Table 4.16

summarized the result of expert Validw acceptan me@@or evaluating the

semiotic icon design for reciting thc zuran. Thi %ei @Qsitive feedback from
> N .
the experts to ensure the accep menf§ are ate@d suitable for evaluating
the acceptance of application MGV u#agi N\
Tab%m cceptance enien@er Expert Validation

& Li,

2 = disagree, 3 = moderately agree, 4 = agre

[¢)

Element/ Items 1 2 4 5 Mean
Definition \ l ‘\\‘ SD & A SA Interpretation SD
Perceived Ease Ti&&s oad'mWs <Q / / 4.67 .58
of Use S\a O 1 @ (high)
Degree to which T pp! ukes __Bi 5le C—) / / 433 58
a person believes fanggage. @ ) (high)
subjectively u. rming how to/usefthe / / 4.67 58
is easy. @) (high)
I am ha t(;‘recil.?-t e / / 4.33 .58
Quran with the app. NV 2 O (high)
Overall, I find theq@js easy / / 4.33 .58
to be used. 2 (high)
Mean Perceived Ease of Use 4.47 (High) .58
I have a better understanding / / / 4.00 1.00
of the idea of Surah when 1O @ (M (medium high)
degree to which  reciting using the Quran app.
ople believe The app makes my Quran / / 4.33 .58
that using new recitation more interesting. 2 (high)
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Element/ Items 1 2 3 4 5 Mean
Definition SD D M A SA Interpretation
technology can  The app motivates me to /

/ 433
help to reduce recite Quran more 2 (high q
their efforts and  frequently.

how useful the The content of the app is / /
technology useful to me. 1) 2) ( gh)
would be Overall, the app can benefit / / .58
(Davis, 1989) me. (O ®)) (hig
Mean Perceived Usefulness igh) .66
Actual Use Suitable for visualizing the / 4.00 .00
Intention to use  genre of Surah in Quran (3) (medium high)
technology can Help to understand the overall / / 3.67 .58
also b.e idea of Quran verse SO )] medium high)
explained .by a It makes the Quran recitation / 4.33 .58
large portion of  more interesting (high
the user’s actual Increase motivation in reciting / / .00
;‘Sehof l the Quran. M ()N | (me lugh
echnotogy This app can be used as a / / .58
(Shin, 2009) supportive tool. (2) Eh) \")
Mean Actual Use 13 (H_@ 55
Total Mean P 4 4.33 (High) .60
Table 4.16 showed the mean, standar. n mezri{terpretation of

each item. Fifteen (15) items for the a% leme ere ()Qined in this study.
\ é

Eleven items of acceptance elem il cat f e@a item is at a high mean
interpretation level (4.01 — nd foum items ar Qn the medium high mean
interpretation level (3.0 mased nm lsc erpretatlon (Nunally, 1978) in
Table 4.18. -‘

The findin Xd tha' expetts wer derately agree to agree with the user
perceived eas d element ah = .58), moderately agree to strongly
agree w1t ceived useful essé\ ent (mean = 4.40. sd = .66 and moderately
agr A ly agree th t{e acﬁa’l used element (mean = 4.13. sd = .55. The overall

m e element of accept\nce was 4.33 which is high mean interpretation. These
cceptance elements were verified and accepted by the experts, and it is suitable

be applied in the evaluation of the SIDAQ in Quranic field. The evaluation of

acceptance elements also in line with the fourth research objective of this study to



evaluate on the acceptance of SIDAQ, and eighth research Question to determine does
the acceptance of SIDAQ influence youth’s motivation in reciting Quran. Thew

result on acceptance evaluation and hypothesis testing summarized in Cha@

4.3 Design Phase Y.

4.3.1 Semiotic Icon Design for Reciting Quran (SIDQ)

Semiotic Icon Design for Reciting Quran (Sl%f deWotic icon
L ]

designed by employing the icon design elements t%e the génre o Srra-\ Tcan

motivate youth in reciting Quran. Few discussions have beenfdone with @US group
n\nalys ndings. The

' des g the icon based

to get the ideas of what SIDQ should co%;se

researcher also discussed with a graphi %er to assi

on the specification of icon design e@ts an%(?rd r@ded by the researcher.
N

The SIDQ was designed using fi rotofype t ‘}'que produced a fidelity icon
d

(low fidelity, medium ﬁdelityml fidelity)- fi e{ggcon design was developed

using paper sheet, Ado‘e PhoZ;hop 6 so de@cussed earlier in Chapter 2 and
e is

C
S '
3. The fidelity proto&' 1sC }GL"Q er in @%qwext section.

4.3.2 Process for Eideli ioti n Design for Reciting Quran
¢
4
Fo (%re ‘?e ye pr@ses involved in designing the fidelity Semiotic

s
Icon ign¥for Reciting Quran L@Q)' (Refer Process Flow SIDQ in Figure 3.7).

\ N
N
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a. lIdentify Surah and Genre (Step 1)

There are 114 Surah in the Quran. For this study, the research conce% on
three surah samples from Al-Quran. The researcher referred to the Qutan experts to
identify the suitable Surah sample for this study. The selection of ‘ﬁurah and
genre of Surah was based on the expert suggestions and recomn%;?z The expert
is from Quranic background from the University of Malay da?ﬂersity Sains Islam

Malaysia. The researcher referred to the three experts_i ra for.ranaendations

for 3 samples of Surah for this study. g
p y I L}Y'
Throughout the thematic analysis using At software, genres for th‘Pée Surah
’ b 4§
M urat ar@’enre Surah

As-Saff. The codes under these Surah gefire summari

Figure 4.9, Figure 4.10, and Figure 4.mrat the
4

sample were developed: genre Surah An-Nur, g¥1ur

sin%{l work diagram.

-SUr, mples.
A

b

[ | | | ]
[.:;:- 2:10 Akhlak entering house ]4—..I Genre Surah An-MNur ..—p[-?:' 2111 Akhlak in masjid ]

[% 2:8 Hidayah Allah ]4— —,[é 558 Wil i ]

= 2:6 Cover aurat 4 S = 2:7 Protect view

-

4
: (=) 2:2 Hukum : Nikah, Zina, Li‘an,
Qazaf

Figure 4.9: Genre in Surah An-Nur.
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= 2:24 Jihad

[y

* 8 & @8
[§ 2:33 Group (Jamaah) ]4—I

% 2:31 Patience |4

=) 2:27 Obidient ;[-’%-2:26 Preaching (Dakwah) ]

AJ

| &

Figure 4.10: Genre in hAs-Saff T

N f\b h J

['?:' 2:12 Manners with Allah : Iman ]

|

[ _E 2:23 Do not berate ]q_.l Genre Surah A-Hujurat |._p[ _E 2:22 Do not call with a bad call ]

ME N NNIENNI]

NEWs

['ﬁ%- 2:21 Do not find fault with others ]‘— R [5 2:20 Investigate before spread the

[% 2:19 Do not traduce ].— —,[ = 2:18 Do not underestimate ]

= 5.7 Ta'aruf , [ = ;’!:i:ﬂanners with Manusia: Do not

'%' 2:15 Manners with Rasulullah: Lower JJ
hl

(=) 2:14 Mujahadah

your voice

-

é 2:13 Tagwa

Figure 4.11: Genre in Surah Al-Hujurat

O
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The selection of Surah An-Nur, Surah Al-Hujurat and Surah As-Saff was
according to the content of Surah in Quran that has much to do with the laws ow
life as a servant of God. This selection was also considered on the coct%\f the

informative Quran to explore the messages of the verses of Surah as a E&Uide that

are vital to humanity. q
Informal interviews were conducted with three experts Manic and Arabic
: )g ry

field to acquire the opinion on the genre of Surah as the p Tudies. Through

the preliminary studies carried out, the experts suggeste ee Sfira es namely
@

Surah An-Nur, Surah Al-Hujurat and Surah As-Saff a main sour oﬂsa data
of the Quranic domain. The reasons are: 4 \‘/T

i.  Surah An-Nur, Surah As-Saff and ‘Surah, Al- e ind@gl:e source of

Quran that contains the rules ow )1d rules of'life as @%lifah.

ii. The Surah An-Nur, Surah A@jf and Su qgé\are a reference to the
N
Q

Muslims as its verses comtain“the messagesrthat h@ery close connection to

&
Q

human life. 1 %
iii. The Surah An grah AstSaff] and @ah Al-Hujurat are basic Surah
'3 ¢ &

—_

containing théguide forlt cco nity.

&
N o5
b. Icon Desi %men for bi‘; A@}) ication (Step 2)
%_ N
X

y icgn.desi elerﬂ&s for Semiotic Icon Design for reciting Quran

N
(SI% recognizable, sim l%lor, semantic, familiarity and consistency that were

rated in Figure 4.12. The elaboration of each icon element was summarized and

d ssed in detail in Chapter 2. The relation and mapping of the icon design elements

tudies with the Peirce’s theory of semiotics was discussed in Chapter 2.
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c. Illustrate Icon (Step 3)

Two icons sketched icons for each surah genre were illustrated using T

prototype as a low fidelity semiotic icon design (see Table 4.14). The ico@d on

the genre of the verse in the Surah. The icon illustration is based on the iple of icon
design elements found in previous studies and the ARCS Model of Motivational Design

as shown in Figure 4.12 and Figure 4.13. V
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N

@) Recognizable 01
a )
@ Simple 02
- Je) < N A
roposed 6 Icon ) Color o5
Design Elements — 9 v~ 7 X
- o Nyl N
for Reciting ,
Quran > Semantic 04
WO W
/ Familiarity 05
v 17 S
Consistency 06
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Identifiable, identification accuracy, familiar
image, fast recognize, recognition, mutual
connection, and attention

Colourfulness, brightness, colour contrast,
warm colour, colour palette, background colour

Simple graphicstyle, simple design, simple
forms, simple background

Reduce semantic distance, adjacent
connection

Close acquaintance, conversant, frequency,
familiar icon, familiarity of colour

Uniform style, uniform shape, consistent size,
design uniformity

o) .
% esu,ésﬂ Elements for Reciting Quran



Proposed Six Icon Design Elements

Fidelity Semiotic Icon Design for Motivating in Reciting Quran (SIDQ)

Variability

Recognizab|e } (dentifiable, familiarimage

{ Attention

Brightness, contrast, warm
Color >
Goal Orientation

{ Relevance

Personal control

{ Confidence

Close connection, frequent seen

. Direct, simple design
Simple >

Intrinsic enforcement

ARCS Model of Motivational Design

Familiarity }

{ Satisfaction

Uniform style, shape, size

. Close to meaning
Semantic
Kejadian Langit dan Bumi

Consistency }

Adapted Comparative Study of Icon Design for Mobile Adapted ARCS Model of Motivational Design
Application (Kamarulzaman et.al, 2020) (Keller, 2000)

Figure 4.13: Fidelity of SIDQ
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d. Digital Design Icon (Step 4)

The sample digital icon was illustrated using Adobe Photoshop software w

files. Two different designs were presented for genre. The digital icon @gned

based on elements of icon design and ARCS model of motivational d see Table
4.13). Table 4.14 shows the fidelity of semiotic icon design for re Wuran using

low, medium and high fidelity of icon. There are two samples of dlg icon as medium

fidelity icon. The sample of digital icons described t oz me mng for genre
‘Kejadian Langit dan Bumi’ in Surah. A total of -eig ons were
illustrated and summarized in Figure 3.4 and App@ ' _{—)

Medium Fidelity \ SIEE'FIde"tV Icon

Low Fidelity Icon

',')/ .\\

/ y
.I\.r ;
N 7
P "_.. q

(o AR

Kejadian Langit dan Bumi

\ : 7
2 sketch sign ’ igital Icon design 1 final digital icon design
N
; "Tr/:‘ S
: Figure4.14% Fidelity of SIDQ (Low, Medium, High)

&
1nary Study/Icon Survey (Step 5)
he preliminary study aimed at providing an innovative solution to youth and

iding them with a better experience in reciting Quran. A group of students from the

Faculty of Quran and Sunnah, Universiti Sains Islam Malaysia (USIM) was voluntarily
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recruited to participate in this study. The preliminary study was carried out with 113 youth
(undergraduate students) from the Faculty of Quran and Sunnah, Universiti Sainw
Malaysia (USIM) using the digital design of the icon from medium ﬁdeli% The
survey was performed using online icon survey (google form) to deter&e student
preferences and the suitability of icon in representing the genre ofW. The most
preferred icon was selected by the students from the icon design% d. The results of

the preliminary study (icon survey) are summarized in Appe

f. Proposed Final Icon Design (Step 6) ' .S
The proposed final icon was designed ba; edback reli@ry study

as illustrated in Appendix 4. The improvefaent the'a\'con ] bee@gr:e based on

literature and feedback from the youth. ) ch

A
S
% @ "}
g. Validated Icon Design (Step Q-

‘&
The final icon design % Valﬁge @ts in Quranic field and youth
with Quranic backgro prerts re ffom! Axabic and Quranic background from
T o
|

University of Mala wUniVsir Ms Isla@ aysia. The validation by youth also
has been perft &r y a@é to 22 from Quran and Multimedia
NG e S
I a

aculty of Qura nQIS nnah, Universiti Sains Islam Malaysia. The

background e
\
results %&ed icon de by Q&m experts are summarized in Table 4.14.
5
\ S
&th Validation of Icon Design (Quran background)
Q The design of the icon is the main aspect of validation of icon design study. Icon
esign of the semiotic icon-based application for Quran is based on the design of the

application in the application design phase. Among the aspects of the icon design are
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recognizable, color, simple, semantic, familiarity and consistency. In the instrument
provided there are twenty-eight (28) items constructed in part III to obtain infow

from the respondents of the study related to the icon design used in the a%\)n as

shown in Table 4.17. ‘\
Table 4.17: Frequency Distribution, Percentage, Standarw;on and

Interpretation Semiotic Icon (Youth Validation

Item Genre ]ll Mean SD
terpretation
Cl No zina
C2 Qazaf
C3 Lian

C4 Adab Masuk 4.27 .96
Rumah 7.0 108 59.5 (High)

C5 Tu rﬂan, | 5 9 22 441 .83
13.5 243 595 (High)

C Nikah N0 0 2 12 23 4.57 .60
0 0 54 324 622 (High)
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Item Genre Icon SD D M A SA Mean SD
F F Interpretation
% %
(oy) Hidayah 12 24 4, .64
324 649 (E’ h
C8 Kejadian 9 27 4.70 52
Langit dan 243 7 (High)
Bumi
C9 Adab dalam 7 i 77
Masjid
C10 Kejadian 50
Hujan dan
Kilat
Cl1 Kejadian 45
Siang dan
Malam
C12 Kejadian 4.62 .59
Haiwan (High)
10 5 4.57 .80
27.0 67.6 (High)
7 30 4.81 .40
18.9 8I1.1 (High)
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Item Genre Icon SD D M A SA Mean SD
F F F F F Interpretation
% Y% % % %
Cl15 Tagwa 0 0 0 8 29 4. 42
@ 0 0 0 21.6 784 c
Cl6 Solat 0 .37
@ |
C17 Perempuan 0 91
yang taat O 0
C18 Adab .69
dengan
Rasulullah
C19 Larangan 93
tinggi suara
C20 Siasat .64
C21 I \ 4 5 28 4.65 .68
10.8  13.5 757 (High)
czzA 4 9 24 4.54 69
10.8 243 649 (High)
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Item Genre Icon SD D M A SA Mean SD
F F F F Interpretation

C23 Panggilan
buruk

C24 Mencari 1.02
salah

C25 Larangan 98
mengumpat

C26 Lelaki & 77
Perempuan

C27 Jihad .78

C28 Jihad di
Jjalan Allah

Y 63
74 Q 27.0 703 (High)
£ &

@)

<Q% 4.50 71

a (High)

y distribution, percentage, mean, standard
he mean terﬁzet tign of each item. Ten items in the design aspect icon

deviat
deﬂln 1cates the mean of each item is at a high mean interpretation level (4.01-5.00)

$y one item is in the medium high mean interpretation level (3.01-4.00) based on

an score interpretation (Nunnally, 1978) in Table 4.18.
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Table 4.18: Interpretation of the score

Value Mean Score Interpretation Level
4.01-5.00 High
3.01-4.00 Medium High \
2.01-3.00 Medium Low (f)
1.01-2.00 Very Low s

Source: Nunally (197

However, the overall mean is mean = 4.1 (standard deviation !%9) is at a high
level. Insights also show no one respondent disagrees or stro agrees with each

of the icon design items. '

Items of icons that convey high interpretation are nowgina OMQH) mean

4 O_.@ adab

=4.65, sd = 0.48), qazaf (mean = 4.27, sd = 0.87)
masuk rumah (manners in entering houses)

pandangan (lowering the gaze)(mean = 4.4,

sd = 0.60), hidayah (guidance) (mean th%
i @an —4.57,5d=0.77),

=4.70, sd = 0.52), adab dalam masj nners in\m Sj
6 7 e,
éﬂ S

kejadian hujan dan kilat (m 6,.sd = .50),@%1dian siang dan malam

(phenomenon of night and \an 1 :
animals)(mean = 4.62, ), mu'g fik ?@7, sd = 0.80), taat (mean = 4.81,

sd = 0.40), taqwa = 4.7‘8, XOAZ), t (prayer)(mean = 4.84, sd = 0.37),

perempuan yaw (obe (iman@<<ejan = 4.00, sd = 0.91), adab dengan
NN

0. Akejaldialn haiwan (creation of

Rasulullah man )(mean = 4.54, sd = 0.69), larangan tinggi suara

)
(prohib% raidi i'ce)(n{%~ =4.46, sd = 0.93), siasat (investigate)(mean =
4.6A0.64), iman (mean —(%’5, sd = 0.68), mukmin (believer)(mean = 4.54, sd =
@nggilan buruk (name calling)(mean = 4.22, sd = 0.98), mencari salah (finding
&1 )(mean = 4.27, sd = 1.02), larangan mengumpat (prohibit gossip)(mean = 4.35, sd

= 0.98), lelaki dan perempuan (man and woman)(meanmin = 4.57, sd = 0.77), jihad

2]
=
]
=
ol
o
=
Q
=]
B‘g
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(mean = 4.30, sd = 0.78) and jihad di jalan Allah (jihad on the road to Allah)(mean =
4.65, sd = 0.63),

Based on the table, items with the highest interpretation were no z@dian
siang dan malam, taat, tagwa and solat, with 100 percent of the respoﬂ& choosing
to agree and strongly agree. However, only perempuan yang taat (obemoman) item

had a mean average of 4.00 and a standard deviation of 0.91, Malso the lowest

mean item with the highest percentage of respondents agre h ollly 70.2 percent.

Some items have same mean value and interpreted as high, with ifwlue of SD
]

due to the different scale score answered by the respo ts. ' .@

This finding showed the overall feedbackwen,icons u% ppli@n. Based
on informal interview with youth, feedback% giﬁin to'1 prov@s:e of the icon

image to improve its suitability for v\m the genr

Sun@“‘l‘his app met the

Q\?mple icon design that
\

eases understanding of the ge%c}gijﬂmim@olors used for icon and

the use of simple graphics is great'and 1 ¢'done $ consistent basis. Overall, the

semiotic icon app is ne%Zple, easy to f'érst@ and motivates youth to visualize
\fiem &

the genre of Sura%motiv t

needs of user to motivate them in réciting Quran.

ii. Content ion by Ex t" (_/
N
TQS/ of thie.dc ? the m&l aspect of evaluation of application study. Icon
desi the semiotic icon d s@"application for Quran is based on the design of the

a%’c ion developed in the application design phase. Among the aspects of the design
cognizable, color, simple, semantic, familiarity and consistency. In the instrument

I
rovided there are nearly twenty-eight (28) items constructed in part II to obtain

235



information from the respondents of the study related to the icon design used in the

application.

Table 4.19 describes the frequency distribution, percentage, stand%\ation

(SD), and interpretation of semiotic icon design by Quran experts. The

the feedback on suitability of the icon to the related verse in the SuraR

describe

Table 4.19: Frequency, SD, Mean, Interpretation SID QNExp
a

Item Genre Icon SD

C1 No zina

ert)
Remarks

*EX;

dium
igh) .f')
clear on red and
" \3 crossed circles.
\ Meaning aspect of

1: This
icon,may confuse.

rohibition aspect

adultery is
somewhat vague
and confusing.
Icon will also be
able to carry
meaning of ther
prohibitions such
as khalwat,
prohibition,
marriage etc.
Expert 3: But,
how about
mahram?

What is suitable
icon for mahram?

C2 1 3.67
333 (Medium

High)

Qazaf 1.16

Expert 1: The red
circle with
crossed should
include
allegations. The
icon that carries
meaning of
accusation is a
bit vague because
it can be
interpreted as a
command and not
an accusation.
Expert 3: Related
to icon no zina.
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Item

Genre

Icon

A SA Mean SD Remarks
F F Interpretation

% % A\ w4

c3

Lian

0 1 3.67 1.16 g Expert 1: The

0 333 (Medium ng of the
High) % is there. But
s element of

accusation.

unclear. Element
of adultery is also
V unclear

Expert3: Related

C4

Adab
Masuk
Rumah

S O

to icon no zina
2 1 0.58 Expert: Doesn't
66.7 333 igh) mean anything.
' Can only be
understood by
ome (oval
' s ). Expert 3:

gestion
dab” as

Y“Guest ”

Cs

Tundukk
an
pandanga
n

g Expert 1: Doesn't
mean anything.
Can only be
understood by
some. (oval
shape).
Impossible to be
understood by
those who are not
Islamic oriented
studies.

C6

Nikah

N 4.00 1.00 Expert 1: What is
(Medium the difference
( 0 High) between the
prohibition of
adultery and
marriage? If icon
1 (only with a
circle and a red
cross) means
prohibition of
adultery,then this
can be taken for
granted
can/allowed
adultery.

1 3.67 1.16 Expert 1: The
333 (Medium creation of the
High) heavens and the

earth of nature
The verse means
the creation of
nature as a whole
means the icons
have to depict all
the galaxies and
others.People who




Item Genre Icon SD D M A SA Mean SD Remarks
F F F F F Interpretation

% % % % % ey
re&t religiously
jented find it
1

cult to
derstand. Very
limited. People
who don't
religiously
oriented is difficult

to understand
Expert 3: May be
symbol that.
related to
nuuror "misyka”
is better.

‘Su estion:

7 ih Makhluk

' %ﬁ?angii dan

mi”’

C8 Hidayah O.SSQ Expert 2: Item

no.7 - translation

Y- of word
é "mishkat".
Expert 3: This
symbol more likely

referto do’ a

C9 Adab
dalam
Masjid

0.58 Nil

C10  Kejadian
Hujan
dan Kilat

. 0.00 Expert 2: Item
o 2 b o % 100 (High) no.7 translation

® Ry gt
&
(&

the earth and not

o |
Cll  Kejadian _y OQT 0 2 433 1.16 Expert 1: Day
Siang ; . ' $ 33 0 667 (High) and night refer to
‘ - “ to the stars.

Y— People who do
\C;" not religiously

oriented is

\ difficult to
understand.
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Item Genre Icon SD D A SA Mean SD Remarks

F F Interpretation

- 2

S O

Yo % % Y% Y%
Cl12  Kejadian 0 0 1 2 4.67 0.58 g.Expert 1: People
Haiwan 0 0 333 66.7 (High) % o not
%igiously
iented is

difficult to

no.14 - spelling
Dia” “Tiap-tiap

Expert 2: Item
V 7 - ‘segala”

‘ understand.
0.00

C13 Munafik

0 0 0 0 3 T Expert 2: Item
0 0 0 0 100 igh) ' no.15 - word “
[ : sepuak” (part
of them)
@
g
A0

Nil

4.67 0.58 Expert 1: Another

(High) meaning is
congregation
or do not join
congregation.
Meaning of
solat must
be through
icon of a
person
doing solat.
Expert 2: Item
no.18 - suggest
icon of people
bowing down
onlyhj.
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Item Genre Mean SD Remarks
Interpretation
A\ w 4
C17  Perempu 0 4.33 0.58 a.Expert 1: The
an yang 0 (High) entation of
taat aning is
ewhat vague.
Please see
obedience icon
17. People who
don't religiously
V oriented
difficult to
understand.
Expert 3:
' Suggestion:
“Perempuan
’ 2 memelihara
_ Kehormatan”
CI8  Adab 4.6 T Nl
dengan (Hi *
Rasululla Y'
h
C19 Taqwa Expert 3:

C20 Perlahan
kan suara

Suggestion:
heart symbol (as
shown in no 23
Iman) with lafz in
the heart.

(Medium
High)

Expert 1: Does
not mean lower
one’ s voice but
mute - -need to
leave one bar or
line that is not
muted. Expert 3:
Summary of
translation is: for
no 21 Prohibition
of raising one’s
voice. Same icon
for lowering
one’s voilce
2land 20 but
different
wording?




Item

SA

F F F F F
%

Genre Icon Mean SD

Interpretation

Remarks

A v o~ 4

C21

0 0 1 1 1
333 333 333

4.00
(Medium
High)

1.00

A
<

Larangan
tinggi
suara

C22

xpert 1: Not the
ng of

wing down the

ice but mute,
need to leave a
bar or line that is
not muted. Expert
3: Summary of
translation is for
lowering one’s
voicen, no. 20

Siasat 0 0 1 0 2

1.16
333 0 66.7 '

4.
h)

|

NY.

N
O

Nil

Y-'

C23

4\‘2'

C24

O.SSprert 1:
N

Meaning
distraction (oval
shape) Expert 3:
Suggestion:

love symbol with
the word iman

Expert 1: In one
row.People who
don't religiously
oriented difficult
to understand.

C25

0.58

Expert 1:
Meaning
distraction (oval
shape)

1
66.7 333

433
(High)

0.58

Expert 1: People
who don't
religiously
oriented difficult
to understand.
Expert 2:
Proposal lens
icon

raised, and body
half waist, as well
brought up.
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Item Genre Icon SD D M A SA Mean SD Remarks
F F F F F Interpretation

% % % % % ey
C27  Larangan 0 0 1 0 2 4.33 1.16 x&t 1: It is not
mengum 0 0 333 0 667 (High) about the
pat %‘ence of the
rson being
cursed.

Expert 2: The
two -headed icon
suggestion is
V enough; the body
doesn't need to
enter.
' Expert 3: Please

refer to no.19

E .\ Tagwa

C28  Lelaki &
Perempu
an

'Exﬁg 1: Is the
N ation giving
' g};\meaning of no

a? Please
NV
\ \\Y'

o o
o o
o o
o
SN
N
N
(%)
~
junii N
)
N

observe icon CI
C29  Jihad di 00 "S,1.00 Expert3:

jalan ediu Suggestion:
Allah Hig combination of
‘\ icon in Jihad no
& 35 and symbol of
q property/money
C30 Jihad 4.33 0.58 Expert 2:
(High) Proposed the
"people on

horseback" half
only. Expert 3:
As mentioned in
Jihad di Jalan
Allah no 31.

4.45 (High)

. o
\)?ntent validation for SIDQ was done by three academic experts. The
ql evement of the content validation is calculated using Percentage Calculation
ethod (PCM). Good content validation percentage was set at 70 percent. SIDQ has

achieved the content validity of 85.37 percent with a coefficient value of 0.85, and the
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value is above 70 percent or 0.70. Based on the result, contents in the SIDQ are

considered of good quality. Table 4.20 shows the content validity measurementvme

sinQ c}
Experts suggested improvement of some content in SIDQ. Raterf&ested that

icons might have identical meaning with the context. This resegrposes good

contribution to Quranic field or domain. In addition, Rater 1 s Mhat the concept
1?

of necessary meaning to be represented by an icon must r. Representation in

it. h\sgds of color,
@

shape, symbolism, and arrangement should be idered fmo c#ti@ and

at{ e ux@'stood by
certain groups and cannot be understood b up!\. g
Table 4.20: Cont idation Mea merO<<

4

Items Rater 1 ' ) ',;Nlater3
\_};! IRt M)

icons should consider all the probabilities they think o

thoroughly. Rater 1 suggested avoiding usingwy

/¢
5,
<
X7

Z
Ry,
X
e

—_—
Nelio]

[\
()]

[\o}
(@)}
LN pbhpUOLWWLWWLWOLDREROWLWOLOUOUEOULOUOUD DS OO BSDPBSWWLWWW

NN NN
AW —O
[USTRN N N NG N T NG NG N N N
(IR, BV, BV, BV, BV, IRV, BV, RV, BV, BV, BV, IRV, BV, BV, BV, BV, BV, BV, BNV |

N DN DN
O 0
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Items Rater 1 Rater 2 Rater 3
30 3 5
31 3
32 3
33 3

34 3

4
4
3

35
36
Total 1

Content Validity 85.
Achievement
(100%) w
Content Validity 5

Coefficient (1.00) Y~

i. Content Validity for Language Used in SIDQ

SIDQ was made in Bahasa Melayu to satisfy h needs. Du nt @emgn

phase, SIDQ, content of Surah translation was p r ased én.contént a d%nslatlon

from Tafsir Pimpinan Ar-Rahman (Sheikh ul B 01). erify correct

use of translation and icon demgn\%lty, exp lid@i procedure was

performed. The validation includes fac Vah ati %k KS'}relhng errors in SIDQ.
o

Language validation was perfo % 3 erts 1st1 two Quran experts and

e
%’Zgu experts reviewed the SIDQ

one language expert. For am an
thoroughly and gave reco atlons ori rbv@ e syntax and sentence structure

of the content.

For calcu\&e p Qrom C%Jexpert given score, SIDQ has achieved
|
the Vahdlty m me f::r?a‘gl.t%pof 87.78 percent with a coefficient value of

, NN
Vahdlty dflt is ve 7@7 0.70. Based on the result, the language and

S

y used in SIDQ achl good validity measurement. Table 4.21 shows the

measurement for the language used in SIDQ.
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Table 4.21: Content Validation Measurement for Language Used

Items Rater 1 Rater 2 Rater 3?

(9]
N

whn b ondbh b

R R R Y N T T T V> BRVE VS ]

(9]

itq

o,

¥
%

%
O J/
s

e
jn-hz&
be
AR BMAMDMNWPAuPAoumwmbAowmdDAN

(U, IV, IRV, IV, BV, SV, IV, BV, RV, BV, BV, SRV, BV, BV, BV, BV, BV, BV, LV, BV, IRV, RO, BV, SRV, BV, IV |
(9]
-

s
Y
Ry

W LW W W W WK DNNDNDDNDDNDNDDNDDN M == = = = =
AR O, O TdAANNPEON —m O ATNNDEWN =PI B LN —

=
=
Ly,

4
36 A\ NG o\ 3 3
Total 80 [~ 147 147
Content Validi QQ 87.78
Achievement ' b
i 2 1) 0.88
(,
.’

3& errors 1 trgns@ﬁ of SIDQ needed correction. For example,

¢ N@gu nya’ term was spekd as ‘sungguh’. Rater 1 suggested changing the term

uak’ to ‘sebahagian daripada mereka’. All spelling errors and grammar mistakes
O

wn by expert through face validation were fixed. All recommendations were

accepted.
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All the findings in the design phase were arranged systematically to provide
insight to design SIDQ during the development phase. Table 4.22 shows the su
of the findings in the design phase. Overall, this section explains the pro@w for
fidelity of semiotic icon design. The low fidelity to high fidelity semio&ﬂ& design is
an important part of this research which serves as a key process forYn. design. The
design of the prototype was implemented based on semiotic ico? . The next action

addressed application development phase for the semiotic design rpplication.

Table 4.22: Summary of Design Phase l ' \Y'

Design Information Source e objective met?

What are the forms of SIDQ Literature vie and Semiotic icon design

and SIDAQ? interview \ DQ  usi fidelity icon
echniq

SemioatiC icon deig application
(SIDAQ)  using  fidelity

s,

P pe techniques.
What is the software used to aphic _ges. Adobe Photoshop. Adobe
design and develop icon? ash
I Yes.

Chapter 4 (SIDQ and SIDAQ)

What is the content in SID
and SIDAQ?

\ of i
Semiotic desig N
What languagest shouldy be Interview)expgrt anid,youth Yes. Bahasa Melayu
used in SIDAQ? 2

/S\ @ ;Q
&
4.4 Developw ase ; |
(0 4 =
Th %men‘[ hasg discus he development of the application of SIDAQ.
,
2&

This 10n/discussed ‘the g'co%‘zgf the development of application based on the

semigtic icon design discussed\lﬁ the previous chapter. Furthermore, the Semiotic Icon

o for Reciting Quran (SIDAQ) prototype is described in detail.
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4.4.1 Prototype of Semiotic Icon Design Application for Reciting Quran

A prototype is a model or a program which is not based on strict plan'% tis
an early approximation of the final product or software system. A prototype a€ts as a
sample to test the process. Model prototype is employed within this study. While
making the model, the user keeps giving feedback from time to time and based on it, a
prototype is made. Prototype assists in providing proof of ¢ nce?ﬂyrototype is a draft

version of a product that allows us to explore the ideas 0 theqtgw behind a

vest tim ho in
I ey

development (Cao & Kamil, 2015; Jackson & C 017; Mcelro 20’7;%’sually,

ook, f@ﬁnd overall

y, the prototype model

feature or the overall design concept to users before we

low fidelity prototypes are used in early iteration t@'get th M

navigation evaluation (Zezovski & Hultggen 0).

EF/
(¢]
7]
[¢]
2

(Summerville, 2000) was employed

icS{Qesign application

development process (see Figure %J Cha;» N
3 &L

Application a%ect e i h}g{ t in proyiding an overview of the design of

the application @deve
architecture tl%s\rib

the
was iml@a baje&x

colcmp city, familiarity, se;:a{;[ic and consistency. Briefly, the icon design for

e)él\v:ments of icon design which are recognizable,
Nas developed based on the fidelity prototype. The use of the fidelity prototype

1S'the most suitable technique for icon design for Quran to satisfy the user needs and the

plications interface developed.
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The first process starts when users enter the semiotic icon design application for
Quran (SIDAQ) on their mobile device. Users are provided with semiot
application that allows them to use the application in a user-friendly mann€r. the
users enter the application, they can see the verse of Surah and see th?&s that can
assist them in understanding the idea of Surah. This could motivate t&s’cr to read the
entire surah. Briefly, the application architecture of this semiot@sign application

for Quran can be divided into three main parts:

Recognizable é J ' ‘b

Colour

Simple

Semiotic Icon

Semiotic Icon
Design Application '

Icon Design Elements

Design for End User
Semantic ———mM— Reciting 4 for Reciting Quran (Youth)
Quran (SIDQ)

Consistency

Familiarity

Figure 4.@itec@mioti ieon design application for Quran

N L O
¢ 2 C,)
i. Semi Icon Design ,w eci Quran (SIDQ)

jwic ic01'1' 1gr’ for 1$ng Quran was developed based on the Peirce’s

)

th emiotics (1931-1958(93Chandler, 2007) and six most common icon design

%ts from literature (Kamarulzaman et al., 2020). Twenty-eight semiotic icons have
Gn designed using the fidelity icon technique. The semiotic icons were designed to
assist in visualizing the Surah genre that can assist in understanding the idea of Surah

and motivate youth to recite the Quran. The six icon design elements for semiotic icon
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design application were proposed (see Figure 4.12) based on the analysis on the icon

design study for mobile application. Y'

ii. Semiotic Icon Design Application for Quran (SIDAQ) %\

A prototype of semiotic icon design application was developef&ombining

twenty-eight semiotic icon designs into semiotic icon design applicatiofi in three Surah
samples, Surah An-Nur, Surah Al-Hujurat and Surah As-Sa,ifwapplication was
ash.

developed in Android mobile application platform using Al

iii. End User (Youth)

Youth is the end user for the Semiotic Ic K{h ioh Qurah(SIDAQ)

outh@z:iting Quran
with icon. The icon will assist youth iﬂkal' t @%lp to understand
the idea of Surah thus motivating tk% i

4.4.3 Application Interfa D\eslg. (S ing)
z (
The development of th app% i lev% evelopment of interface design of

the semiotic icon % plic‘t@r this z??y This interface design is important in

N
providing the Nal vervie :)'f] th&g.pplications that are fully developed. The

applicatio edc nsis’s thrée&pﬁain Surah, namely Surah An-Nur, Surah Al-
Hujur: wrah A{-S " User teay click directly to the surah selected. For each of
AN n
se€

th d surah, user can}(é?form the reciting of Surah with icon. The Quran

%on with icon assists in understanding the idea of surah genre.

as a supportive tool in reciting Quran. Th

Figure 4.16 illustrates the flow of the application consisted of main page, home

page and Surah page in the SIDAQ application.
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Main Page
Main \
Menu Page
|
| | ]
Surah Surah Al- Surah As-
Annur Hujurat Saff V

Figure 4.16: Prototype Flow Design fo Z; '

The following is the description of interface design for applicati nwed in this
®

study: é J | _\:’)\
a. Main page \" \,‘T

page @.three Surah
hlsé‘ge also provides

namely An-Nur, Surah Al-Hujurat Surah Al-Sa

information for application. The st%rd for s\gy

Figure 4.17.
\ \
Title : Main Page ;¢ Page : 1/23

' G ran image
Selected Surah
- 5 ’ ' ¢ G3™- Background
N\ ) o )l' xt:
e \ T1 — An-Nur, Hujurat, As-Saff
& S B

ain page is shown in

&)?,

T2 — Summary of application
Y. Action:
T2 (..}, 1. Page automatically linked to main
N menu

05 Figure 4.17: Storyboard - Main page for SIDAQ.
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b. Main menu page
This main menu page showed the menu of the application. The menu has

selections of Surah namely Surah An-Nur, Surah Al-Hujurat and Surah A@‘ he

storyboard for screen layout for main page is shown in the following 18.

Title : Main Menu
Draw / Sketches: Explanation:
Graphic:
G1—Quran i
G2 -3 Selected Su
G3 -

B3

Figure 4.18: Stog

¢. Surah page

The Surah interf: ECd on tlL
storyboard for Surak%. he[
remaining storyboardsyfor t

1010
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Title : Surah An-Nur Page : 3/23

Draw / Sketches: Explanation:

Graphic:
s I
G2 - Background

Bl — Button Home
B2 — Button Next
Text: z
T1 — Surah Info
Bilik-Bilik (text color : gold)
@ T2 Hujurat (text color: cyan)

18 Ayat — Madaniyyah. t col ack)

T2 — Surah verses

text color: black '
text color : gold (rela! icon)
| Y-v

G2 Action:
1. Display Sur: ' q
2. Click I play icon and samm: N
translatiol
3. Icondisplayed'With sumn&y 1 tr tion Y-’
b NV

. \&
Figure 4.19: Storybozwah pagf for DAQé\

4.4.4 Scope of Development \ «

There are several scopes id%’ 19as an‘attem i@%&hze the genre of Surah.

“« Q-
The following are the scopes% ed in ah. ﬁ&e are three Surah samples
. N .
developed in this prototype m@mely Surah An- @ah Al-Hujurat and Surah As-
nvo:as A

Saff. The Surah only i i s.“THe icon is designed for the verses that

certai
consist of messa@e 0 Jurah. he icoi"does not design for each verse since few

NS
verses may rechon icen. ‘plobdéa‘ﬁplication provides a platform to integrate
the icons &m an applicati thﬁ'l'splay the Surah which can assist to visualize
x
genre

thus mot atil{g y@ﬁ in reciting Quran.

S
4. \)le of Semiotic Icon Design Application Quran (SIDAQ)

o Nowadays, it is vital to support the acquisition of information in the domain of

Quran using technology. This study employed the technique semiotic icon design in
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developing SIDAQ prototype to help visualize the message of Surah verses in Quran.
The following are some of the roles covered in SIDAQ. Y'
e Icon as the visual sign for the theme of Surah %\
¢ By understanding the theme of surah one can get a clear idea 0 messages

delivered by the Surah. i
e To increase the motivation among youth to recite Qurar@ld anywhere. As

l

a supportive tool to motivate youth to recite Quran

N
can deliver the information of the Surah g ' _i')

e To apply the semiotic icon design study 161@ hat ha;geen used
widely in other fields. Hence, it E ribut@\to th body%mowledge in

Quranic field pertaining to theM gn. O
p v&-),}s phases, prototype

Based on the application %lesign hﬂ’e
\
[} v,

development is carried out in ith the_scope of the Q%rotype being framed. The
following discussed in detai \erf e deyeloped in'this study:
e P
4.4.6 Application Inte\rfa esig< s (30
\Qerfa@}sfews developed in the prototype semiotic

The follo %app i

‘K L4 { Ca)

icon design ication. Figure 2(;wa€tjhe main interface possible reached by the user
N

throug AQ ap) . Thisinain interface becomes intermediaries to semiotic

Y—v

ico n application of the @n domain.

<9

\is section displayed the interface of Semiotic Icon Design Application for

& n (SIDAQ) developed as the main outcome in this study. Through the Android
0

bile application platform, the application can be reached by the user. The twenty-

eight-fidelity icons in Semiotic Icon Design for Quran (SIDQ) in design stage were
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assembled in one mobile application to become a working prototype of SIDAQ. There

are three types of Surah covered in this application which are Surah An-Nur, ST—

Hujurat and Surah As-Saff. %\

a. Main page
The page begins with main page showing the name of SuraRcovered in the

application. This is the main page displayed in the application. Eigure 4.20 is an
r; in

overview of the Surah page displaying the three availab 'his application.

There is description of application at the bottom he p gcw)age will

Y
automatically go to home page in five seconds an@age will b sﬂa@
4
¥
X
)
AN
&
e,
%

-

PILIHAN ~

AN-NUR HUJURAT AS-SAFF

APLEASE M MEMSGAMCUNE 3 EURAH PLIHGH INTU SURAH
AMCLR, SLURAH HILLRAT AN SURAH AR-SAFF WG MakA
ECTIAP AWAT DILCTAKMAH KCOM VAhE MOLAMIANG AN

MAKELD LYl TERSERLT

\ | \V
@

% Main p orée iotic Icon Design Application (SIDAQ)
N

gy’

b. a

% &Y
\Tl is the main menu}age displayed in the application. Figure 4.21 is an

w of the Surah page showing the selection of three Surah. There are links to the

Qah sample. Users may click the Surah they want to recite. For example, the user can

select Surah As-Saff and then recite the Surah As-Saff in detail.
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SURAH
PILIHAN

¢. Surah page — Surah An-Nur/Sura WJura As-S%

Figure 4.22 until Figure 4.24 showathe-Surah page

detail of the Surah verses with the i% supporti ; 06l in reciting Quran. The
0

icon is located near the related% The_icon r. I’ése@ the message or genre of

Surah in a particular verse. Y@ i::lease ndg@mding on the idea of the Surah.

Not all verses have a% ew Verses a‘x Zez%ent one icon due to its similar
Enhepc\ was

e three times before the evaluation

meaning and tran \
phase. Some icws n ma futhe(in%rovement in terms of design to ensure

é

suitability e :an and to-avoi g'on@on.
Q' N
% ’ V') {\

\

*
4
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— CAHA}Q‘A
‘ ZI N A 64 AYAT - MAD;NIYYAH )\
v

- “ - = T - T
[ ) AyleE
gzl oF 5 Nl oy
DENGAN NAMA ALLAH YANG MAHA
PEMURAH LAGI MAHA MENGASIHANI

\\__’/
TERJEMAHAN cealal g e G sl Gttt Gl

PEREMPUAN YANG BERZINA DAN 4 JS
LELAKI YANG BERZINA HENDAKLAH A Tt

DISEBAT 100 KALI TANPA RASA BELAS (&)
KASIHAN DAN HENDAKLAH DISAKSIKAN Jtle 5l ottn e Bl a2
OLEH SEBAHAGIAN ORANG-ORANG ¥ 3e Bl 4k e B ARG GG
YANG BERIMAN

&l 3 8 o T s 0 0 gy 2ot
® a3l 53 24T e 145505 T 35 X
R EE RS EETR FV IV )
3 L 2

® 3T 38 A5 525 3,24 51 05 Y]

Figure 4.22@\ N ) (S\‘
I

BILIK-BILIK
HUJURAT &,z

- 18 AYAT - MADANIYYAH

e
‘ DENGAN NAH—PIA ALLAH YANG MAHA
PEMURAH LAGI MAHA MENGASIHANI

TERIEMAHAN

DAN BERTAQWALAH KAMU KEPADA iy bl (538 G 1,088 Y LR il 150
ALLAH, SESUNGGUHNYA ALLAH MAHA (2]
MENDENGAR LAGI MAHA MENGETAHUI.

'S PN

© e for 4473 0T1, 55
L ST
sk of i s i 058 41,542 Y5
e
"

Gl 31 AT J25 S 25051 5,500 5uall By

4
N
% ® ke 35 5as Gty 2 T ot

Figure 4.23: Surah page — Al-Hujurat
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o g\
)

f’ \‘
[ . | LANGIT 14 AYAT - MADANIYYAH
‘ ' DAN BUMI
\-, / a) .ze T e
\ ‘ / pal gl Al el
\ / DENGAN NAMA ALLAH YANG MAHA
\"--k_hr_,_»"/ PEMURAH LAGI MAHA MENGASIHANI
&
e, L3 it Y g
TERJEMAHAN ® oS el b VT 3G sl gL pn
APA YANG ADA DI LANGIT DAN APA X 3T IN X
YANG ADA DI BUMI BERTASBIH KEPADA Bt e Lk el

ALLAH; DAN DIALAH YANG MAHA
PERKASA, MAHA BIJAKSANA. o Temaiont m A 2 el
® s Y 8 of e 2 5

o

3 48 Bl ayn 3 Golol Gl S TG
O Byt QZ'
A1 5,055 255 5,558 o o3l et os%h JB 315
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4.5 Implementation Phase\e Aj

N
After completing th t study and esﬁn@ amendments have been made

4 2
based on the youth Wc . SI een in@mented to the youth from age 15 to
30 years in sec@c
e .

her(lﬁming institutions in the Central Region.
Since the pilo as been di
: . . J NN . .
this sect% e m’)l m "atlon @se, post experimental evaluation was conducted
n

throm line platform from 1@;3:2020 to June 2020 due to COVID-19. The pilot
\

=

|
Ussed d'rj"@hapter 3, the result will not be discussed in

escriptive analysis results listed in Appendix 12 and implementation phase

wities and results are summarized in Chapter 5.
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4.6 Evaluation Phase

The formative evaluation has been discussed in the implementation st zwﬂl
not be discussed further in this section. In the evaluation phase, evaluatiofy thro h post

experimental was conducted through online platform from March 2%.0 une 2020
u

due to the COVID-19 pandemic. The findings in evaluation ph mmarized in
the next Chapter 5. Y.
The evaluation of this study was done by applyin uartita and ualitative

recorded and analyzed using SPSS 26.0 for rlptlve analysis. l!eﬁ%i'es that,

methods. After completing the implementation phas; the data from the,p st!teslzwere

qualitative data were analyzed using Atlas.ti software to

considered as summative evaluation for Wop
result will be presented detail in Chaph dlS th?

ng A

4.7 Chapter Summary % 0 @
&)
A

The chapter has disc e finding he @rch for phase 1 and phase 2

t\he\t mes. B@fresults are
rch &g gn. Hence, the

in findings of this study.

which is the needs anahase andgdesi a} e elopment phase. The result of this

finding is the anal m desdn an
the Quran. F st p as? S ﬂis@ed that the needs analysis is an important
4

evelczpoésnt of semiotic icon design for reciting

step to ﬁ hsh e need fto d. the icon and develop the application. Needs
analysi 0 ed a atic 11t re review, comparative study, and preliminary
studi t include the expert'int rwew youth interview, and expert validation on the

1x icon design elements. The output of phase 1 is the validated six icon design
ments namely recognizable, simple, color, semantic, familiarity, and consistency

were utilised in the design of semiotic icon design (SIDQ). These research findings
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align with the several studies y Ghayas (2019), Guo (2016), Yang (2015), and Zender
& Meija (2013).

For the second phase, the design and development phase involved th%\sign
process using fidelity technique and content validation by the A Fidelity
technique was chosen to enable the visualisation design of icons (C&Zamil, 2015;
Mcelroy, 2017; Zezovski & Hultgren, 2016; Merdeyen et al., 2014). output of phase
2 is the validated fidelity icon design for reciting Qura %)ard prototype of

semiotic icon design for reciting Quran (SIDAQ) wi lidit Mbility test
®

through experiment to check the feasibility of proposcdsydesign (So elﬁi@m@.
These research findings align with the several studi Batista 7 (20 @éhandler
eija@i‘g). The third
ica@Qbased on the icon

(2007), Jackson & Ciole (2017), Yang (20 and Zender
phase, the evaluation phase involves t Val:Dtion of th

design, usability, motivation, and a@ce. The\&%a

N,
findings of the evaluation phas%gter g? Dat naly&i@ﬂ Findings.
\ 2

€

CEW 1 discuss the detailed
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