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Abstract—Arabic language education is one of the foreign languages that must be learned in most schools in
Malaysia. It focuses on four language skills, namely listening, speaking, reading, and writing. Several past
studies found that students' Arabic language proficiency in Malaysia has not yet reached a satisfactory level.
This is due to the learning atmosphere, students' attitudes, and teachers' teaching methods that have impacted
students' motivation to learn. The gamification approach is a new initiative in technology-based Arabic
education in Malaysia and based on the past researchers' findings, this approach has been proven to be
effective. Therefore, this paper aims to build a framework for the implementation model of using gamification
in Arabic teaching in Malaysia. Gamification is one of the methods dealing with the problem of Arabic
language mastery based on the secondary sources. Past studies on gamification were about the problem of
mastering the Arabic language among students in Malaysia, gamification approaches in the field of Arabic, the
level of knowledge and acceptance of gamification among educators, and the factors driving the use of
gamification. This paper will contribute to the knowledge of new innovative methods or approaches that are
more effective and further give impact on pedagogical approach in teaching and learning Arabic to improve
students’ understanding, motivation, and performance.

Index Terms—model framework, gamification practices, teaching, Arabic language, Malaysian students

. INTRODUCTION

Arabic language education in Malaysia is one of the foreign languages that must be learned in most schools apart
from English and it has developed since the beginning of the 20th century (Nordin, 2005; Samah, 2012) until now.
Arabic language education is also important in the Islamic and Moral Education Curriculum Division, Department of
Islamic and Moral Education, Ministry of Education Malaysia (KPM). Arabic has been categorized into two, namely
Bahasa Arab Tinggi (BAT-Advanced Arabic) and Bahasa Arab Komunikasi (BAK- Communicative Arabic) (Sardi &
Majid, 2004) under the Kurikulum Standard Sekolah Menengah (KSSM-Secondary School Standard Curriculum) and
Kurikulum Bersepadu Dini (KBD-Early Integrated Curriculum). Teaching and learning Arabic continues to develop by
focusing on the four language skills of listening, speaking, reading, and writing. To achieve this goal, the syllabus used
in the KSSM and KBD curricula focuses more on the mastery of Arabic vocabulary and grammar.

However, what is worrying, is the findings of previous studies have found that Arabic language proficiency among
students is still at low level (Awang et al., 2014; Karim & Husaini, 2016; Misnan & Ghazali, 2019; Baharum &
Rahman, 2020; Mokhtar et al., 2020), especially in writing skills (Karim & Husaini, 2016; Sopian, 2019) and speaking
(Fauzi et al., 2020). This weakness is increasing daily even though students have been provided with good textbooks, a
more robust curriculum syllabus, and teachers who are trained and qualified in teaching Arabic.

The attitude and motivation to learn are essential and they drive students' interest in learning Arabic and contribute to
students' success in mastering the Arabic language (Mat & Yunus, 2014). Among the main factors that contribute to the
weakness of students’ mastery of the Arabic language is lack of motivation to learn Arabic, which stems from an
unfavorable learning environment (Abdullah et al., 2015), students' attitudes toward learning Arabic (Mat, 2013;
Abdullah et al., 2015; Ariffin@Riffin & Taat, 2020) as well as the teaching methods used by teachers which demotivate
students to learn (Ariffin@Riffin & Taat, 2020). This situation can have a negative impact on performance and
achievement in learning Arabic. Students' motivation towards foreign language learning is influenced by several factors,
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which are internal and external. Internal factors (intrinsic) involve interests, psychology, and direct beliefs. While
external factors (extrinsic) are language structure, instructors, modules, and teaching design (Mat & Soon, 2010).

According to Jusuf (2016) and Zin et al. (2021), and Ismath et al. (2022), the gamification method is one of the
educator's approaches which allow the use of games to motivate students in teaching and learning. However, based on
the researcher's survey, the use of gamification in Arabic teaching and learning in Malaysia still needs to be improved.
Arabic language teaching methods focus more on traditional methods (Ariffin@Riffin & Taat, 2020), which are
considered to be less effective and bored (Dicheva et al., 2015). This situation has caused weak students to seek help in
understanding the content presented by the teacher in class (Jasni et al., 2020). Abdullah and Razak (2021) stated that
there are still teachers who prefer to use only old method which is the teacher centered approach. In addition, some
teachers focus more on the lecture method (Zakaria et al., 2015) and memorization of facts. Teachers' teaching methods
must be diversified by focusing on more than one-way teaching methods. The teacher's tendency to convey facts
without paying attention to the student's abilities and interests makes the learning atmosphere slow and dull. This
scenario makes teaching and learning less exciting and less effective. Efforts to facilitate the learning process through
creative teaching strategies need to be enhanced with activities that can stimulate students' minds (Zulkifli et al., 2021).

Gamification is learning based on game design elements in non-game contexts (Deterding et al., 2011; Cesp&n &
Lage, 2022). It is a game-based learning approach (GBL) that is student-centered (Sim&es et al., 2013). Using
gamification in teaching and learning can attract students' interest and encourage them to be active in learning,
including the language learning (Sim&es et al., 2013; Flores, 2015). It is also a method of applying the experience of
active interaction between humans and computers (HCI), psychology, and the development of digital games to stimulate
human involvement and motivation (Hanafiah et al., 2019). In addition, gamification can also be classified as an effort
to create innovation in modern language education through creativity to improve students’ performances in learning.
This approach is used by teachers when teaching online using various free applications on the internet, such as Kahoot!
Quizizz, Quizlet (Ismail & Kamal, 2019; Zainuddin et al., 2020), Wordwall and Qimkit. Gamification is not only using
game elements in a non-game context, but its role is essential to increase fun and motivation in language teaching and
learning (Flores, 2015).

The importance of the gamification approach in education cannot be denied any more when several studies have
proven that the gamification approach in teaching and learning has positive effects on students’ achievements (Jusuf,
2016; Yildirim, 2017; Iberahim & Noor, 2020; Cespn & Lage, 2022) as well as their behaviors towards learning
(Yildirim, 2017). Gamification not only impacts students’ engagement, and attitudes, but can also improve student
learning. In addition, gamification can foster intrinsic motivation and make learning more enjoyable, thereby improving
students' knowledge and skills (Dicheva et al., 2015; Khaleel et al., 2016). Therefore, gamification methods need to be
practiced in teaching and learning sessions to help students understand something taught by the teacher more effectively.

1. A STUDY OF ARABIC LANGUAGE MASTERY AMONG STUDENTS IN MALAYSIA

In their study, Karim and Husaini (2016) have proven that school students have not yet mastered Arabic writing skills.
It can be seen through the achievement of only 50% of students answering correctly for the three (3) questions
composing sentences and 78.4% of poor students’ achievement for questions that test the student's ability to connect
stories. Karim and Husaini (2016) stated that although Arabic language learning has long existed in schools in Malaysia
with various changes and improvements in the curriculum, students' proficiency in essay writing has yet to reach a
satisfactory level. Among the causes of the decline in writing skills are poor vocabulary mastery (Azrin & Baharudin,
2020) and a weak mastery of Arabic grammar (Mokhtar et al., 2017).

A study by Khatib and Zainal (2018) on students' mastery of Arabic vocabulary from the aspect of using nouns and
verbs has found that mastery of spelling nouns and verbs is still at a moderate level with a mean score of 10.57. At the
same time, the level of mastery in understanding the meaning of words is also moderate, with a mean score of 10.96.
Based on these findings, Khatib and Zainal (2018) suggest that Arabic teaching and learning methods must be improved.
It is because vocabulary mastery is essential for a student because he needs to master the four language skills: listening,
speaking, reading, and writing.

Sopian (2019) has found that the main factor of students' weakness in Arabic language skills is the students have
difficulties to understand and acquire grammar compared to vocabulary. This situation is caused by attitude and
motivation factors as well as methods and approaches used by teachers. The findings of Sopian's (2019) study are also
in line with the findings of a study carried out by Ariffin@Riffin and Taat (2020), who found that there is a significant
relationship between students' attitudes (r=0.210, p<0.05) and also teacher’s teaching (r=0.229, p<0.05) with Arabic
proficiency. The results of this finding show that the teaching implemented by the teacher can influence the students’
attitudes toward learning Arabic. This aspect of student’s attitude and teacher’s teaching is an important matter because
it often links to student’s success and achievement (Sopian, 2019).

Meanwhile, a study by Fauzi et al. (2020) on the mastery of Arabic speaking skills has also found the overall mean
value for the Arabic speaking skill problem construct to be moderately low, only reaching a mean value of 2.93. This
problem is caused by the failure of students to master Arabic grammar and pronunciation (Din & Seman, 2019). In
addition, there are other factors that contribute to the failure such as the environment that is not conducive, teaching
materials and teaching methods used by teachers as well as lack of time to practice speaking skills (Fauzi et al., 2020).
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This problem can be overcome by diversifying exercises, materials, and teaching methods implemented by teachers so
that the learning objectives can be highly achieved (Din & Seman, 2019; Fauzi et al., 2020).

I1l. A REVIEW OF PAST STUDIES ON GAMIFICATION IN ARABIC LANGUAGE EDUCATION

Gamification in Arabic language education in Malaysia is a new initiative to achieve the Malaysian government's
desire to optimize the use of ICT in foreign language education as an additional language and create a society awareness
of technical aspects in education. It is in line with the Malaysian Education Development Plan 2013-2025 (PPPM 2013-
2015), which gives attention and encouragement to second and third languages or foreign languages as additional
languages as well as ICT aspects in education as stipulated in the second and seventh shifts of the 2013 PPPM -2025.
The transformation of the Malaysian education system has been created to achieve the country's aspiration to produce
teachers and students who are knowledgeable, innovative, and able to improve their thinking skills (Kementerian
Pendidikan Malaysia, 2013). Therefore, the Malaysian Ministry of Education has provided 4G network internet access
for all students in 10,000 schools under the Malaysian Ministry of Education to create a virtual education environment
through 1BestariNet. This internet access is the basis for constructing a virtual learning platform that teachers and
students can use to share teaching and learning resources, carry out interactive teaching and learning sessions, and
communicate virtually.

Only a few past studies found the gamification approach in Arabic language education in Malaysia compared to other
language areas, especially English. It is because the gamification method in Arabic language education is innovative,
and its usage has yet to be widespread. Among the studies found is a study carried out by Mustari et al. (2012), who
conducted a survey on the importance of language game methods in teaching and learning Arabic based on a literature
review. Mustari et al. (2012) found that the language game method can strengthen students' understanding of Arabic
and other impacts on the additional knowledge through creative teaching methods and stimulating students through
repeated learning. The students were also found to show good interest in learning Arabic and were able to increase their
self-confidence.

A study by Sukardi et al. (2016) on the gamification of the Arabic language also supports the study of Mustari et al.
(2012), who found that the gamification method is suitable to be put into practice to help improve students' mastery. It
can also reduce the problem of students' weaknesses in Arabic language mastery. It is in line with the rapid
development of technology nowadays, which requires reformation in technology-based education.

Jasni et al. (2019) also surveyed the importance of the gamification approach in learning Arabic in Malaysia. His
study also found that gamification methods can improve students’ skills, especially the mastering of language skills such
as listening, speaking, reading, and writing. It is because the learning process that uses the gamification method
involves repetition activities which facilitate the acquisition of the Arabic language. This can be practiced during the
learning session.

The study of Mohamad et al. (2019) reinforces the findings of Mustari et al. (2012), Sukardi et al. (2016), and Jasni
et al. (2019), who discovered that the gamification approach in learning al- ‘adad (22) and al-m ‘adiid (2s2=<1') Arabic
had a practical effect on students’ performance. It is based on their survey of 60 students at Maahad Ahmadi
Gemenchih Negeri Sembilan. The study's findings have proven that the experimental group that used the gamification
approach in learning al-'adad and al-ma'diid has shown a more significant improvement compared to the control group
that did not use the gamification approach in learning al-'adad and al-ma 'did.

Ismath et al. (2022) have shown that the gamification method increases students' knowledge in learning Arabic
connecting words by reaching the highest mean score of 4.42. This situation can stimulate students' interest and
motivation and further improve students' performance in learning Arabic. The findings of Ismath et al. (2022) on the
effectiveness of gamification in learning Arabic connecting words also support the previous studies that found the
gamification approach positively impacts students' Arabic language achievement.

The element of language games in the gamification approach gives a new perspective on technology-based learning.
Based on several past studies, it is undeniable that the gamification approach in Arabic language education can
positively impact learning. Therefore, the gamification approach needs to become a practice among educators in
Malaysia as a solution to students' problems in mastering the Arabic language.

IV. A STUDY ON KNOWLEDGE AND ACCEPTANCE OF EDUCATORS AND FACTORS DRIVING THE USE OF GAMIFICATION AS
A TECHNOLOGY APPROACH IN EDUCATION

Teachers' positive attitudes and responses to the use of ICT are essential in improving the technology usage in
education (Mollaei & Riasati, 2013). Based on a study by Iberahim and Noor (2020), the gamification approach still
needs to be implemented in schools. Teachers are not interested in using gamification in teaching due to the need for
more skills and knowledge (Adukaite & Cantoni, 2016; An et al., 2020; Devendren & Nasri, 2022). Al-Furaydi (2013)
stated that teachers' knowledge of using computers in online teaching and learning has a positive relationship with the
acceptance of e-learning in the classroom. However, there are still teachers who need to gain knowledge about the ICT
policy introduced by the government, which causes the acceptance of teachers in the use of online teaching and learning
to still be at a low level (Al-Furaydi, 2013).
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Among other external factors that give impact the use of gamification among teachers is the need for more skill in
using technology, especially computers, which refers to those teachers who live in rural areas (Kleiman, 2000). This
problem can be overcome by encouraging teachers to follow short courses and trainings (Gilakjani & Leong, 2012) or
get guidance from gamification experts (An et al., 2020). To achieve the optimal use of gamification in schools, ICT
courses, or trainings as well as the use of technology in education, need to be expanded so that teachers' knowledge of
using technology in language education can be improved, thus, the objectives of language teaching and learning can be
successfully achieved. Teachers’ training through workshops and computer facilities provided and previous teaching
experience with ICT can influence teachers' attitudes and tendencies towards using ICT (Park & Son, 2009). This is
essential because it is significantly related to the success or failure of the implementation of ICT in teaching and
learning. Egbert et al. (2002) found that teachers who have experience using ICT in education are more likely to accept
e-learning in teaching. It is because the experience of using ICT in teaching and learning can attract students' interest
and increase their confidence and motivation in language learning (Park & Son, 2009).

In addition, some teachers face difficulties using the internet to access information or data needed in the teaching and
learning process (Adukaite & Cantoni, 2016). The problems are such as the instability of internet access, the constraints
of school resource support and technology infrastructure (Adukaite & Cantoni, 2016; Zainuddin et al., 2020), time
factors, and aging teachers (Mart #¥Parref et al., 2016). Therefore, the role of stakeholders is essential in ensuring that
technological infrastructure resources are continuously improved according to the current needs so that the problem of
internet access can be overcome well (Gilakjani & Leong, 2012; Ismail et al., 2021). School support plays a vital role as
a driving factor (Ismail et al., 2021) as technology usage in education can be used among teachers.

V. RECOMMENDATIONS AND CONCLUSION

Based on the literature studies above, it was found that the gamification method needs to be implemented in Arabic
teaching in Malaysia. This follows the findings of previous studies that have proven this method can positively and
practically affect learning. The practice of using gamification among educators needs to be expanded to have a good
impact on the performance of learning Arabic. Therefore, the researchers have built a model framework for the
implementation of the practice of using gamification in the teaching of Arabic in Malaysia based on the previous studies,
as shown in the following Figure 1:

— Teacher Knowledge

Factors Drivi The Effect of
a‘;m; HVFIg Gamification on
Teacher e my Students' Arabic
eacher Acceptance Gainification r
anguage
Achievement

S Teacher Tendencies

IMPLEMENTATION OF THE USE OF GAMIFICATION|
IN THE TEACHING OF ARABIC LANGUAGE IN
MALAYSIA

Figure 1. Framework for the Implementation Model of the Practice of Gamification in Teaching Arabic in Malaysia

Based on Figure 1 above, the use of gamification in Arabic language education in Malaysia can be implemented by
identifying the level of readiness of teachers based on their knowledge. It is crucial because teachers’ knowledge is
closely related to acceptance (Al-Furaydi, 2013) and tendency (Egbert et al., 2002) of teachers to practice gamification.
The practice of using gamification among educators can be realised by focusing on the driving factors that can
encourage its wider use. Schools and the Malaysian Ministry of Education need to increase the number of courses and
training in the form of technology and ICT services so that teachers can be exposed to a deeper understanding of the
importance of gamification practices and subsequently have an optimal effect in teaching and learning. The level of
proficiency in the use of ICT plays an essential role for teachers in implementing ICT because it can influence their
motivation (Gobbo & Girardi, 2001) to apply technology-based teaching and learning methods.

©2023 ACADEMY PUBLICATION



2804 THEORY AND PRACTICE IN LANGUAGE STUDIES

ACKNOWLEDGEMENTS

This study was conducted utilizing the Geran Inisiatif Penyeliaan (GIP) grant from the Research Management Center
(RMC) of Universiti Teknologi Mara (UiTM) (Reference number: 600-RMC/GIP 5/3 (039/2022).

REFERENCES

[1] Abdullah, A. H., Sulaiman, A. A., & Wan Abdullah, W. 1. (2015). Faktor-faktor yang mempengaruhi motivasi terhadap
pembelajaran bahasa Arab. Jurnal Islam dan Masyarakat Kontemporari, 10, 104-118.

[2] Abdullah, F., & Razak, K. A. (2021). Tahap minat dan penerimaan pelajar terhadap gamifikasi dalam bidang Sirah. Journal of
Quran Sunnah Education & Special Needs, 5(1), 27-38.

[3] Adukaite, A., & Cantoni, L. (2016). Raising awareness and promoting informal learning on world heritage in Southern Africa:
The case of WHACY, a gamified ICT-enhanced tool. International Journal of Education and Development Using Information
and Communication Technology (IJEDICT), 12(2), 50-67.

[4] Al-Furaydi, A. A. (2013). Measuring E-learning readiness among EFL teachers in intermediate public schools in Saudi Arabia.
English Language Teaching, 6(7), 110-121.

[5] An, Y. Zhu, M., Bonk, C. J., & Lin, L. (2020). Exploring instructors' perspectives, practices, and perceived support needs and
barriers related to the gamification of MOOCs. Journal of Computing in Higher Education, 33, 64-84.

[6] Ariffin@Riffin, A., & Taat, M. S. (2020). Penguasaan bahasa Arab : Hubungannya dengan sikap murid dan pengajaran guru.
Malaysian Journal of Social Sciences and Humanities (MJSSH), 5(3), 13-23.

[71 Awang, N. A., Che Hat, N., & Rouyan, N. M. (2014). Analisa kelemahan kemahiran menulis bahasa Arab dalam kalangan
pelajar Unisza. Prosiding Seminar Pengajaran dan Pembelajaran Bahasa Arab 2014, 1-11.

[8] Azrin, N. F., & Baharudin, H. (2020). Strategi pembelajaran kosa kata bahasa Arab dalam kalangan murid sekolah rendah.
Malaysian Online Journal of Education, 4(2), 17-23.

[9] Baharum, A. S., & Rahman, M. H. A. (2020). Pengajaran kemahiran bertulis pelajar Universiti Sains Islam Malaysia
berteraskan analisis pelbagai kesalahan bahasa dalam sintaksis bahasa Arab. INSANIAH: Online Journal of Language,
Communication, and Humanities, 3(1), 59-85.

[10] Cespcn, M. T., & Lage, J. M. D. (2022). Gamification, online learning and motivation: A quantitative and qualitative analysis
in higher education. Contemporary Educational Technology, 14(4), ep381, 1-18.

[11] Deterding, S., Dixon, D., Khaled, R., & E. Nacke, L. (2011). Gamification: Toward a definition. ACM CHI Conference on
Human Factors in Computing Systems, pp. 12-15.

[12] Devendren, A., & Nasri, N. M. (2022). Systematic review: Students’ perceptions of the use of gamification. International
Journal of Academic Research in Business and Social Sciences, 12(8), 144-164.

[13] Dicheva, D., Dichev, C., Agre, G., & Angelova, G. (2015). Gamification in education: A systematic mapping study.
Educational Technology and Society, 18(3), 75-88.

[14] Din, A. F. M., & Seman, M. (2019). Meningkatkan kemahiran bertutur bahasa Arab melalui strategi penguasaan sebutan (SPS)
segmental dan suprasegmental. INSANIAH: Online Journal of Language, Communication, and Humanities, 2(June), 85-99.

[15] Egbert, J., Paulus, T. M., & Nakamichi, Y. (2002). The impact of call instruction on classroom computer use: A foundation for
rethinking technology in teacher education. Language Learning and Technology, 6(3), 108-126.

[16] Fauzi, M. S. H. M., Mohd Pisol, M. I., Maromar, F., Ismail, M. R., & Ghazali, A. R. (2020). Permasalahan pembelajaran
kemabhiran bertutur bahasa Arab dalam kalangan pelajar bukan penutur jati : Satu kajian di Kolej Universiti [slam Antarabangsa
Selangor. Seminar Antarabangsa Isu-Isu Pendidikan (ISPEN 2020), 102.

[17] Flores, J. F. F., (2015). Using gamification to enhance second language learning. Digital Education Review, 27, 32-54.

[18] Gilakjani, A. P., & Leong, L. M. (2012). EFL teachers’ attitudes toward using computer technology in English language
teaching. Theory and Practice in Language Studies, 2(3), 630-636.

[19] Gobbo, C., & Girardi, M. (2001). Teachers’ beliefs and integration of information and communications technology in Italian
schools. Journal of Information Technology for Teacher Education, 10(1-2), 63-86.

[20] Hanafiah, S. H. M., Abdul Majid, A. H., & Mat Teh, K. S. (2019). Gamifikasi dalam pendidikan: Satu kajian literatur. Asian
People Journal, 2(2), 31-41.

[21] Iberahim, M. F., & Noor, N. M. (2020). Amalan gamifikasi dalam pengajaran dan pemudahcaraan guru -guru sekolah rendah di
negeri Johor. Innovative Teaching and Learning Journal, 3(2), 8-14.

[22] Ismail, M. A., & Kamal, N. N. M. (2019). Pendekatan gamifikasi dalam pengajaran dan pembelajaran manhaj giraat terhadap
murid tingkatan empat. International Conference on Global Education VIl “Humanising Technology For IR 4.0, 688-695.

[23] Ismail, U. S., Chulan, M., Rosaidi, N. A., Mohamad Nor, N. A, Ismail, N., & Abdul Pisal, N. (2021). Factors influencing
students’ motivation in online learning for Arabic language courses at UiTM Perlis Branch. E-Academia Journal, 10(2), 154—
165.

[24] Ismath, N. H. M., Jalil, S. Z., & Tg Abdul Rahman, T. A. F. (2022). The effectiveness of gamification in learning Arabic
cohesive devices. Attarbawiy: Malaysian Online Journal of Education, 6(2), 28-36.

[25] Jasni, S. R., Zailani, S., & Zainal, H. (2019). Pendekatan gamifikasi dalam pembelajaran bahasa Arab. Journal of Fatwa
Management and Research, 358-367.

[26] Jasni, S. R., Zailani, S., & Zainal, H. (2020). Impak pendekatan kreatif dalam pengajaran dan pembelajaran kosa kata Arab.
BITARA International Journal of Civilizational Studies and Human Sciences, 3(1), 10-21.

[27] Jusuf, H. (2016). Penggunaan gamifikasi dalam proses pembelajaran. Jurnal TICOM, 5(1), 1-6.

[28] Karim, M. Z. A., & Husaini, M. H. (2016). Tahap penguasaan penulisan karangan bahasa Arab dalam kalangan pelajar sekolah
agama menengah. E-Jurnal Penyelidikan dan Inovasi, 3(1), 123-138.

[29] Kementerian Pendidikan Malaysia. (2013). Pelan Pembangunan Pendidikan Malaysia 2013-2025. Kementerian Pendidikan
Malaysia.

©2023 ACADEMY PUBLICATION



THEORY AND PRACTICE IN LANGUAGE STUDIES 2805

[30] Khaleel, F. L., Ashaari, N. S., Tengku Wook, T. S. M., & Ismail, A. (2016). Gamification elements for learning applications.
International Journal on Advanced Science, Engineering and Information Technology, 6(6), 868-874.

[31] Khatib, K. M., & Zainal, H. (2018). Penguasaan kata nama dan kata kerja Arab dalam Pelaksanaan Kurikulum Bersepadu Dini.
International Journal of Civilizational Studies and Human Sciences, 1(1), 69-79.

[32] Kleiman, G. M., (2000). Myths and Realities About Technology in K-12 Schools. The Online Journal of the Leadership and
the New Technologies Community, 14, 1-8.

[33] Mart #ParrefD, J., Segu #Mas, D., & Segu #Mas, E. (2016). Teachers’ attitude towards and actual use of gamification. Procedia
- Social and Behavioral Sciences, 228 (June), 682—688.

[34] Mat, S. S. C., & Yunus, M. M. (2014). Attitudes and motivation towards learning English among FELDA school students.
8(April), 1-8.

[35] Mat, A. C., (2013). Sikap pelajar terhadap pembelajaran bahasa Arab Di IPTA. Academia Journal UiTMT, 2(2), 61-68.

[36] Mat, A. C., & Soon, G. Y. (2010). Situasi Pembelajaran bahasa asing di institut pengajian tinggi: Perbandingan antara bahasa
Arab, bahasa Mandarin dan bahasa Perancis. AJTLHE, 2(2), 9-21.

[37] Misnan, S. N., & Ghazali, S. S. (2019). Analisis kesalahan tatabahasa bahasa Arab dalam kalangan pelajar dalam pembelajaran
asas bahasa Arab di Kolej Profesional Baitulmal Kuala Lumpur (KPBKL). E-Prosiding Persidangan Antarabangsa Sains
Sosial dan Kemanusiaan, 86-97.

[38] Mohamad, C. K. N. A. C. K., Hassan, A. R., Mohamad, A. H., & Mustafa, N. F. (2019). Pendekatan gamifikasi dalam
pembelajaran al-'adad wa al-ma'dud dalam kalangan pelajar. Journal Al-Mugaddimah, 7(1), 11-22.

[39] Mokhtar, W. R. W., Abd Rahman, M. Z., Adnan, M. A. M., & Salleh, N. H. M. (2020). Implikasi penguasaan tatabahasa Arab
terhadap kemahiran menulis dalam kalangan pelajar asasi universiti awam Malaysia. Al-Basirah Jurnal, 10(1), 53-68.

[40] Mollaei, F., & Riasati, M. J. (2013). Teachers’ perceptions of using technology in teaching EFL. International Journal of
Applied Linguistics and English Literature, 2(1), 13-22.

[41] Mustari, M. I, Jasmi, K. A., Muhammad, A., Abu Bakar, R., & Ahamad, S. (2012). Permainan bahasa dalam pengajaran dan
pembelajaran bahasa Arab. Seminar Antarabangsa Perguruan dan Pendidikan Islam (SEAPPI12012), 879-888.

[42] Nordin, M. Z. F. (2005). Pendidikan bahasa Arab di Malaysia: Hari ini dan masa depan. In Zawawi Ismail & Mohd Sukki
Othman (Eds.), Pendidikan Bahasa Arab di Malaysia: Cabaran dan Inovasi (Edisi pertama). Minda Imtiyaz.

[43] Park, C. N., & Son, J.-B. (2009). Implementing computer-assisted language learning in the EFL classroom: Teachers’
perceptions and perspectives. International Journal of Pedagogies and Learning, 5(2), 80-101.

[44] Samah, R. (2012). Isu pembelajaran bahasa Arab. Persidangan Kebangsaan Pengajaran dan Pembelajaran Bahasa Arab 2012,
2012, 286-300.

[45] Sardi, J. & Majid, M. A. A. (2004). E-pembelajaran: Tinjauan penggunaan kosa kata dan nahu dalam laman web percuma
dan implikasinya terhadap pengajaran dan pembelajaran bahasa Arab. Universiti Teknologi Mara Shah Alam.

[46] Sim@es, J., Redondo, R. D., & Vilas, A. F. (2013). A social gamification framework for a K-6 learning platform. Computers in
Human Behavior, 29(2), 345-353.

[47] Sopian, A. (2019). Kemahiran menulis bahasa Arab: Analisa kelemahan pelajar UiTM Melaka. International Journal of
Humanities, Philosophy and Language, 2(7), 58-65.

[48] Sukardi, R., Baharudin, H., & Lubis, M. A. (2016). Konsep gamification sebagai kaedah meningkatkan motivasi dalam
pembelajaran bahasa Arab di Malaysia. Kolokium Pendidikan Bahasa Arab 2016 (KOLBAR 16), Fakulti Pendidikan, Universiti
Kebangsaan Malaysia, 1(December), 128-135.

[49] Yildirim, 1. (2017). The effects of gamification-based teaching practices on student achievement and students’ attitudes toward
lessons. The Internet and Higher Education, pp. 33, 86-92.

[50] Zainuddin, Z., Shujahat, M., Haruna, H., & Chu, S. K. W. (2020). The role of gamified e-quizzes on student learning and
engagement: An interactive gamification solution for a formative assessment system. Computers and Education, 145, 1-15.

[51] Zakaria, G.A. N., Mahalle, S., & Nawi, A. (2015). Kajian amalan pengajaran guru bahasa Arab sekolah menengah di negara
Brunei Darussalam. The Online Journal of Islamic Education, 3(1), 32—-40.

[52] Zin, M. F. M., Yusoff, S. H. M, Abd Wahid, N., & Yusoff, Z. J. M. (2021). Gamification approach in learning and facilitation
(TnL) Islamic education in Malaysia: A brief overview. Germane Global Journal of Educational Research and Management,
1(2), 69-76.

[53] Zulkifli, N., Hamzah, M. I., & Razak, K. A. (2021). Creative teaching practices among Islamic education lecturers in
polytechnic. Journal of Social Sciences and Humanities, 18(4), 32—41.

Ummi Syarah Ismail is a senior lecturer at the Academy of Language Studies, Universiti Teknologi Mara Cawangan Perlis,
Kampus Arau, Perlis. Her research interests are Arabic language education, linguistics, and psycholinguistics.

Nurul Izlin Makhtar is a master student at Academy of Language Studies, Universiti Teknologi Mara Cawangan Perlis, Kampus
Avrau, Perlis. Her research interests are in Arabic linguistics and Arabic language education.

Majdah Chulan is a senior lecturer at Academy of Language Studies, Universiti Teknologi Mara Cawangan Perlis, Kampus Arau,
Perlis. Her research interests are English language and Literature and Applied Linguistics.

Noraini Ismail is a senior lecturer at Academy of Contemporary and Islamic Studies, Universiti Teknologi Mara Cawangan Perlis,
Kampus Arau, Perlis. Her research interests are Islamic Studies and Islamic education.

©2023 ACADEMY PUBLICATION





