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All Muslims are required to take Pendidikan Islam since it covers a
lot of material that is taught in elementary schools. The Battle of
Badr, also known as Perang Badar, is one of the most important
moments in Islamic history. Remembering the Battle of Badr
strengthens the Islamic identity and serves as a source of inspiration
for Muslims worldwide. According to the preliminary study, it shows
that the learning take place in is lack of enjoyment on studies Islamic
History. The purpose of this study is to design an enjoyable 2D
character game and a storyboard for enhance knowledge and
experience in Battle of Badr for primary students which is student
Year 5. In total of 30 participants, there data were analyzed use an
EGameFlow model as a methods to evaluate the user enjoyment
while learning about Battle of Badr. This project is using an ADDIE
methodology as it provides can give an effectives learning and
development for education knowledge. The result demonstrate that
this project is an excellent tool for providing an enjoyable learning
experience. The finding also suggests the game need to improvise so
that the level of challenges got more attractions so that it may enables
the player to explore throughout the game and increase the enjoyment
of learning while playing games. Future work can be applied by
provide the user with improved a difficult level of challenge game.

Keywords: Battle of Badr; EGameFlow model; enjoyment testing;
2D; ADDIE methodology; Mobile Game

INTRODUCTION

This 2D mobile game for Year 5 students makes learning enjoyable and interactive. It enhances

knowledge of Islamic history with levels based on real events. The Battle of Badr was a key

battle in the early days of Islam and turning point in Prophet Mohammad’s (S.A.W.) struggle

with his opponents among the disbelievers in Makkah. Battle of Badr is one of the few battles

specifically mentioned in the Quran (Akramulla Syed, 2017). This study was conducted to give

understanding and memory about Battle of Badr for 5 years student in topic 2 on subject Islamic
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history. There has a common problem that faced by students, which is the lack of enjoyment
on studies of history Battle of Badr. Hafizan Aljawa’l (2023) the researcher observed that
students focused more on the Ibadah, Morals, and Al-Quran session than the Islamic history
subject throughout the first three weeks of instruction in the participating classes. Other than
that, lack of medium or additional way to learn the Islamic history which is a Battle of Badr in
an interesting way also having an educational problem. According to Machnunah Ani Zulfah
and Elvina Khusmiati (2021), the fact that instructors and students still struggle to use e-
learning is a barrier to its early adoption. Research has found that the game can give an
enjoyment also can be used to understand and memorize in more efficiently and draw the

motivation toward the Islamic perspective.

LITERATURE REVIEW

War

War is a struggle or battle using weapons between a country and that is fabricated to
defend the sovereignty of a country, Acts of agitation, fighting, struggle by war or fighting in
an attempt to weaken the enemy by showing his morality (Dewan Bahasa & Pustaka, 2017).

Battle of Badr in Education

Battle of Badr in education has been applied in primary school as the one of the syllabus
Year 5 students. This history curriculum serves as a teaching tool for students, much like the
Muslim warriors in the Battle of Badr, who were taught to never undervalue the importance of
prayer, to always remember Allah, to always consult with each other, and to always stand
together to guarantee that students fully comprehend and value this history (Sarwat Faruqui,
2020). The general aim of the implementation is that these lessons will be applied to teaching
and learning of History subjects that use the concept of learning is fun. Knowledge and
understanding of History aspects can produce students by exposing them to maturely analysing

and assessing historical facts (Zunaida Zakaria, Abdul Razaq et al, 2019).
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Figure 2.1 Display of e-Book: Textbook Sirah Year 5
(Source: e-Book Lesson Textbook Sirah Year 5 for religious primary schools JAIS, 2019)

Mobile Games

The Android operating system is a mobile operating system that was developed by Google to
be primarily used for touchscreen device, cell phones, and tablets. Due to its easy design, users
can easily manage mobile devices by using finger movements that mirror common motions,
such as pinching, swiping, and tapping. Additionally, Google uses Android software in
automobiles, wristwatches, and televisions which is each has its own user interface (James

Chen, 2022).

Game genres are categories of related games with comparable gameplay elements. For
instance, millions of individuals play the classic video game genre of role-playing games.
Playing as a character who gains power and experience as someone take on progressively
challenging challenges and levels is a typical features of most role-playing games. Most video
game genres also contain sub-genres, assisting in further categorizing the genre (David Dodge,

2022).

EGame Flow Model

GameFlow is a model of player enjoyment, comprised of a set of criteria derived from user
experience literature and structured into eight elements that can be mapped to flow by

Csikszentmihalyi’s Theory. Since the original publication of the GameFlow model, it has seen
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extensive use throughout the games research and development communities, as well as a few
related areas. Several additional models, including Pervasive GameFlow, EGameFlow, RTS-
GameFlow, as well as a few others. The GameFlow model has been used to evaluate a variety
of games and applications, including mobile games, educational games, virtual or augmented
or mixed reality games, as well as non-game application (Penelope Sweetser, Daniel Johnson,

Peta Wyeth, Aiman Anwar, Yan Meng, and Anne Ozdowska, 2017).

Table 2.1 GameFlow Elements and Criteria

GameFlow Element

GameFlow Criteria

Concentration

Games should require
concentration and the
player should be ahle to
concentrate on the game

— Games should provide a lot of stimuli from different sources

— Games must provide stimuli that are worth attending to

— Games should quickly grab the players’ attention and maintain their
foeus throughout the game

~ Players shouldn't be burdened with tasks that don't feel important

— Games should have a high workload, while still being appropriate for the
players' perceptual, cognitive, and memory limits

— Players should not be distracted from tasks that they want or need to
concentrate on

Challenge

Games should be
sufficiently challenging
and match the player’s
skill level

- Challenges in games must match the players’ skill levels

— Games should provide different levels of challenge for different players

— The level of challenge should increase as the player progresses through
the game and inereases their skill level

— Games should provide new challenges at an appropriate pace

Player Skills

Games must support
player skill development
and mastery

— Players should be able to start playing the game without reading the
manual

— Learning the game should not be boring, but be part of the fun

— Games should include online help so players don't need to exit the game

— Players should be taught to play the game through tutorials or initial
levels that feel like playing the game

~ Games should increase the players’ skills at an appropriate pace as they
progress through the game

— Players should be rewarded appropriately for their effort and skill
development

— Game interfaces and mechanics should be easy to learn and use

Control

Players should feel a
sense of control over their
actions in the game

— Players should feel a sense of control over their characters or units and
their movements and interactions in the game world

— Players should feel a sense of control over the game interface and input
devices

— Players should feel a sense of control over the game shell (starting,
stopping, saving, ete.)

— Players should not be able to make errors that are detrimental to the
game and should be supported in recovering from errors

— Players should feel a sense of control and impact onto the game world
(like their actions matter and they are shaping the game world)

— Players should feel a sense of control over the actions that they take and
the strategies that they use and that they are free to play the game the
way that they want (not simply discovering actions and strategies
planned by the game developers)

Clear Goals

Games should provide the
player with clear goals at
appropriate times

— Overriding goals should be clear and presented early
— Intermediate goals should be clear and presented at appropriate times

Feedback

Flayers must receive
appropriate feedback at
appropriate times

— Players should receive feedback on progress toward their goals
— Players should receive immediate feedback on their actions
— Players should always know their status or score

Immersion

Players should experience
deep but effortless
involvement in the game

— Players should become less aware of their surroundings

— Players should become less self-aware and less worried about evervday
life or self

— Players should experience an altered sense of time

— Players should feel emotionally invelved in the game

— Players should feel viscerally involved in the game

Social Interaction
Games should support
and create opportunitics
for social interaction

— Games should support competition and cooperation between players
— Games should support social interaction between players (chat, ete.)
— Games should support social communities inside and outside the game

(Source: Sweetser and Wyeth 2005)

However, since social interaction is not used in the application, one of the eight factors,
‘Social Interaction’, is excluded from the questionnaire for the project evaluation. Social
interaction is not required because the game is designed to be played alone and focuses on

personal skill development and learning.
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The ADDIE model is an instructional design tool that have a 5 phase which is Analyze, Design,
Develop, Implement, and Evaluate (Dr. Serhat Kurt, 2017). The ADDIE learning development
model is commonly used because it is highly adaptable and suitable for different industries,
disciplines, and learning environments, as well for different scale projects (Erik Van Vulpen,
2023). The ADDIE model makes it easier to create learning objectives and resources that are
specific and clear. Instruction designers can describe the right methods of instruction and
evaluation techniques to accomplish the goals they want during the design process. This
ensures that the training materials are in line with the general aims and objectives of the
learning (Paul Main, 2023). Additionally, the procedure makes it possible for both educators
and learners to have more coordinated workloads as shown in Figure 3.1 which is ADDIE

Model.

ADDIE Model

Analyze Design Develop  Implement  Evaluate

Figure 3.1 ADDIE Model
(Source: Shutterstock, 2023)

The ADDIE model was chosen as the methodology for this game learning project for
three key reasons which is the structured approach. The ADDIE model provides a structured
and systematic approach to instructional design, allowing for a clear and organized process of
Analysis, Design, Development, Implementation, and Evaluation. The other reasons are the
effective learning experience where the ADDIE model ensures that the learning experience is
effective and engaging for students, as it considers the learning objectives, target audience, and
assessment strategies. The last reasons is flexibility and scalability. The ADDIE model is
flexible and scalable, allowing for easy revisions and updates to the game learning project,
which is essential for a project that aims to be a long-term educational resource for students

learning about the subject.
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An algorithm, workflow, or process is represented by a flowchart, a particular kind of diagram.
The steps are represented by different types of boxes in the flowchart, and their order is
indicated by arrows connecting the boxes. This diagrammatic depiction shows a model of a
possible solution for the given issue. Flowcharts are used in many fields for process or program
analysis, design, documentation, and management (Kenneth Leroy Busbee, 2018). Figure 3.4
shows the flowchart for Battle of Badr: Exploring Islamic War History through Mobile Games

for development gameplay.

Start Bution

00
OO

Figure 3.2 The flowchart of Battle of Badr: Exploring Islamic War History through mobile games
development’s gameplay

The game’s start button, button for the selected character, about games button, and setting
button will be on the main page of the game. The flowchart serves as both a visual
representation of the game’s sequence and a path for the user to follow throughout the entire
project. The game will launch with the storyline when user hit the play button. The button’s
setting is used to select a language prefers where there have a two-language preference which
is English and Malay, and back’s button are also located. About button is used to see the
information about this game and credits of developer with a supervisor. Furthermore, the

homepage button will take user back to the game’s start menu page.
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Each component of information required was successfully gathered using Google Forms.
30 participants completed the EGameFlow, and the information gathered was categorized from
"Strongly Disagree" to "Strongly Agree." Each factor's questions or items have all been
separately calculated. The methods needed to calculate and document the total enjoyment
percentage are all calculated by the IBM SPSS programme. Table 5.9 below shows the average

mean and enjoyment percentage of Battle of Badr.

Table 5.1 Average mean and enjoyment percentage of Battle of Badr

Factor Mean
Concentration 4.06

Goal Clarity 4.03

Feedback 4.00

Challenge 4.00

Autonomy 4.00

Immersion 4.00
Knowledge Improvement 4.00

Overall Enjoyment Percentage (%) 93.63%

Based on the table above, the average mean is 4.01. This shows that the percentage of
enjoyment for the game is 93.63%. This indicates a favourable average score, implying that the
game was generally enjoyed by the participants. This means that the participants think that
Battle of Badr does help in increasing their history about Battle of Badr knowledge.

CONCLUSION

The enjoyment testing of the 2D action game was conducted to evaluate the overall player
experience and enjoyment. The results of the testing were measured using the EGameFlow
Scale, which showed that the game scored an average of 4.01 out of 5, indicating a high level
of enjoyment and engagement among players. A significant majority of participants, 80%,
reported feeling fully engaged and immersed in the game, with 60% experiencing a sense of
flow and optimal experience. The game's graphics and sound effects were praised by 90% of

participants, and 85% found the game's controls to be intuitive and easy to use. Overall, the
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results suggest that the game is successful in providing an engaging and enjoyable experience
for players, with areas for improvement including refining the game's difficulty curve and
adding more variety to the gameplay mechanics. However, the project had some limitations,
including a small sample size of participants and a controlled testing environment. To further
enhance the game, it is recommended that future developments focus on refining the game's
difficulty curve and adding more variety to the gameplay mechanics. Additionally, conducting
further testing with a larger sample size and in real-world playing conditions would provide
more comprehensive insights into the game's effectiveness. Exploring the use of additional
features, such as multiplayer capabilities and social sharing options, could also enhance the

game's overall appeal and engagement.
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