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ABSTRACT 

This project aims to develop a modular Islamic educational board game designed to 

enhance informal learning experiences for children in spaces such as EduKidz, 

MADAD. The product addresses the lack of interactive, Islamic-themed tools that 

encourage hands-on play and parent-child collaboration. Guided by Human-

Centered Design (HCD) principles, the board game features magnetic interaction, 

interchangeable panels, and vibrant Islamic visuals to reinforce knowledge of key 

concepts such as the Hijri calendar, Pillars of Islam, and Pillars of Iman. The prototype 

was developed using plywood, PLA plastic, acrylic, laser cutting, and 3D printing 

techniques. Usability testing and observational studies informed each design iteration, 

ensuring the product’s effectiveness in promoting meaningful, faith-based learning 

through play. 

 

Keywords: Islamic Education, Board Game, Human-Centered Design, Interactive 

Learning, Modular Design 

 

INTRODUCTION 

Informal Islamic learning environments often lack tools that actively engage 

children and encourage collaboration with parents. The EduKidz Kids Zone at MADAD 

serves as an ideal case study for this design intervention, as it provides a safe, thematic 
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environment but currently lacks interactive educational content. The project explores 

how a modular board game can transform passive play into a more meaningful 

Islamic learning experience while supporting early childhood development through 

hands-on learning. 

 
Figure 1.1 The picture of observation in Muslimah prayer area 

 

 
Figure 1.2 The picture of final design of the product 

 

MATERIALS AND METHODS 

The board game was developed using a combination of materials and 

fabrication technologies to ensure durability, interactivity, and child safety. The base 

structure was made from plywood for sturdiness, while PLA plastic was used for 3D-

printed magnetic components, offering tactile engagement and precision. Acrylic 
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sheets added visual clarity and layering for the interchangeable learning panels. Laser 

cutting was applied to achieve accurate detailing for game layout and instructional 

cues. A 3D printer was used to fabricate complex, ergonomic shapes, including the 

magnetic hand controller. Data was collected through observation, mock-up testing, 

and structured feedback forms from children and adult users. These insights shaped 

iterative refinements throughout the design process. 

 

 
Figure 1.3 Plywood 

 

 
Figure 1.4 PLA Plastic 

 

 
Figure 1.5 Acrylic 

 

  
Figure 1.6 The picture of 3D printing and laser cutting methods 
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RESULTS AND DISCUSSION 

Findings from observation and usability testing highlighted a need for more 

dynamic, educational play tools. Users responded positively to the modular design, 

magnetic interaction, and culturally relevant visuals. Children showed high 

engagement during gameplay, while parents appreciated the ease of interaction 

and shared learning experience. Feedback emphasised the importance of clear 

instructions, ergonomic designs, and modular flexibility. The material choices ensured 

a strong balance between aesthetics, function, and safety, and the fabrication 

methods supported scalable production. 

 

  
Figure 1.5 The picture of usability testing 

CONCLUSION & RECOMMENDATIONS 

 

This project successfully introduced a modular Islamic educational board 

game that enhances informal learning environments. By combining user-centred 

design principles with practical materials and digital fabrication techniques, the final 

product promotes interactive, engaging, and faith-aligned education. Future 

improvements may include expanding educational modules, offer multilingual 

instructions, and develop a mobile app integration. The game has strong potential to 

be used in community centres, kindergartens, and religious education programs 

across Malaysia. 
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Figure 1.6 The picture of Environment 
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