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ABSTRACT 
 

Student-centered learning is one of the elements in this 21st century learning. For Islamic Study subjects, 

entertaining lessons will attract students to be more focused. Thus, playing educational games can be one 

of the methods to obtain this approach. Therefore, i-Arkanul Islam Card was invented as a teaching aid for 

Islamic Study subject and as educational game. This card consists of 5 more small cards named I-Shahadah 

Card, I-Prayer Card, I-Fast Card, I-Zakat Card and I-Hajj Card. This card had been tested in a few selected 

schools. This card was also tested to a group of Islamic Education Teachers in Cameron Highlands district. 

As a result of the field study, I-Arkanul Islam Card successfully help pupils in mastering the basic facts 

contained in the Pillars of Islam. Feedbacks given by the Islamic Study teachers stated that this card is very 

helpful during the teaching and learning process in classes and very easy to be used. Plus, they also suggest 

that this innovation can be disseminated by doing content improvements. 
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1. INTRODUCTION 
 

Islamic Study is a core subject in all schools for Muslim students in Malaysia. Islamic Study is a compulsory 

subject for Muslim students in primary and secondary schools. However, based on our observation, there 

are many students who do not master the basic knowledge about the pillars of Islam. Hence, I-Arkanul 

Islam card was invented as an alternative for Islamic Study teachers during teaching and learning process. 

Students who have cheerful environment and emotion will develop their learning process . 

In this 21st century, the suitable approach towards the effective learning process is using gamification 

method which is a game-based  . Gamification is a method that changing activities that 

are originally not a game-based to a more formal game-based . The method of the 

game is considered    as one of the effective methods in learning especially for . 

Therefore, this card was invented after taking into account some scholars' opinions regarding gamification 

methods to increase students’ interest and also facilitate the teaching and learning process. 

 

1.1. Objectives of I-Arkanul Islam Card 

 

1. Students are able to master the basic in Pillars of Islam. 

2. To create a different teaching and learning environment. 

3. To encourage students to have strategies to win the game. 

4. To improve the social skills of students. 
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2. I-ARKANUL ISLAM CARD DESCRIPTION 

  

2.1 Market Potential of the I-Arkanul Islamic Card 
 

1. This I-Arkanul Islam card is a group game concept.  

2. It is suitable for teaching and learning aids. 

3. This card has a big potential to be expanded in the world of Islamic Study 

 

2.2 Environmental and Sustainable Aspects 
 
1. I-Arkanul Islam card are safe to be used by students. 

2. This i-Arkanul Islam card is also eco-friendly as it does not contain harmful substances. 

3. Manual and instructions of this card are easy to understand. 

 

2.3 Advantages of I-Arkanul Islamic Card 
 
1. Increases students’ interest in Islamic Study subjects 

2. A thorough involvement of pupils in the teaching and learning process 

3. Increases students’ motivation to master the subtopics. 

4. It enhances students memory levels of the Pillars of Islam.  

5. Increasing teaching and learning aids for Islamic Study subjects. 

 

2.4 I-Arkanul Islamic Cards Manual and Instructions 
 
1. Game Instruction For I-Arkanul Islam Card 

2. Arkanul Islam Card Manual For Teaching And Learning Process During Islamic Study 
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