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Abstract 
Serious games are not digital games that focus on entertainment and fun alone. On the other 
hand, serious games prioritise education that can increase interest and involvement among 
users, especially children in learning and teaching. Serious games can positively affect 
children by the impetus to transfer the knowledge and experience gained through games to 
real-world applications. Children development, especially at the preschool level, emphasises 
several essential elements for priority attention, including values and identity formation. 
Values and identity formation focus on inculcating an outstanding and well-established 
individual to be the backbone of a generation who can contribute and function well in society. 
The process of planning and developing a serious game featuring authentic values and 
identity formation learning content while maintaining entertainment and fun features is 
challenging. Thus, methodology and design guidelines are needed to help the game 
development team model a compelling game for the children. This paper addresses this 
challenge by planning and implementing a serious game framework to promote values and 
identity formation for children aged four to six. The results of this study are a serious 
game framework for values and identity formation of preschool children, based on the 
Cognitive Theory of Multimedia Learning principles. With a proper balance between game 
attributes and learning activities, the design of a serious game model includes game elements 
related to the readiness of preschool children to learn. The learning content applies 
the text that emulates the great values of the Prophet Muhammad peace and blessing upon 
him in nobly conducting daily life. 
Keywords: Serious Game Framework, Values and Identity Formation, Preschool Children, 
Multimedia Cognitive. 

 
Introduction 
A serious game is a learning approach that is widely explored for children's education 
nowadays. In addition to contributing to learning in related fields, the serious game can 
increase children's attention and motivation through a fun learning environment (Tatli 
2018). The development of serious game applications requires an appropriate framework to 
ensure that the elements of learning and games selected align with the potential of serious 
games (Abd El-Sattar, 2016; Nadiah and Norasikin, 2020). A serious game framework refers 
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to a guide to serious game development operations to maximise the impact of serious 
games as a learning outcome  (Catalano et al., 2014; Jamaatthuddin and Or-Kan, 2021; 
Paracha et al., 2020).  

Values and identity formation are essential educational elements in children's holistic 
development. Values and identity formation aim to build an individual's superior identity who 
is the backbone of a generation of noble morals (Mastura and Farahwahida, 2020; Suhaimi 
and Natasha, 2018). The development of solid values among children prepares future 
generations to contribute and function well in society (Latifah et al., 2012; Shafie and Ling, 
2017). 

The age of preschool children is the transition from infancy to school age. Preschool 
children can learn and explore many things because they already have the necessary cognitive 
and affective levels at this age and can be developed slowly according to their potential 
(Lamrani et al., 2018; Lasiun, 2016). Although there are differences in policies and goals, 
Islamic and Western Education agree to develop civilised human character and values through 
values and identity formation from an early age (Atiyah et al., 2019). 

Values and identity formation using serious game is inseparable from the research 
environment and learning goals embodied in learning theory. Learning theory serves as the 
guideline to remind the primary purpose of serious game development: to educate children 
in a stimulating and entertaining environment (Al-gharaibeh, 2021; Carvalho et al., 2015; Tatli, 
2018).  Cognitive Theory of Multimedia Learning suggests selecting multimedia elements to 
be used optimally in serious games to achieve learning goals (Mayer 2014; Moreno and Mayer 
2016). This theory is suitable for use in serious games involving preschool children that 
emphasise the concept of real-life related solutions to quickly understand an idea based on 
the examples given (Greer et al., 2013; Sahrir et al., 2012). 

Many of the earlier serious games research pay attention to the negative influence of 
playing games, but recently the positive impact has taken place (Christen et al., 2012). 
However, studies focusing on the use of games in teaching moral values, especially among 
preschool children, is still limited (Nadiah and Norasikin, 2020). Serious games may create 
meaningful learning environments to engage children with the interesting ethical concept 
inactive, stimulating, entertaining, practical, and fun atmosphere (Anwar et al., 2020). The 
research gaps and serious game potential stimulate this study to assist game developers 
regarding pertinent elements of game and learning content in the mentioned context. 

The process of planning and developing a serious game featuring authentic values and 
identity formation learning content while maintaining entertainment and fun features is 
challenging (Abd El-Sattar, 2016). This paper attempts to address this challenge by suggesting 
game development design methodologies to effectively model values and identity 
formation.  The serious game of values and identity formation applies the Cognitive Theory 
of Multimedia Learning. Therefore the objective of this paper is as follow: 

• to propose a serious game framework to promote values and identity formation 
for children aged four to six.   

 
Serious Game Framework for Islamic Values Inculcation of Pre-School Children 
Values and identity formation focuses on building the identity of a superior and well-
established individual to be the backbone of a generation that can contribute and function 
well in society. Values and identity formation applied to children as early as preschool age 
train them to practice morals and praiseworthy values while interacting as community 
members. This view is agreed upon by Islamic and Western Education approaches, although 
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there are apparent differences in policy and goals (Atiyah et al., 2019). Generally, Islamic 
Education emphasises monotheism and divinity, aimed at gaining the pleasure of The Lord 
and highlighting success in this world and the hereafter (Munawar et al., 2012). On the other 
hand, Western Education promotes the ideology of human thought, which places the intellect 
in the highest place to find solutions to human problems. 

Values and identity formation in the Islamic mould include the construction of morals 
and values encompassing his mind and heart, spiritual and physical (Atiyah et al., 2019). The 
structure of children's values refers to the sources of the Quran and Hadith (Ridzuan, 
2017). Values formation requires time through various training and critical learning 
processes, including observation, thinking, knowledge and mental exercise (Hakimi, 
2014). Children are like white cloth ready to be patterned (Sheikh and Ali, 2019), based on 
one mention of prophet Muhammad. It means that every child is born in a state of nature 
(clean), then both parents are responsible for shaping the child, whether Jewish, Christian or 
Magi. 

Elements of values and identity formation are abundant in Hadith-sourced 
references. Children and adolescents and adults are encouraged to emulate the morals and 
values of the Prophet Muhammad saw in forming noble morals through the guidance of 
parents and teachers (Abdul Munir et al., 2013). The benefit of imitating this praiseworthy 
example is mainaly to get pleasant, healthy and balanced values, which obtains the pleasure 
of The Lord (Syukri and Abidin, 2018). This values and identity formation approach focuses on 
strengthening faith, enhancing acts of worship, and practising praiseworthy deeds (Shafie and 
Ling, 2017). Following the level of preschool children, they may abandon evil acts such as 
complaining while intensifying noble practices such as correcting intentions by learning and 
practising the relevant Hadith (Ridzuan, 2017). 

The promotion of values and identity through serious games has the advantage of 
attracting children to strengthen their morals and values (Norhana et al., 2014). Serious 
games are different from ordinary digital games that only provide entertainment value to the 
users and educate and improve their skills while using them (Fleming et al., 2017). Serious 
games embody important messages conveyed in a natural environment so that essential 
details appear alive and worthy to be promoted (Lotfi et al., 2014). 

An essential emphasis in the framework of a serious game is not only on learning 
materials but also on prioritising the game mechanism. For example, good avatars that match 
the high moral standard gives a good impression of the learning aim. Game design based on 
actual Islamic teachings positively influences users (Lotfi et al., 2014). Similarly, appropriate 
characters may support the learning task in the perspective of maximising the learning effects 
of empowering children's values (Ávila-pesántez et al., 2017). 

The game mechanism is essential in developing serious games (Almeida and Simoes, 
2019; Khaleel et al., 2016). Among 21 serious game elements, a few selected considers the 
objectives of serious games developed (Nursyahida et al., 2019). Thus, the number of 
ingredients used in a serious game does not help to improve its quality. The research was 
conducted by comparing equivalent studies. 

The Cognitive Theory of Multimedia Learning underlines three assumptions (Mayer, 
2014). First, the user visual and verbal process information differently through separate 
channels. Second, the user can only process a limited amount of information in each channel 
because of limited working memory capacity. Third, users actively process information by 
paying attention and integrating data to make it meaningful. 

Five cognitive processes coordinate and integrate with working memory within a 
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multimedia environment (Mayer and Moreno, 1998). The principles highlighted in the design 
of this multimedia instruction involve essential elements in teaching to be more attractive, 
including involving appropriate elements and colours (Mayer and Estrella, 2014). The five 
principles of learning design presented are: 1) Choose terms related to multimedia messages, 
2) Select the visuals that are relevant to the multimedia message, 3) Build relationships 
between terms to build a coherent oral model, 4) Build relationships between images to 
develop a coherent graphic model, and 5) Integrate the oral model with graphics and with 
prior knowledge. 

Cognitive Theory of Multimedia Learning recommends that multimedia elements be 
used optimally in learning. By considering real-life solutions for each concept, preschool 
children can understand an idea based on the examples. Adapting valuable learning materials 
may stimulate children to be proactive in learning (Hairulliza et al., 2019). Relevant learning 
materials are carefully selected and designed to ensure that they are helpful and appropriate 
in the context of life. Game elements may support auditory and visual materials to process 
learning messages well with limited memory capacity (Hess and Greer, 2016). Interaction also 
plays a vital role in values and identity formation to encourage children to participate and be 
directly involved in learning.  

Based on the discussion presented, three components are essential in the serious game 
framework, as illustrated in Figure 1: the learning theory, learning content, and mechanics 
(Abd El-Sattar, 2016). Learning theories support the learning goals highlighted in game 
applications (Tatli, 2018). Learning content is the backbone of game applications to ensure 
learning materials are selected and delivered effectively  (Aziz et al., 2019). The game's 
mechanism plays an essential role in ensuring the element of engagement to stimulate 
children to understand and practice the Hadis highlighted in serious game applications 
(Gallego-Durán et al., 2019).  

 
Serious Game Conceptual Model 
The conceptual model of Islamic Values Inculcation for Preschool children is illustrated in 
Figure 2. The conceptual model aims to provide users with an understanding of the model 
framework used in application development called Jom Niat. There are five aspects identified 
to develop the conceptual model of the Jom Niat prototype, namely serious game module, 
content source, interaction design, learning and design theory basis and animation technique. 
There are four selected modules in the prototype of Jom Niat, namely Patience part of faith, 
Respect for mother, Eating etiquette and Prayer, the soul of religion. The content sources for 
these four modules emerge from the Compilation of 20 Hadis conducted by Young Muslims 
Educational Center or Pusat Asuhan Tunas Islam  (PASTI), one of many preschools in Malaysia. 
From four to six years old, preschool students in the centre learn from various learning 
materials, including the Compilation of 20 Hadis. The syllabus features the Islamic Values 
Inculcation representing three essential teachings: Belief Principle, Islamic Principle and 
Values Principle. 

The interaction design consists of five-game elements: instructions, point score, time,  
options, and information. The selected game elements appear suitable for the intended 
learning goals to construct Islamic values and identity among preschool children. These 
children require clear and precise instruction to enjoy the game yet gain meaningful values 
and lessons in everyday life. Next, the point score aims to inform the children of the current 
achievement for their response in the game. Time element seeks to train children in using 
their time wisely to accomplish the mission. Option element offers the children some freedom 
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to control the game according to their ability. Finally, the information element conveys 
essential messages from the game to the children. The learning and design theory guides the 
application to balance game fun and serious learning concepts.  Value Sensitive principles 
promote high values, noble standards and humanity not only in the learned concepts but also 
in-game implementation. Animation technique applies the current trend in the digital game 
using three-dimensional animation. 

 
Discussion and Conclusions 
This study examines the methodology and design guidelines required to assist game 
development teams in modelling values effectively and identity formation games. Targeting 
children aged four to six, the serious game application promotes values and identity 
formation. The serious game framework applies the Cognitive Theory of Multimedia Learning 
as its first component to balance game attributes and learning activities (Aziz et al., 2019). 
The second component in the serious game framework emphasises the learning content 
(Hakimi, 2014). The selection of materials from the compilation of 20 Hadis emulates the 
great values of the Prophet Muhammad(Atiyah et al., 2019). Next, the third component 
includes game mechanisms to produce enjoyable games by providing game elements, 
interfaces and feedback (Khaleel et al., 2016). The choice of various game 
elements implemented in their respective studies fits the learning goals (Nursyahida et al., 
2019). The exploitation of appropriate game elements aims to attract interest and create 
excitement to learn new concepts that are otherwise considered difficult and tedious 
(Fleming, 2017). The selected game elements appear e suitable for the intended learning 
goals to construct Islamic values and identity among preschool children, as games can be an 
effective and powerful tool for combining serious learning with enjoyment (Kokkalia et al., 
2017). Values and identity formation serious game features subtle content by bringing the 
real-life environment to imitate the practices and advice attributed to the Prophet 
Muhammad (Abdul Munir et al., 2013). The selected hadith highlights practical features that 
are easy to implement in daily activities to encourage children to understand its contents and 
practice it in life (Lukman Hakimi, 2014). 

In conclusion, serious game design and development is not an easy task. This paper 
proposes a framework for the design and development of serious games for preschool 
children's values and identity formation. It introduces cognitive multimedia as a framework 
that helps game development teams plan effective games and learn through these two-way 
mechanisms. This framework is proposed to develop serious games called Jom Niat. It aims 
to facilitate the acquisition of Islamic moral principles applied in the Hadith of the Prophet 
Muhammad for children aged four to six.  

The theoretical and contextual contributions of this paper are described as the 
following. The theoretical contribution offers the black box opening between serious games 
and preschool children education and combines learning theory to explain the relationship 
between educational surroundings and learning content design. The contextual contribution 
of this paper proposes guidelines to developers that pertinent elements of game and learning 
content contribute to the engagement of moral inculcation, which promote children in 
developing understanding and application of morals in daily life. 
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Fig. 1. Serious game framework for Islamic Values Inculcation 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Fig. 2. Conceptual model of Islamic Values Inculcation for Preschool children 
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