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Abstract 
In response to the global disruption caused by the COVID-19 pandemic, digital gaming 
applications have gained substantial traction within the realm of education. These 
applications serve not only as valuable tools for educators to integrate into their classroom 
pedagogy but also as independent self-learning resources for students. This transformative 
trend extends to the domain of Arabic vocabulary acquisition, where a variety of digital 
gaming platforms, including Quizizz, Kahoot, Quizlet, and Wordwall, are being harnessed. 
Despite the growing prominence of digital gaming applications in language learning, there 
exists a paucity of discourse concerning the specific content and structure of Arabic 
vocabulary instruction via these platforms. Consequently, this research endeavours to fill 
this void by identifying prevalent themes in Arabic vocabulary learning facilitated by digital 
applications. It simultaneously conducts an in-depth analysis of the content, encompassing 
thematic categories, question formats, and gaming elements. The study employs a 
qualitative research approach, integrating content analysis and literature review 
methodologies to explore previously accumulated data. The ensuing discussion elucidates 
three principal themes: the selection of vocabulary learning topics within gaming 
applications, the diverse formats of questions incorporated, and the gamification elements 
integrated into these applications. Notably, the analysis reveals that the majority of gaming 
applications align their content with topics derived from secondary school standard 
curriculum textbooks (KSSM). Furthermore, the study identifies prevalent question formats, 
with true or false inquiries, fill-in-the-blank exercises, and multiple-choice questions being 
the most pervasive. The research underscores the pronounced presence of audio elements 
and interactive gameplay as distinctive characteristics within these digital gaming 
applications. 
Keywords: Arabic Language Proficiency, Vocabulary Learning, Language Games, Digital 
Applications. 

 
Introduction 
In today's context, gaming applications are no longer unfamiliar in the realm of education, as 
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they have become a significant resource employed by teachers for teaching Arabic 
vocabulary. This is especially true in the wake of the COVID-19 pandemic, which led to school 
closures and a shift towards online learning. This situation indirectly transformed the teaching 
methods of educators, transitioning from traditional approaches that relied on exercise 
sheets and in-class question-answer sessions to the use of digital applications as learning 
media. According to Asyhari et al (2017), the integration of digital technology in education 
yields numerous benefits and positive impacts on the teaching and learning processes. 
Evidently, many Arabic vocabulary games have been developed within various applications, 
such as Kahoot, Quizizz, and Wordwall. Salleh et al (2017) found that incorporating digital 
technology elements into learning can further facilitate the vocabulary acquisition process for 
students. 
Moreover, Kapp (2012) emphasizes that digital game-based learning can assist students in 
enhancing their experiences by stimulating a range of skills, including problem-solving, 21st-
century skills, and higher-order thinking skills (HOTS). Therefore, to cultivate students who 
possess skills aligned with the education standards outlined by the Ministry of Education 
(KPM), educators must provide effective teaching materials in the classroom. When utilizing 
digital applications for instructional materials, teachers need to conduct research on the 
content of games within these applications, as it impacts various aspects. For example, the 
application's functionality, students' comprehension of answering questions, and 
performance outcomes. Barata et al (2013) state that gamification in education influences 
both the improvement and decline of student grades. Additionally, Mekler et al (2013) point 
out that these grades indirectly affect students' performance in learning. 

  Based on the afore-mentioned statements, it is undeniable that the use of games in education 
significantly impacts both teachers and students. Nevertheless, prior research reveals a lack 
of detailed studies on the specific content of Arabic vocabulary games within these 
educational games. Hence, this study aims to identify and analyze the content found within 
Arabic vocabulary games, encompassing vocabulary themes, vocabulary learning, question 
formats, and gamification elements within gaming applications. 

 
Literature Review 
This study overall takes the form of qualitative research using the content analysis method. 
All data pertaining to previous studies come from primary and secondary sources, including 
books, journals, articles, and theses. The collected data also consists of reference sources in 
Malay, English, and Arabic, which were analyzed descriptively and thematically. Three themes 
have been identified, namely the themes or topics of Arabic vocabulary learning through 
gaming applications, question formats within gaming applications, and gaming elements 
within gaming applications. 
 
Theme or Topic of Arabic Vocabulary Learning Through Gaming Applications 
Based on previous studies, the theme-based teaching method has long been employed in 
education. Theme-based teaching (PBT) involves the integrated teaching of content and 
language within the classroom, emphasizing language teaching goals. According to Brinton et 
al. (2003), content serves as the primary source for developing effective thematic language 
learning materials. Furthermore, it includes information relevant to students' interests, 
language proficiency levels, and engagement. This is supported by Sunarwan (2014), who 
asserts that the application of the PBT method yields better results compared to Audio-
Lingual learning. From this statement, it is evident that the introduction of a specific topic or 



INTERNATIONAL JOURNAL OF ACADEMIC RESEARCH IN PROGRESSIVE EDUCATION AND DEVELOPMENT  
Vol. 1 2 , No. 4, 2023, E-ISSN: 2226-6348 © 2023 

703 
 

theme before initiating learning activities is crucial. The selection of topics is equally 
important and should be based on students' surroundings and experiences. This is because 
choosing relevant themes assists teachers in planning and organizing teaching activities 
(Institut Pendidikan Guru Malaysia, 2018). 
In line with that, educators have undertaken various initiatives, including incorporating 
themes into any Arabic language teaching materials or activities. According to Hijriyah (2016), 
Arabic language teaching materials for students encompass a range of themes, such as 
introductions, school equipment, occupations, family, body parts, home situations, garden, 
school, library, cafeteria, time, daily activities, and recreation. All these themes are taught 
with the purpose of aiding students in memorizing and applying the vocabulary in daily 
exercises and communication. The focus on these themes aims to guide students towards 
essential vocabulary terms for learning. This approach is also reflected in Kesuma Mezan, 
Kesuma Guntur and Saputra (2021), where several Arabic vocabulary themes are utilized in 
game-based learning activities. These themes include body parts, time, numbers, and school 
objects. Similarly, Mufida (2016) incorporates themes like fruits (al-fawakih) and numbers (al-
acdad) within games. 
Furthermore, the study by Yahaya et al (2013) indicates that themes related to class, animals' 
names, and fruits were present in prototype applications. Similarly, the Q&V Arabic 
application offers various themed options for quiz questions, such as those related to school, 
class, careers, and time. Izzah et al (2021) suggest that focusing on these themes indirectly 
assists students in practicing memorization and revisiting previously learned vocabulary. 
Engaging and enjoyable learning materials can expedite Arabic vocabulary acquisition, 
enhance learning effectiveness, and boost students' motivation for the subject (Ayun and 
Rahmawati, 2018). 
Based on the previous study, many game applications have incorporated topics or themes 
contained in the Arabic language textbooks. However, there is also an issue where students 
do not possess a strong command of Arabic vocabulary. This is due to their lack of knowledge 
about prioritizing vocabulary and understanding important topics in each subject studied 
(Rahimi et al., 2014). However, this issue needs to be addressed by considering the sources 
and materials used in teaching, and research should be conducted with a focus on content 
and important topics in the curriculum. According to the study by Ibrahim & Teh (2015) on 
game-based learning, they found that Arabic language games have a close connection with 
the content of the curriculum. Therefore, attention must be given to the content referred to 
in terms of discussed topics, exercises, assignments, and so forth. 
 
Question Formats Within Gaming Applications 
Based on previous studies, educational software based on games emphasizes question 
formats that allow students to be more actively engaged in learning. However, games that 
have issues such as a lack of challenge in questions or insufficient assistance in terms of 
question elements can further hinder students, especially those with lower abilities (Jonker 
et al., 2009). Therefore, teachers should refer to various sources when creating questions to 
ensure they can be answered effectively by all students, especially considering that each 
game application has different elements and question formats. For example, the Quizizz 
application is known to offer various advantages with diverse question formats. These 
formats include multiple-choice, check-box, fill-in-the blank, poll, and open-ended questions. 
From the constructed question formats, teachers can also assess students' understanding 
levels through the answers displayed by the Quizizz application. Upon completing all the 



INTERNATIONAL JOURNAL OF ACADEMIC RESEARCH IN PROGRESSIVE EDUCATION AND DEVELOPMENT  
Vol. 1 2 , No. 4, 2023, E-ISSN: 2226-6348 © 2023 

704 
 

questions, students can view their performance within the application. Through this 
approach, students feel motivated to engage in healthy competition in their studies 
(Mukharomah, 2021). 
In addition to Quizizz, there is another gaming application named Kahoot. This application 
exclusively presents quiz-style questions, in contrast to Quizizz's various question formats. 
The question creation process in the Kahoot application is simpler than in other applications, 
and the questions posed by teachers typically revolve around crucial and central learning 
topics. Before answering questions, students are provided with a unique pin and prompted 
to enter their names within the application. Teachers can choose to set the game mode 
individually or group-wise as students partake in the quiz. Subsequently, teachers project the 
questions onto a screen in the classroom, and students use their individual devices to answer 
questions based on the provided multiple-choice options. This application also allows 
flexibility for teachers to set limits on the number of questions and the time allowed for 
students to answer (Jamar & Aderi, 2020). According to Mohd et al (2017), aside from quizzes, 
sentence construction questions are suitable for integration within learning. This activity 
diversifies Arabic language teaching techniques and encourages students to explore the 
benefits of the Kahoot application. 
Next is the Quizlet application. The Quizlet application is a website designed for both teachers 
and students as an activity for learning, particularly in online learning settings. According to 
Amiruddin et al (2015), students and educators are free to choose the lessons they want to 
learn or teach in the classroom using the Quizlet application. Constructing lesson modules or 
sets within the Quizlet application is also easy and straightforward, involving only two 
elements: the word and its corresponding explanatory image. Furthermore, the Quizlet 
application offers several engaging learning options. These include Flashcards, Learn, Speller, 
Test, Scatter, and Space Race. Each of these options serves a different function. Flashcards 
and Learn are suitable for practicing memorization and word recall. Speller assesses correct 
pronunciation and listening skills. The Test feature serves as a review test, with various 
question formats such as multiple-choice questions, picture-based questions, fill-in-the-blank 
questions, and more (Amiruddin et al., 2014). Additionally, Scatter is a game that tests 
memory skills through shuffled words, while Space Race tests memory and proper spelling. 
According to Ab. Rahman & Ab Ghani (2019), Hot Potatoes is another application suitable for 
teaching and learning processes. This application facilitates electronic assessment, allowing 
teachers to create interactive question formats. Examples include JQuiz, which involves 
multiple-choice or short-answer questions; JMix for jumbled sentence construction; Jcross for 
crossword puzzles, JMatch for matching or ordering tasks; and Jcloze for gap-fill exercises. 
The creation of diverse question formats can be compiled and transformed into electronic 
question papers using The Masher. Subsequently, the questions can be output in HTML 
format and accessed online (requires uploading) or offline (does not require uploading). 
Based on the study by Fakhruddin et al (2021), the games within the Wordwall application 
also offer various question formats. These include match-up (word pairing), quiz (question-
answer), maze chase (finding word meanings), word search (finding vocabulary words), open 
box (selecting from provided answers), flip tiles, whack a hole, random wheel, and true or 
false. Among these games, there are some that require the assistance of a teacher, such as 
flip tiles and random wheels. In the case of the flip-tiles game, the teacher asks the students 
about the meaning of the displayed vocabulary word. After the students answer, the teacher 
taps on the word to reveal the correct answer. As for the random wheel, the teacher spins 
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the wheel within the application, and when it stops at a chosen vocabulary word, the teacher 
asks the students to answer a question related to that word. 
From all the statements above, it is evident that various question formats are incorporated 
into game applications. However, there are also other issues concerning Arabic vocabulary, 
such as the design of questions and the allocated time for students to answer them. For 
instance, the game 'maze chase' is one of the games in the Wordwall application. The 
question format in this game requires students to quickly find the meaning of vocabulary 
words while escaping from enemies that act as distractions within the game (Fakhruddin et 
al., 2021). The opportunity to retry answering incorrectly is also limited, usually to 3-5 
attempts, depending on the teacher's discretion. This situation indirectly impacts students' 
results. Therefore, the construction of exam or exercise questions provided to students 
should be thoroughly reviewed in terms of allotted time and analyzed as standard questions 
that are suitable for the students' level and abilities. 
 
Game Elements in Gaming Applications 
According to Prensky (2007), the fundamental elements that should be present in the 
structure of a game are rules, goals, or objectives, closure and feedback. These three 
elements can be used to distinguish different types of games from other interactive forms, 
such as simulations, toys, and free or spontaneous play. However, in the context of Game-
Based learning (GBL), the elements proposed by Prensky (2007) need to be modified to avoid 
overlapping with existing learning methods. Thus, a new structure has been built based on 
the elements outlined by Prensky. According to Hoe (2018), a game's structure should 
encompass six elements: goals, rules, feedback, interaction, challenges, and narrative. Rules, 
goals, and feedback are the three main elements of a game, while the overlap of these three 
main elements results in three additional optional elements: interaction, challenges, and 
narrative. These three main elements must exist in game applications, while the optional 
elements are not necessarily required in the game's structure. 
Based on previous research, the discussion about these elements has been studied by Jeeva 
and Prakash (2022) regarding the Kahoot application. The Kahoot application includes a 
Dashboard element. With this element, students can see how many questions need to be 
answered and the time allotted to answer these questions. Teachers can also view students' 
results through Report Generation. This report will show the percentage of correct answers 
given by students for each question provided. Next is the Quizizz application. This application 
has four elements: points, level of difficulty, rewards, and avatars. From these two 
applications, it can be observed that they fulfill the criteria for elements that should exist in 
game, such as interaction and challenges (Razali et al., 2020). 
These two findings slightly differ from other studies on game elements. Jad (2013) conducted 
a study on computer programs for teaching basic Arabic language skills. The study aimed to 
identify needs and design a program for teaching Arabic letters using interactive electronic 
songs and games. The main elements in the program include Arabic letters with 
corresponding words and images, interactive exercises in various forms such as matching and 
filling in the blanks, multimedia such as nasheed audio, letter pronunciations, and related 
lessons. Interactive games and electronic assessments were also incorporated as concluding 
elements in the program. The interactive program and its components complemented each 
other, making the digitization of Arabic language learning engaging and structured.  
Additionally, there is another study about a game application known as 'prototype'. This 
application has a positive impact on university students due to its diverse elements and 
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components. Among the elements in 'prototype' are Islamic expressions displayed in 
animated form to promote Islamic values among students (Sahrir & Yusri 2012). Furthermore, 
there are 34 vocabulary games categorized into seven main categories: alphabet, words, 
synonyms, antonyms, grammar, phrases, sentences, and conclude with vocabulary test 
games. The difficulty of the games is organized according to the vocabulary acquisition levels, 
from easy to difficult. The game duration serves as a challenge for students to complete the 
games (Sahrir & Alias 2011). Moreover, the variety of game options in the application makes 
students more interested in learning and consequently enhances their confidence in 
mastering Arabic vocabulary. According to Furdu et al (2017), student involvement in this 
learning process indirectly improves memory retention and understanding of previously 
learned material. 
Another application is the EZ-Arabic prototype. This prototype is a dedicated website for 
primary school students and can be used for continuous learning outside the classroom or 
virtually. The website is equipped with various main components. There are eight 
components on the EZ-Arabic website, including e-Books, Videos, Web Pages, Audio, Games, 
Chat, Arabic Keyboard, and Contact Us. Each component has its own spesific element, with 
several subdivisions. For example, e-Books include Reading (Qiraah), Conversations (Kalam), 
Dialogues (Hiwar), and Nasheeds. Videos are divided into five sections: Letters, Vocabulary, 
Nasheeds, Muslim kids, and Cartoons. The Web Pages section has seven subsections, each 
with different elements. Additionally, the Audio component is divided into three sections: the 
first section is an album of nasheeds called "Ustaz Mior," and the other two sections feature 
nasheeds from the groups Dhuha and MyStormKids. The language game component included 
in the EZ-Arabic prototype also features nine types of games, including letter recognition 
games, vocabulary games, sentence arrangement games, expressions, time-telling, and Who 
Wants to Be a Millionaire. According to Yahaya et al (2013), users of EZ-Arabic provided highly 
positive feedback while using the website. However, improvements need to be made to the 
EZ-Arabic prototype based on user feedback and suggestions. 
According to Kalantzis and Cope (2010), the approach of learning through digital technology 
design is a student-centered method and is seen to have a positive impact on teaching by 
educators. Digital technology, such as game applications, is increasingly being utilized in 
education. However, various aspects need to be considered, especially the elements within 
the games. Moreover, according to the study by Sahrir and Alias (2011), the front-end design 
of game applications also affects students' attitudes toward learning the Arabic language and 
their perceptions when using online Arabic language games. In conclusion, game applications 
need to be visually appealing and enjoyable to prevent students from getting bored while 
using them (Jasni et al., 2018). 
The learning approach using game strategies also needs to be evaluated properly. It should 
have a design that can help enhance students learning performance. According to Bunchball 
(2010), game elements should encompass features such as a point system, achievement 
badges, difficulty levels, challenges, leader boards, and quests. Through these elements, 
classroom learning becomes more interactive and engaging (Farber, 2015). However, the 
study by al-Jahwari & Abusham (2019) found that educational game websites were designed 
without considering aspects such as content, interaction, assessment, and game elements, 
which had an impact on students. Moreover, the design of educational game websites was 
seen to be of low quality and did not adhere to scientific standards. Al-Youbi (2017) 
established scientific standards for developing educational websites for teaching the Arabic 
language. Among the standards are subject, objectives, content, feedback, control, 
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navigation, tasks, tools, and management. If the elements in a game website are incomplete, 
it could lead to neglect of the main learning objective, which is to master Arabic language 
skills (Al-Srami, 2013). Furthermore, many websites are built without consulting experts and 
educators. As a result, many websites have weak content and unreliable sources (Elega, 
2009). 

 
Discussion of Research Findings 
Based on all the previously discussed studies, most the topic in game applications are 
developed based on topics from the standard curriculum textbooks for secondary schools 
(KSSM). Among the topics covered in the games are introductions, school equipment, 
professions, family, body parts, home situations, garden situations, school situations, library 
situations, cafeteria situations, telling time, daily activities, and recreational activities. The 
following is a summary of the themes present in game applications: 
 
Table 1 
Data related to the topics used in the game application. 

Numb
er 

Reference Article title Topic Used in the Game 
Applications 

1. Hijriyah, U. 
(2016) 

Analysis of Arabic Vocabulary 
Learning and Language 
Structure in Elementary 
Madrasah. 

Introduction, school supplies, 
occupations, family, body 
parts, home situations, in the 
garden, at school, in the 
library, in the cafeteria, time, 
daily activities, and 
recreation. 

2. Kesuma et al. 
(2021) 

Design of Arabic Vocabulary 
(Mufrodat) Learning Media 
Based on Android Games. 

Body parts, time, numbers, 
and objects at school. 

3. Mufida, B. 
(2016) 

Implementation of the A* (A-
Star) method for enemy NPCs 
in a 3D game for Arabic 
vocabulary learning. 

Fruits (al-fawakih) and 
numbers (al-acdad). 

4. Yahaya, Sahrir & 
Nasir 
(2013) 

Development of the EZ-Arabic 
website as an alternative 
online Arabic language 
learning platform for 
Malaysian lower secondary 
school students. 

Class, name of animals and 
fruits. 

5. Izzah, 
Mauludiyah & 
Roziqi (2021) 

Aplication arabic quiz and 
vocab (Arabic Q & V) as media 
for mutholacah arabic 
vocabularies. 

School, class, career and time. 

Based on the table above, the frequently used topics are related to school, time, hours, and 
fruits. The selection of these topics revolves around the lives or situations that students 
encounter. These themes are also taught with the aim of enabling students to memorize and 
apply the vocabulary in daily exercises and communication. 
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Nevertheless, there is still an issue of students not mastering Arabic vocabulary. This is 
because they are not aware of the vocabulary that should be prioritized and the important 
topics to be understood in the subjects they are learning (Rahimi et al., 2014). In the context 
of Arabic language education in Malaysia, this happens due to a lack of emphasis on 
vocabulary mastery. According to Baharudin & Ismail (2014), vocabulary teaching is only 
implicitly covered through the topics taught, meaning that vocabulary aspects are indirectly 
addressed in language teaching, such as grammar, rhetoric, and so on. 
As a result of the arising issue, improvements need to be made by teachers by emphasizing 
important topics and vocabulary in each chapter studied. Emphasis can be applied to 
questions by categorizing vocabulary questions into several categories or specific aspects, 
namely language aspect, meaning, specialization, and usage (Tu’aimah & Aimad 1986). From 
the specialization aspect, it is divided into two, namely 'functional' and 'specific' words.  
Functional words are general words used in everyday life. For example, as listed in Table 1.1, 
the topics and vocabulary presented in the game relate to school, time, hours, fruits, and so 
on. All of these are related to matters that happen around students. On the other hand, 
'specific' words are used for specific situations and fields, such as situations indicating past 
actions (fi’l madhi), ongoing actions (fi’l mudhari’), or directive actions (fi’l amar). Daif (2003) 
gives examples of these three verbs as  كتب -wrote (fi’l madhi), يكتب -is writing (fi’l mudhari’), 
and اكتب -write (fi’l amar).  
Through the mentioned categorization method, it can help students master Arabic vocabulary 
in a focused manner. Moreover, it facilitates students in distinguishing the function and 
meaning of these vocabulary words. 
Regarding the second theme, which is the various question formats in game applications, it 
was found that each game application presents different question formats. The table below 
summarizes the data based on the information obtained from previous studies: 
 
Table 2 
Data related to the types of questions used in the game application. 

Numb
er 

Reference Game 
applications 

The types of questions used in the game 
application. 

1. Fang (2019) Quizizz True or false, objective questions, open-
ended questions 

2. Ab. Rahman &  
Ab. Ghani (2019) 

Hot 
Potatoes 

multiple-choice questions, short-answer, 
jumbledsentence, crossword, 
matching/ordering and fill in the blank. 

3. Amiruddin et al.  
(2015) 

Quizlet True or false, multiple-choice questions, 
Picture-based questions, fill in the blanks. 

 
Through Table 2, there are three studies on game applications with varying question formats. 
From the examined game applications, it can be observed that true or false questions, 
multiple-choice questions, and fill-in-the-blank questions are among the common question 
formats given to students. Despite the implementation of various question formats to engage 
students, there is still an issue regarding the design of questions and the allocated time for 
students to answer them. For instance, the game "maze chase" in the Wordwall application 
requires students to find the meaning of vocabulary within a short period while evading 
enemies that act as obstacles (Fakhruddin et al., 2021). The opportunity to retry answering 
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incorrect questions is limited to 3-5 attempts, depending on the teacher who formulates the 
questions. This situation indirectly impacts students' results.  
Therefore, the construction of exam or exercise questions given to students should be 
thoroughly examined, including considering the time allocation and analyzing questions that 
are suitable for students' levels and abilities. The time allocation for answering questions was 
discussed in the study by Mohamad (2020), where teachers set a time limit of 1 hour 30 
minutes for students to answer 30 questions in a quiz, with each question having a specific 
time limit of 3 minutes. The time taken by students to complete the quiz was also recorded 
through that medium. Hence, it is evident that proper time allocation is crucial and should be 
tailored to the difficulty level of the questions presented to students. 
Next, the third theme is the elements in game applications. Each game has different elements 
and components. Data from past studies regarding game elements are summarized in the 
table below: 
 
Table 3 
Data related to the elements in the game application 

Numb
er 

Reference Game applications Elements in the game application. 

1. Jeeva, A. & M. 
Prakash (2022) 

Kahoot Dahsboard and Report Generation. 

2. Razali et al. 
(2020) 

Quizizz Points, level of difficulty, rewards dan 
avatar. 

3. Jad (2013) 
 

Computer program 
for teaching Arabic 
language at the 
beginner level. 

Arabic letters along with corresponding 
words and suitable images, interactive 
exercises of various question forms. 
There is multimedia such as audio 
nasheeds, letter pronunciations, and 
related lessons. 
Interactive games along with electronic 
assessments are also incorporated as 
the final elements of the program. 

4. Yahaya, Sahrir 
& Nasir (2013) 

Prototype EZ-Arabic There are 8 main components in the 
game application, namely e-Books, 
Videos, Websites, Audio, Games, Chat, 
Arabic Keyboard, and Contact Us. Each 
of them has its own elements with 
several divisions within them. 

5. Sahrir & Yusri  
(2012). 

Prototype Islamic expressions displayed in the 
form of animations. 
There are 34 vocabulary games 
categorized into seven main vocabulary 
learning categories. These categories 
start with alphabet level, words, 
synonyms, antonyms, grammar, 
phrases, sentences, and conclude with 
vocabulary test games. 
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Based on Table 3, it can be observed that game applications or web platforms that are 
developed have various types of elements, and these elements also depend on the level of 
students being tested. For instance, the study by Jad (2013) implemented a computer 
program suitable for students who want to grasp the basics of the Arabic language. On the 
other hand, the EZ-Arabic prototype is designed for primary school students. This application 
is user-friendly as it allows continuous practice outside the classroom or in a virtual setting. 
Furthermore, the Prototype application was tested on university students. Through all these 
studies, it is evident that the elements within game applications need to be designed 
according to the level of knowledge and educational stage of students, whether it is at the 
primary, secondary, or university level. 
Table 3 shows the application of games or websites that are designed with various types of 
elements, and these elements depend on the level of students being tested. For instance, 
Jad’s study (2013) implemented a computer program suitable for students aiming to master 
basic Arabic language skills. Meanwhile, the EZ-Arabic prototype is designed for primary 
school students. This application is user-friendly, allowing for continuous exercises outside 
the classroom or in a virtual environment. Furthermore, the Prototype application is tested 
on university students. Through all these studies, it is evident that the elements in game 
applications need to be designed according to the level of knowledge and educational level 
of students, whether they are in elementary, middle, or university. 
However, al-Jahrawi & Abusham’s study (2019) found that there are educational game 
website designs built without considering several aspects such as content, interaction, 
assessment, and game elements, leading to an impact on students. Not only that, but the 
design of educational game websites is seen to be of low quality and does not adhere to 
scientific standards.  
Therefore, to address this issue, teachers or question developers need to adhere to scientific 
standards when creating educational websites for teaching Arabic. Among the elements that 
should exist in game websites are subject, objectives, content, feedback, control, navigation, 
tasks, tools, and management (Al-Youbi, 2017). If there are deficiencies in these elements in 
the game website, it can lead to neglecting the main learning objective, which is to apply 
Arabic language proficiency skills (Al-Srami, 2013). 
 
Conclusion 
Based on the issues, improvements need to be made by teachers in emphasizing important 
topics and vocabulary through the method of categorization into various aspects such as 
language, meaning, specialization, and usage. This method can help students differentiate the 
use of vocabulary in the topics they are studying, whether they are functional or specific 
words. As for the construction of questions or exercises given to students, the researcher 
found a need for alignment with the time allocated for answering questions. This can impact 
their results if the question format is not suitable for the given time. Similarly, in the elements 
of games, website designs should adhere to scientific standards by including subjects, 
objectives, content, feedback, control, navigation, tasks, tools, and management. When all 
these elements are present in questions or games, the issues faced by students are likely to 
decrease. In conclusion, it can be summarized that detailed research should be conducted by 
teachers on every aspect involving teaching aids or materials. This is to facilitate the 
objectives and goals of teachers in the teaching and learning process to proceed smoothly 
and be fully achieved. 
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