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Abstract

Islamic theology is an important aspect of Islam in addition to sharia and morality. It is the
most important aspect of Islam. The use of contemporary technology should be used to make
it easier for Muslims to understand. This article aims to explain the importance of using the
latest technology in the contemporary study of theology in Islam. This study uses library
research methods to collect important data. This article concludes that the current situation
presents a high need for contemporary technologies such as augmented reality (AR), games
and others to explain the concept of Islamic theology.
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Introduction

The word technology means the application of scientific knowledge for practical purposes.
Technology is also the application of scientific knowledge for practical purposes in agriculture,
industry, business, medicine, and so on. Technology can also be defined as a method to deal
with technical problems based on advanced scientific research such as using chemical
processes, electronic equipment, advanced machining, manufacturing and others. Thus,
technology is the development of human knowledge for the purpose of facilitating their daily
lives. Technology involves the development of science capable of creating its own world.
However, technology cannot evolve without the dynamics of dynamic science (Jasmi, 2014).
Technology can be defined as the aspect of production of science that simplifies things for
human well-being. This can be achieved if it is done in good faith and used properly (Ibrahim,
Nazri & Basiron, 2018).

The main sources of science and technology in Islam are al-Quran and al-Sunnah and
other sources if they do not contradict the two main sources. The growth of science and
technology in Islamic history can be seen growing rapidly during the Umayyad and Abbasid
Empires. Well-known Islamic scholars have made great contributions in various fields of study
such as mathematics, astronomy, medicine, chemistry, physics, engineering and others. This
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clearly shows that Islam strongly encourages its people to advance in science and technology
for the advancement of human life (Ibrahim, Nazri & Basiron, 2018).

The Importance of Using Latest Technology in Learning

Technology has become a very important necessity of life for everyone who uses it (Priatna
et al, 2020). The development of increasingly advanced and sophisticated internet technology
services and devices has enabled users such as students to access information and participate
in online learning sessions more easily (Sorooshian & Teck, 2020). Learning involves
communication that requires technology that can connect teachers and students. This makes
it easier for students to learn things such as morals, language, beliefs and so on. With this
latest technology, it is easier for them to communicate with many countries around the world.
They can use language to communicate with others around the world (Zakaria et al., 2020).

Before the advent of radio and television, humans relied on print media such as
newspapers and magazines to find out the latest information. With the increasing
sophistication of technology, the current trends of society are also changing. If it is used in
the right way, then Islamic education can be disseminated to the community widely and
easily. It helps teachers to teach better based on the sunnah of the Prophet (p.b.u.h). Based
on the history of Islam, especially related to the approach of the Prophet (p.b.u.h), it was
found that the Prophet (p.b.u.h) also applied various latest approaches aimed at facilitating
the delivery of knowledge to his companions (sahabah). The Prophet (p.b.u.h) communicated
with the companions based on their intellect and according to circumstances. The developers
of information and communication technology (ICT) applications should increase the number
of applications related to sunnah education (Hassan et al., 2016).

To improve the level of learning and teaching, the education system has undergone a
major evolution in educational technology after the introduction of the concept of Mobile
Learning. In Malaysia, it is also experiencing this development even though it is still new. This
learning process is not tied to the learning location and it has also been enhanced with the
availability of smartphone applications based on Android and iOS platforms. Both platforms
are easy for students to find for free Android and iOS applications in their learning. It is very
much needed by students because it can increase their interest and motivation in the learning
process (Yusoff & Romli, 2018).

Teaching patterns in schools are mostly teacher-centered. This approach less
encourages students to develop their own ideas. If it is a game-based teaching, it is believed
that critical thinking and creativity skills can be improved based on the latest technology.
Education based on information and communication technology (ICT) also opens space for
problem-based learning and self-learning. The technology in learning used needs to be
interactive in order to attract students. Students need to have high motivation to keep trying
to find a solution to a given problem. If there is no high motivation, they will give up and no
longer want to continue the experiment. Thus, game-based and digital learning are
introduced to assist them in enhancing creative solutions (Muhamad et al., 2015). In addition,
teachers can also assess students through online applications such as mentimeter.com,
quizizz.com and others.

The Necessity of Latest Technology in Teaching Contemporary Islamic Theology

Education is a necessity for every Muslim especially when it comes to understanding their
own religion (Khairuldin et al, 2020). Allah s.w.t has glorified the Muslims by making them the
best ummah of all nations and sent a revelation to the Prophet Muhammad s.a.w to free them
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from the darkness of disbelief to the light of theology (Al-Shafi’i et al., 2020). So, Muslims
need to utilize current technology for strengthening theology and others. This is in accordance
with their status as the best ummah (khair ummah).

The use of information technology (IT) has undergone exciting new developments.
Technology application developers need to increase the number of applications related to
Sunnah education. Thus, this technology can be taken advantage of to explain one of the
sunnahs especially in teaching the Islamic theology to mankind (Hassan et al., 2016).

The use of this technology to explain Islamic theology is very important. This is
because, the number of people using mobile phones worldwide is around four billion which
represents about 70% of the world's population. They are exposed to various applications for
various purposes such as entertainment, business, reference, learning and so on (Aminuddin,
Rahman & Yew, 2015). Therefore, the use of current technology to explain the concept of
contemporary Islamic theology is very important.

In addition, using latest technology, knowledge about the contemporary Islamic
theology can also be widely disseminated through applications such as Instagram, Facebook,
WhatsApp, Telegram, LinkedIn, Line, WeChat, YouTube and others. Users can collect a variety
of references, be it primary or secondary, through PDF-based softcopy and Microsoft Words
in large numbers. It does not require large physical space such as bookshelves and so on
(Haryani & Triyono, 2017). With the advancement of modern technology, they can store
references about this belief on personal computers, tablets, ipads, smartphones and more
through the al-Maktabah al-Shamilah application. This provides an opportunity for Islamic
preachers to spread the Islamic theology more easily and quickly using modern technology.

Muslims need to play a role in providing information technology applications that
explain important information that can enhance understanding of the Islamic theology. It can
be used as a tool for preaching. To explain the true theology, many 'applications' can be
developed through various methods such as games, infographic videos, documentaries and
others. By using smartphone, it is easy to access varieties of information especially when using
technologies such as Augmented Reality (AR). With this technology, the information will be
displayed interestingly and uniquely. Teaching and learning especially about the concept of
the contemporary Islamic theology is also believed to be taught effectively to students using
AR technology.

Technology of Augmented Reality (AR) and Islamic Theology

Almost every individual in society has a smartphone like an android. By using mobile phones,
they can use technologies like AR. This technology provides information about something
more interesting and unique (Santoso, 2015). Users can visualize objects in three-dimensional
(3D) forms. AR technology has interactive and real-time elements that are suitable for use in
a variety of fields. The use of this technology has evolved significantly into many aspects of
individual life. This is because the use of this AR technology is very attractive and easy for
users (Rifa’i, Listyorini & Latubessy, 2014). Therefore, if it is used in explaining the concept of
the contemporary Islamic theology, it can facilitate students’ understanding.

According to Haryani and Triyono (2017), the use of information technology (IT) is
growing rapidly. One of the latest technologies that can be taken advantage of to know
something is augmented reality (AR) technology. AR technology combines real and virtual
objects in real environments, aligning real and virtual objects with each other and running
interactively in three dimensions (3D), and in real time (Krevelen & Poelman, 2010).
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The use of AR technology today has evolved into many aspects of an individual’s life
and its development is very significant (Rifa'i, Listyorini & Latubessy, 2014). AR technology
used in learning is expected to create a learning environment that affects students. To solve
problems in understanding a learning topic, AR technology is applied by combining real-world
situations and virtual objects (Wardani, 2015). AR technology used through smartphones, can
provide information about something interesting and unique. This AR technology also has the
advantage to users where they can access information easily and quickly (Santoso, 2015).

If learning process involves learning materials such as faith books that are difficult to
read, then this modern technology is pretty good to use. Researchers need to provide modern
technology applications that allow readers to understand the book. This effort is also based
on the problems of students to understand the book. Modern technology that is thought to
help these students is augmented reality (AR) technology.

Among the use of technology in education is to facilitate teaching based on the Sunnah
of the Prophet (p.b.u.h.). Rasulullah (p.b.u.h.) also allowed the use of the latest tools to make
it easier for his people to understand. Rasulullah (p.b.u.h.) interacted with Muslims based on
their respective levels of intellect and situation. Therefore, technology is seen as one that can
be used to explain one of the sunnah, especially in introducing and teaching theology for
example based on the book Kubra al-Yaginiyyat.

In Islamic studies, this technology is still less applied in learning and teaching
(Khairuldin et al, 2019). In order to further increase the number of applications of technology
in Islamic education, especially in the field of theology learning, AR technology needs to be
utilized. Then, the study of its effectiveness needs to be implemented so that Islamic theology
education is not left behind in utilizing modern technology. The use of AR technology as an
example, is expected to benefit students, especially those who use the book Kubra al-
Yaqginiyyat to understand the contemporary Islamic theology. This application can also be
used by academics and the public who are interested in the book and its author, Sheikh Prof.
Dr. Muhammad Sa’id Ramadan al-Buti.

The next subtopic briefly describes an example of the construction of AR technology
application in understanding one of the books of theology, namely Kubra al-Yaqiniyyat written
by Muhammad Sa'id Ramadan al-Buti.

MySyakhsiyyah Augmented Reality (AR) application related to Contemporary Islamic
Theology

MySyakhsiyyah Augmented Reality (AR) application related to Islamic theology was created
to facilitate teaching and learning for students of the Faculty of Contemporary Islamic Studies,
Sultan Zainal Abidin University (UniSZA), Terengganu, Malaysia. This application was
developed based on the Book of Kubra al-Yaginiyyat written by Muhammad Sa’id Ramadan
al-Buti. This application is based on a marker where the selected sheet of paper when it is
scanned with a smartphone, it will explain something in various multimedia elements
including audio, video, text and graphics. Here it will be explained in detail the construction
of MyShakhsiyyah AR Application regarding contemporary Islamic theology. In the
development of this application, there are some very important software and hardware to
use. Table 1 describes the hardware used to develop this application, while Table 2 describes
the software used to develop this application
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Table 1

Hardware

Use

1 | Laptop

To create the sketches for the characters, background and create
scripts or documents related to the application. Also used for on
the go coding and 3D modelling.

2 | External Hard Disk

To backup all project data.

3 | Personal
Computer

Used to code, render and create the overall interface. A PC is
needed as the project is heavy and requires strong rendering
power that could not be provided with alaptop.

4 | Headphones

Used for development and test runs of the projects as well as used
for the finished project to amplify immersion.

5 | Mobile Phone

To run and test the application.

6 | Mouse A mouse is used during the coding and 3D modelling process.
Table 2
Hardware Use

1 | Unity Used to create the Augmented Reality app and overall projectand
animate 3D characters

2 | Maya 2018 Used to create 3D models

3 | Google Cloud Used as an external render models or animations

4 | Adobe lllustrator To design marker and logo application.

5 | Adobe Photoshop | Used to create sketches of background, characters and posters.

6 | Vuforia Developer | Set the marker

The marker is taken from the selected Book Sheets and set in Vuforia Developer. Then
it is developed in Unity 3D. we include here the markers that have been set in the Vuforia

Developer.
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Markers that have been set as databases will produce different outputs according to
what has been set. Among them are video, audio translation, voice dictionary and 3D book
dimensions on the cover of the Book. Among the outputs or findings that come out based on
the selected markers are shown below:

ot AV Ve Ul es gz, 9, . 290
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Conclusion

The use of contemporary technology to understand the Islamic theology is important based
on the contemporary situation. However, it does not deny the need for one to learn physically
with the teacher, as it is an Islamic tradition we have to maintain and preserve. One of the
current technologies that can be utilized is augmented reality technology. This is based on the
current reality that many younger generations including Muslims, especially students, are
now using smartphones. This makes it easier for them to use augmented reality applications.
Therefore, this technology should be used by educators to provide understanding to the
younger generation about the contemporary Islamic theology. And one good example of
applications built for that purpose is MyShakhsiyyah AR application on Islamic technology.
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