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Abstract—In the past, Jawi script was the main medium of intermediation
in Malaya. However, since the emergence of the Roman script, the use of Jawi
script has been marginalized causing less awareness among some of the young-
er generation on the uniqueness of Jawi script. Therefore, 'Oh Jawiku' mobile
application has been developed to attracting students to explore Jawi script es-
pecially the spelling of Jawi words. This 'Oh Jawiku' mobile application used
constructivism approach and ADDIE model during the development process.
This study used quantitative one group pre-test and post-test research design
that conducted among 20 students of a primary school. The result shows that the
mean value of the post-test was higher than the pre-test which is 89.00 while the
percentage of students who liked the 'Oh Jawiku' application was high. In con-
clusion, the application of mobile games ‘Oh Jawiku’ able to attract students to
learn Jawi indirectly raised the dignity of Jawi script in the future besides sup-
porting the 21st- century education.

Keywords—Jawi Script, Mobile Applications, Game based learning, Spelling
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1 Introduction

In the past, Jawi script plays an important role in society as an important interme-
diary in all matters such as the administration of government, diplomatic relations
between the state of affairs, Malay customs, trade, and also in the education system
[1]. However, since the Roman script introduced in Malaya, most businesses have
been using the Roman script for official purposes and Jawi script is given emphasis on
matters related to Islam only. The uniqueness of Jawi has been forgotten by the
younger generation nowadays even some of them do not know how to write in Jawi
and others do not recognize the letters in Jawi [2].

The objective of this study is to develop Jawi spell-playing game applications
based on constructivist theory. Besides that, this study also to identify the effect of
‘Oh Jawiku’ mobile applications towards year two primary school students in Jawi
learning. The mobile application was also built to inculcate students' interest in Jawi
writing so Jawi writing is not forgotten by the younger generation.
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1.1  Background of the problem

This study has been conducted based on the support from the observations made
based on previous studies.

The Problem of Learning Jawi Script among School Students: The education
system in Malaysia which emphasizes the use of Roman script directly diminishes the
use of Jawi script because the Jawi’s writing is used only in Islamic Education sub-
jects [3]. Not only that, the problem is also due to the fact that the Malays themselves
do not apply the use of Jawi in their lives [4].

According to [3], the Jawi script gradually marginalized and disliked as most of the
today's youth are 'buta Jawi'. Among the factors that school students cannot master
Jawi writing today is the problem of less skillful teachers using Jawi writing while
teaching. According to observations by [5], many Islamic Education subject teachers
use the Roman script as a teaching medium to achieve teaching objectives.

According to [3], in his study stated in the past, most books or religious books are
written and printed using Jawi script but now most of the books or religious books
used in schools are written using Roman script that causes students to lack resources
in reinforcing mastery of Jawi. To further enhance Jawi writing among the younger
generation, especially the students, teaching methods by teachers need to be improved
so as to attract students to explore the Jawi script as adding creative features of the
innovation in the teaching method [6] and [5].

In addition, teaching methods delivered by teachers also lead to students' level of
control and interest in Jawi Education. According to the study conducted by [6], the
teaching method used by Islamic Education teachers cannot help students to master
Jawi learning because teachers have no special skills in Jawi teaching as well as the
teaching and learning process is teacher-centered and does not focus on students'
understanding. This is supported by a study conducted by [5] where students' under-
standing and interest in Jawi Education has proven to increase as teachers use differ-
ent and more creative methods during the teaching process.

The Effectiveness of Mobile Application Use in Teaching and Learning Sys-
tems: According to [7], the use of mobile devices in the education sector provides
students with the ability to share information while conducting group work in line
with online learning or better known as m-learning. In addition, [8] also stated in their
study that mobile-based learning or m-learning learning is a self-directed learning
process where learning can take place everywhere and not just in the classroom.

Among the advantages of the mobile application that described by [9] is that it is
easy to use by students as most of the menu and directions available in mobile phones
are user-friendly. Additionally, it also helps students not to feel embarrassed when
learning because of online learning conceptually 'alone'. This can help students to
continue sharing ideas without having to deal with everyone and they can make them
more aggressive when studying.

Jawi Learning Approach through Multimedia Applications: An innovative ap-
proach has to be incorporated into the teaching and learning method of Jawi to attract
students to continue learning Jawi. The study conducted by [10] shows that students
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need something interesting and interactive to stimulate their minds while studying
Jawi. This is also can avoid students to get bored in the class.

The results of the study by [11] found that users or students are more interested in
using multimedia technology as Jawi learning medium. The response from users can
be concluded that the use of such applications plays an important role in the education
system including Jawi education. In addition, the Jawi multimedia application needs
to be designed more creatively to attract users.

So, the mobile application is selected to help resolve problems in learning Jawi
scripts due to its ability to attract students and due to more affordable technology and
improving digital networks, many people turn to mobile devices as their first choice
for connectivity. In addition, the game elements by [12] is used in this app develop-
ment such as play, fun, interactive, levels, direction, challenge, adaptive, successful,
results, and video to make the application more interactive. According to[13], game
based-learning will help the student to the deep understanding about something that
they learn because they will have their own chance to explore and study about some-
thing when playing.

2 Methodology

The ADDIE model is used as an instructional design to help in the development
process of ‘Oh Jawiku’ mobile applications. Five phase of the development process
which is analyzed, design, develop, implement, and evaluation. Each phase of the
process conducted based on the respondent criteria that are year two of primary
school.

2.1  Analysis phase

In the analysis phase, the problems need to identify and solved to set the objectives
in the study. After that, the factors or causes of the problem that involve the aspects of
the user or the student, the learning environment, and the teaching objectives need to
be identified besides analyzing learning theories, determine content, and determine
learning objectives.

This mobile learning application used constructivism and game-based learning ap-
proach. Constructivism learning theory is referred to the active and dynamic learning
among students where they will be more creative in solving the problem and makes
them more aggressive while thinking besides adapting the new knowledge from the
constructivism learning approach [14].

Each student will go through this constructivism learning theory where they can
build ideas and knowledge with their own efforts and not with the help of others. In
addition, this method helps students to explore and aggressively think about problem-
solving. Students will have their own instincts by linking existing information in their
minds to new ideas to be useful information [14]. Through the research conducted, the
‘Oh Jawiku’ app will enhance the student's effort in developing ideas to answer the
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questions provided in the app. In this study, all constructive theoretical elements are
adapted in the app.

Game-based learning can help students develop brain thinking and language skills
[15]. In addition, through the method of play, learning becomes more fun and chal-
lenging as students gain a high-level thinking process. There are ten game elements
adapted from game elements [12] into ‘Oh Jawiku’ application that will be developed
like play, fun, interactive, level, command, challenging, adaptive, success, result, and
video. The combination of these elements can generate a game app that can attract
users.

2.2 Design phase

After all the analysis phase, the second phase will be carried out the design phase.
Through this phase, the process of designing mobile game applications will be carried
out as well as explaining the four main elements:

Information Design
Interaction Design
Presentation Design/ Interface
Application Flowchart Design

Each process carried out in this second phase will have a relationship with each
other to ensure that the process is not dropped. Additionally, the quality of work needs
to be ensured performed will meet the needs of end users as well as the stated objec-
tives. In addition, each design will be applied through the process of designing mobile
game applications using constructivism learning theories.
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Fig. 1. Flow Chart of the Mobile Apps
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Figure 1 shows the flowchart of the process of the ‘Oh Jawiku’ app developed.
This application is simple and consists of just a few pages with clear visual content so
that students can easily browse and use this app without any help. There are four lev-
els of the game in the ‘jom eja Jawi’ section designed according to the syllabus of
Jawi year two primary schools.

semek Semqk
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Fig. 2. Game Interfaces (Drag and Drop)

Figure 2 shows the design of drag and drop game method used for this 'Oh Jawiku'
app is one of the puzzle game approaches where constructivism theory is implement-
ed when undergoing cognitive processes where they incorporate new information and
existing information to solve all these questions. This game requires students to an-
swer questions by compiling the Jawi letters to be the desired word. Students need to
complete the entire answers box with the correct answer. If a student chooses a wrong
answer, the student cannot fill the answer box. This concept can train cognitivism and
creativity of the students to solve every question given.

2.3  Development phase

‘Oh Jawiku’ app development uses Adobe Flash CS 5.5 software and AIR for An-
droid player as a platform to play ‘Oh Jawiku’ app by Android platform. Therefore,
students must download Adobe AIR software before downloading the ‘Oh Jawiku’
app. Besides that, ActionScript 3.0 has been used to develop this ‘Oh Jawiku’ app and
choose a screen size of 480 x 800 pixels.
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2.4  Implementation phase

Through this phase, the experiments are conducted on the selected respondents at
the beginning of the study. Respondents are likely to use the mobile app and every
respondent response will be taken into account for the purpose of upgrading. The
implementation Phase of this study was done during the Pilot study.

2.5  Evaluation phase

This study used pre-experimental research design one group pre-test and post-test
to identify the effectiveness of Jawi spelling skills app developed. The study was
conducted among 20 students of a primary school. The selected students are from the
first class in the school and get the grade A in the subject of Islamic education during
the final year examinations in 2016. The criteria for respondent selection are to ensure
that all respondents are able to control the application developed and able to read,
write, and spell using Jawi script.

The pre-test will be answered by the student before they expose to the ‘Oh Jawiku’
mobile applications. This pre-test is to measure the ability of students towards Jawi
spelling skills. After that, the researcher will test the ‘Oh Jawiku’ mobile applications
to the students and the students will be answering the post-test questions. Table 1
explains the one group experimental research design that used in this research.

Table 1. One Group Experimental Research Design

Group Pre-test Treatment Post-test
Treatment Tl X T2
Explanation:

T1 : Pre-test before the respondents use ‘Oh Jawiku’ mobile applications

X : Using ‘Oh Jawiku’ mobile applications

T2 : Post-test after the respondents used ‘Oh Jawiku’ mobile applications

Figure 3 shows the research procedure where the last step that needs to be done by
the respondent is to answer a set of questionnaires aimed at getting the respondents'
views of the application that has been developed before the data being analyzed.
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Fig. 3. Research Procedure

3 Results

The results of the pre-test and post-test that conducted on the respondents are as in
Table 2 below.

The table shows the mean value for the pre-test is 72.25, while the mean values for
the postal exam are 89.00. This result clearly explains that the mean of post-test was
higher than the mean of the pre-test. Table 3 contains the correlation of sample pairs.

Paired sample correlation values for the test scores of pre-test and post-test scores
is 0.627 while the significant value is 0.003. This proves that there is an improvement
in learning process towards respondents after using the 'Oh Jawiku' mobile applica-
tions when answering test post.

Table 2. Mean and Standard Deviation of Pre-Test and Post-Test

Test Frequency Mean Standard Deviation
Pre- Test 20 72.25 12.08
Post- Test 20 89.00 11.43

Table 3. Correlation of Sample Pairs

Frequency Correlation Sig.
Pre-Test Score & Post-Test Score 20 0.627 0.003
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This finding is in line with the results of the study from [16] who also found that
the learning method of play was more helpful to the student's cognitive power than the
usual learning method.

3.1 Students’ opinion on jawi learning in the ‘Oh Jawiku’ mobile Apps

Table 4 shows the findings of data collected from students’ opinion on Jawi learn-
ing in the ‘Oh Jawiku’ mobile application.

Table 4. Students’ Opinion on Jawi Learning in the ‘Oh Jawiku’ Mobile Application

No Items Yes (%) No (%)
1 |The application is suitable to learning Jawi. 95.00 5.00
2 |The Jawi script used in the application is interesting. 100.00 0.00
3 |My knowledge about Jawi improves after using the application. 95.00 5.00
4 |Jawi letters easy to combine to making one word. 100.00 0.00
5 |Jawi spells is easy. 95.00 5.00
6 |l can improve my Jawi spelling skills after using this application. 95.00 5.00
7 |l am more interested to learn Jawi after use this application. 85.00 15.00
8  [This game application helps me to memorizing Jawi letters. 100.00 0.00
9 |l am interested to using this application for learning Jawi. 100.00 0.00
10 [My Jawi spelling quality will be improve by using this application. 90.00 10.00

Overall, data shows a selection of answers 'yes' has a higher percentage than the
possible answers 'no'. This clearly shows that students’ belief in the ‘Oh Jawiku’ ap-
plication is positive and suitable for use by them. In addition, the results for the over-
all data show that a high percentage of the possible answers 'yes'. This means re-
spondents from among students were satisfied with the development of ‘Oh Jawiku’
applications in terms of content applications and learning of Jawi in the application.

4 Discussion

The idea of the development of the ‘Oh Jawiku’ app is based on a recent study that
said the younger generation today are far behind the Jawi writing that some of the
students do not recognize Jawi letters due to lack of interest in Jawi writing [17].
Overall, ‘Oh Jawiku’ app development shows a positive effect towards student per-
formance after using it. The mobile apps also received positive responses from the
students on using it for learning Jawi Script. Students can get the beneficial activity by
using this app during their leisure times. Not only getting excited, they also get a lot
of knowledge and their Jawi skills will be improved day by day. The fun element
applied in the ‘Oh Jawiku’ game app can attract students or users to continue using
the app because the fun elements of a game will make the game more interesting even
if it is just a simple game [12].

Hopefully, this development can benefit many students, teachers and the communi-
ty in learning Jawi writing and spelling. ‘Oh Jawiku’ app development can help young
people in cultivating an interest in studying Jawi in more depth. Hopefully, Jawi script
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will not be buried if there is more effort in restoring the glory of Jawi script such as
the development of ‘Oh Jawiku’ mobile app.
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