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Abstract: Developing a digital game in education involves several difficult and complicated stages. The selection of 
an appropriate model is necessary to ensure the development of the digital game is in order and systematic. Thus, a 
few models have been thoroughly reviewed to help to develop the writing Jawi characters digital game in a mobile 
environment (PDJAWI). It is found that, through a thorough review, there are three (3) main phases required for the 
development of PDJAWI that are pre-production, production, and post-production. Each phase involved is discussed 
one by one until the prototype of PDJAWI is produced and can be applied by the users.
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Introduction1.	
Handwriting is a fine motor skill that children should learn beginning the early stage of schooling. The process 
of learning to write formally starts even from the pre-school stage. In Malaysia, the motor skill in the context of 
writing skill is not only for alphabets but also being emphasized for Jawi characters. [1] pointed out that Jawi 
writing should be taught beginning the childhood stage. [2] found that children are also weaker in a mastery of 
Jawi writing skill compared to reading Jawi. [3] also emphasized that learning Jawi writing should start during 
childhood through the use of appropriate methods and techniques.

It is viewed that the current teaching Jawi method is not that interesting and motivating. As stated by 
[4], the teaching method is still using chalk and board as well as flash cards. An appropriate method should 
be applied to ensure that learning Jawi activities are more interesting and being interested in by the children. 
A systematic practice with the help of information and communication technology (ICT) can be used apart 
from the conventional teaching method. ICT is found to be able to increase the students’ interest to learn 
and eventually making teaching and learning process more interesting [5]; [6]; [7]. In addition to ICT, the 
strength of interactive digital games in education is being accepted by the current generation of parents [8]. 
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Digital games is a huge discovery that manages to capture and captivate students to use their time for learning 
activities [9]. The current generation is growing up in the world of information technology in which they are very 
much interested in digital games. As pointed out by [10] children nowadays grow up in a “textual landscape” 
in which they have various ways to interact and actively playing in a digital technology environment such as 
computer games, mobile phones, and virtual world. [11] and [12] noted that games in a modern era have been 
integrated into the education in order to create an innovative and more favored education paradigm.

BACKGROUND OF THE STUDY2.	
The game development is a complicated and expensive task, and studies about it are also limited [13]; [14]. 
According to a study by [15], the development of game-based learning (GBL) is a combination of game 
development method and instructional design model. Meanwhile, [16] stated that the digital game development 
method consists of pre-production, high-level concept, design document, prototyping, development, alpha testing, 
beta testing, end users, and expert phases. [17], on the other hand, stated that the user-centred game development 
method involves pre-production, production, and post-production phases.

Although there are many studies on the development of games in education, but mostly do not propose a 
step-by-step process of game development [18]. In addition, the model also does not specify on how to develop 
games in a mobile environment. This is because developing games for mobile devices requires more specification 
because there are limitations to the mobile environment such as screen design interaction and software/hardware 
dependencies [19]. Similarly, [20] stated that integrating learning content into mobile games can be complicated 
because mobile games software primarily for education differs from normal application software [21].

[22] have identified the main steps in the development method that need to be emphasized when developing 
mobile game-based learning. The identified processes and activities are classified into three (3) general phases 
that are pre-production, production, and post-production. This model is known as Mobile Game-Based Learning 
Engineering Model (mGBL Engineering Model) [18]. mGBL model is an educational game development method 
specifically for learning that is being played on mobile devices such as mobile phones. The main objective of 
mGBL is to use games to enhance the motivation in learning, engage in knowledge acquisition, and increase the 
effectiveness of learning via mobile environment [22].

In view of the difficulties to develop digital games, a few design development phases must be identified 
before carrying out the development. There are a few phases of development design from previous studies being 
made as references that is educational based development design [15];[23];[24], software development based 
design [25]; [26] and a combination of a few models based design [27]. While based on the studies by [17];[28], 
and [18], the phases of user requirement based digital game development design comprises three (3) phases that 
are pre-production, production, and post-production. The three (3) phases are suitable to develop a writing Jawi 
characters digital game (PDJAWI) in a multimedia-based mobile environment that is text, graphic, animation, 
audio, and video.

METHOD OF DEVELOPMENT STUDY3.	
A prototype development involves three (3) phases that are pre-production, production, and post-production 
(Figure 1). Each phase contains main activities and followed by the components of the activities involved in 
ensuring the phase-by-phase success of PDJAWI development.

Figure 1: PDJAWI Prototype Development Phase
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A. Pre-Production
The first phase of PDJAWI prototype development starts with the pre-production that comprises five (5) processes 
that are identifying content, building a storyboard, identifying technical specifications, identifying tracing process 
and identifying online Jawi characters recognition process. Each process contains a few activities carried out to 
achieve each method listed. A short description of each process involved in pre-production phase is discussed 
in Figure 2 below

Pre-Production Process Activity Result

Identifying Content ∑	 Literature Review
∑	 Questionnaire 

Framework of Jawi Writing Process

Game Design ∑	 How to play game design (scenes)
∑	 Art design (characters and environment)
∑	 Game levels design
∑	 Game feedback design

PDJAWI Game Design Document

PDJAWI game design 

PDJAWI development technical 
specifications

Jawi characters tracing engine design

Online Jawi recognition engine design

Identifying Technical Specifications ∑	 Identifying game engine
∑	 Identifying software
∑	 Identifying hardware
∑	 Identifying programming language

Identifying Jawi Characters Tracing 
Process 

∑	 Preparing sample points process
∑	 Tracing process
∑	 Tracing feedback process

Identifying Online Jawi Characters 
Recognition Process 

∑	 Template modeling process
∑	 Recognition process

Figure 2: Processes involved in PDJAWI development pre-production phase

B. Production
The next phase is the development phase in which programming and scripting efficiencies are required. The 
educational content and game concept are combined to form a digital game. The processes involved in this phase 
are formulating teaching materials, developing tracing engine, developing online Jawi characters recognition 
engine and developing the game. Each process has a few activities that are being discussed in the following 
Figure 3.

Production Process Activity Result
Formulating Teaching Resources ∑	 Developing multimedia elements (text, 

graphic, animation, audio)
∑	 Formulating teaching materials into a 

form of game
PDJAWI  Prototype

Teaching material in a form of game

Tracing engine

Online Jawi recognition engine

PDJAWI interface together with 
media and engine 

Developing Tracing Engine ∑	 Obtaining sample points
∑	 Tracing process
∑	 Feedback

Developing Game ∑	 Developing interface
∑	 Integrating all media and feedback 

engine
∑	 Developing game levels

Developing Online Jawi Characters 
Recognition Engine

∑	 Template modelling
∑	 Recognition process

Figure 3: Processes involved in PDJAWI Development Production Phase
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C. Post-Production
The final phase is the post-production phase. The post-production phase consists of two (2) processes that are 
unit testing and integration testing. A description of both processes used in each testing that is being carried out 
is as shown in Figure 4 below.

Production Process Activity Result
Unit Testing ∑	 Ensuring all functions, procedures and 

logics run smoothly
∑	 Formulating teaching materials into a 

form of game
PDJAWI software that has been tested

Unit Testing

Integration Testing

Integration Testing ∑	 Ensuring all modules well function.
∑	 Ensuring all related modules well function.
∑	 Data transfer between modules runs 

smoothly.
∑	 Top-down testing approach.

Figure 4: PDJAWI development post-production processes

D. Digital Game Prototype
The result is a PDJAWI game prototype that is being developed using a mobile device that is able to provide 
a real-time feedback from the input entered using a stylus pen in an Android environment. Java programming 
language derived from an open system is used on the game engine to develop PDJAWI. The game is divided 
into three (3) levels that are level one (characters tracing activities), level two (characters copying activities), and 
level three (characters printing activities). Figure 5 shows the examples of PDJAWI screen interface display.

Figure 5: PDJAWI digital game software interface
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The shift from one level to the next level requires a mastery of Jawi writing process skill prior shifting to 
the next level, (Figure 6). This is consistent with the [29] that students should master each lesson unit before 
moving on to the next unit. Students should also score more than 80% of the overall marks before moving to 
a higher level. As stated by [30] students should demonstrate a master at more than 80% score before moving 
on to the new learning materials.

Figure 6: PDJAWI game processes flowchart

Prototype testing is performed to ensure that the prototype produced is free from bugs and logic errors. It 
is also to ensure that the prototype is ready to be used by the user. Once all testing has been performed and the 
results are positive without the existence of any bug and problem of logic, the integration testing is then performed. 
The integration testing is an ongoing testing between one game levels to another level. The results of integration 
testing are able to help developers to find design errors early and provide confidence to the developers that the 
strategy design is correct. After obtaining positive results from the testing, the software being developed can be 
handed over or used by the user without any issue.
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CONCLUSION4.	
The study discusses the development process of Jawi characters writing digital game software (PDJAWI). The 
development of PDJAWI is being carried out in three (3) phases; pre-production, production, and post-production. 
Each phase has listed out all steps involved including the activities, processes, and results. A discussion on 
PDJAWI prototype development process and clear illustrations can help the development of similar educational 
game software.

Acknowledgment
This work is supported by UiTM Internal Research Grants Scheme (LESTARI) (600-IRMI/DANA 5/3/LESTARI 
(0121/2016)) from the research Management Centre (RMC), Univeristi Teknologi MARA, Shah Alam, Selangor. 
The appreciation also goes to Faculty of Computer and Mathematical Sciences (FSKM), Universiti Teknologi 
MARA, Shah Alam, Selangor for giving a moral support in the production of this paper.

References
N. R. Nik Yaacob, “Jawi procurement and relations with the interests and achievements of students in Islamic Education”. [1]	
Journal Teachers and Education, Vol. 22, 2007, pp. 161-172.

Ismail M. R. 2001. Tulisan Jawi dan Isu-isunya dalam Pendidikan. Malaysia. Talian. www.scribd.com/doc/2582591/ [2]	
tulisanjawi [12 November 2010].

Mohd. Anwar Ahmad. 2008. Penguasaan Tulisan Jawi di kalangan Murid – murid Tahun Tiga. from ww.scribd.com/ [3]	
doc/18584642/kajian-jawi. [22 Disember 2010].

N. A. Abdullah, R.H.R.A Kamaruddin, Z. Razak and M. Yusoff, “A Toolkit Design Framework for Authoring Multimedia [4]	
Game-Oriented Educational Content”. Proceedings International Conference on Advanced Learning Technologies (ICALT 
2008), Santander, Spain, July 1-5, 2008, pp. 144-145.

N. M. Diah, K. M. Ehsan and M. Ismail, “Discover mathematics on mobile devices using gaming approach”, [5]	 Procedia-
Social and Behavioral Sciences, Vol. 8, 2010, pp 670-677.

A. Krapp, 2007. “An educational-psychological conceptualization of interest”. [6]	 International Journal for Educational and 
Vocational Guidance, Vol. 7, No. 1, 2007, pp. 5-21.

J. P. Marcia, & H. Lindqvist, “Possibilities and challenges for TEL from a student perspective through the uptake and use [7]	
of digital technologies in a 1:1 initiative.” Education Inquiry, Vol. 4, No. 4, 2013, pp. 629-647.

K. Zhang, Y. Zhai, H. W. Leong and S. Wang, “An Interaction Educational Computer Game Framework Using Hand [8]	
Gesture Recognition”. Proceeding ICIMCS ‘12, Proceedings of the 4th International Conference on Internet Multimedia 
Computing and Service, Bandung (Indonesia), 11-12 September, 2012, pp. 219-222.

L. A. Annetta, J. Mangrum, S. Holmes, K. Collazo and M. Cheng. “Bridging reality to virtual reality: Investigating gender [9]	
effects and student engagement on learning through video game play in an elementary school classroom”. International 
Journal of Science Education Vol. 31, 2008, pp. 1091-1113.

C. Burnett, “Technology and literacy in early childhood educational settings: A review of research”. [10]	 Journal of Early 
Childhood Literacy Vol. 10, No. 3, 2010, pp. 247-270.

P. H. Tan, S. W. Ling and C. Y. Ting, “Adaptive digital game-based learning framework”. [11]	 Proceedings of the 2nd International 
Conference on Digital Interactive Media in Entertainment and Arts - DIMEA ’07, 2007, pp. 142-146.

N. Scott, “Making Game play Matter: Designing Modern Educational Tabletop “. [12]	 Games Knowledge Quest, Vol. 40, No, 1, 
2011, pp. 60-65.

R.B. Moser, “A Methodology for the Design of Educational Computer Adventure Games.” Doctoral thesis, Computer [13]	
Science and Engineering University of New South Wales, Sidney, 2000.



Development of a Digital Game for Learning to Write Jawi Characters in Mobile Environment

International Journal of Control Theory and Applications393

S. Bjork, J. Holopainen, P. Ljungstrand and K.P. Åkesson, “Designing Ubiquitous Computer Games- A Report from a [14]	
Workshop Exploring Ubiquitous Computing Entertainment”. In Personal and Ubiquitous Computing, Vol. 6, 2002, pp. 
443-458.

R. Garris, R. Ahlers and J.E. Driskell, “Games, motivation, and learning: a research and practice model. [15]	 Journal of Simulation 
& Gaming, Vol. 33, No. 4, 2002, pp. 441-467.

C. Phil, “Level design for games: creating compelling game experiences”. Berkely: New Riders. 2006.[16]	

J. Sykes and M. Freeroff, “Plyer-centred game design”. CHI workshop, Montreal Quebec (Canada) 22-27 April, 2006.[17]	

N. Shiratuddin and S.B. Zaibon 2011. “Designing User Experience for Mobile Game-Based Learning.” [18]	 International 
Conference on User Science and Engineering (i-USEr), Selangor (Malaysia), 29 November - 01 December, 2011, pp. 89-94.

J.H. Lee, “The educational use of mobile games”. [19]	 Proceedings of the OLT, 2005 Conference, Queensland University of 
Technology, pp. 143-149.

IGDA, Mobile Game White Paper.In Game Developers Conference, International Game Developers Association. Available: [20]	
http://www.igda.org/online/IGDA_Mobile_Whitepaper_2005.pdf.2005 [18 Jun 2010].

M. Prensky, Digital game-based learning. New York: McGraw-Hill. 2001.[21]	

S.B. Zaibon and N. Shiratuddin, “Towards Developing Mobile Game-Based Learning Engineering Model”. [22]	 World Congress 
on Computer Science and Information Engineering, CSIE, 2009, pp. 649-653.

K. Kiili, “ Digital game-based learning: Towards an experiential gaming model”. [23]	 Internet and Higher Education, Vol. 8, 
No. 1, 2005, pp. 13-24.

N. A. M. Zin, W. S. Yue and Z. Jaafar, “Digital game-based learning (DGBL) model and development methodology for [24]	
teaching history.” Journal WSEAS Transactions on Computers archive. Vol. 8, No. 2, 2009, pp. 322-333.

D. Wang, J. Li and G. Dai, “Usability evaluation of children edutainment software”. [25]	 Proceedings of the 2nd International 
Conference on Usability and Internationalization, Springer-Verlag, 2007, pp. 622-630.

P.C. Ho, S. M. Chong and M.H. Tsai, “A case study of game design for e-learning, [26]	 Lecture Notes in Computer Science, 
16-19, 2006, April, pp. 453-462.

S. E. Kirkley, S. Tomblin and J. Kirkley “Instructional Design Authoring Support for the Development of Serious Games [27]	
and Mixed Reality Training Instructional Design Authoring Support for the Development of Serious Games and Mixed 
Reality Training”. Interservice/Industry Training, Simulation and Education Conference (I/ITSEC).2005, pp. 1-11.

G.K. Akilli, “Games and simulation: a new approach in education ?” USA: Idea Group, 2007.[28]	

B.S. Bloom, Developing Talent in Young People. NY: Ballantine Books.1985.[29]	

D. Davis and J. Mastery learning in public schools. Educational Psychology Interactive. Valdosta, GA: Valdosta State [30]	
University. 1995 Retrieved http://teach.valdosta.edu/whuitt/files/mastlear.html.




