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Abstract

Learning techniques have been developing tremendously and continuously in this modern technological
era. Worldwide educators from diverse backgrounds and cultures are well equipped and trained with the
recent online teaching methods and tools which are widely accessible, guiding and nurturing the students
in a productive and interactive classroom learning environment. There are a lot of e-learning tools, either
online or offline. Nowadays, significant studies have indicated Minecraft as one of the best applications
for facilitating learning. Therefore, this research will benefit all seekers of knowledge (SoK) in Arabic
and Islamic Studies by using the Minecraft application because learning these two subjects has not been
implemented in Minecraft education, in addition, Arabic words and fonts cannot be applied in this
application either. The data was collected using quantitative methods through the Internet, followed by
content analysis to recognise trends regarding e-learning based on the Minecraft research. Accordingly,
Minecraft will facilitate a more effective and enjoyable 21st century approach and experience in the

teaching and learning of classical texts.
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1. Introduction

In this new millennial age, amidst the technology avalanche, e-learning and e-education are two of
the best communication processes to help students understand in a better and more effective way.

Malaysia’s government has spent millions on initiatives to implement e-learning in higher
education institutions, offering vast business opportunities to technology providers (Malaysian
Investment Development Authority, 2021). Prior to COVID-19, e-learning was commonly known as a
technology trend that provided an opportunity for lifelong learning and enhanced digital literacy skills.
The Malaysia Education Blueprint 2015-2025 (Higher Education) emphasised the significance of digital
literacy, critical thinking, and problem-solving as 21st- century learning skills that can potentially aid
students to thrive in IR 4.0 (Malaysian Investment Development Authority, 2021), illustrating the
importance of e-learning in the education landscape.

In 2020, the Malaysian government move forward to lead Malaysia towards the digitization world
in 2030 in all aspects as known as 10-10 Malaysian Science, Technology, Innovation and Economy
(Malaysia, 2020) Framework. These tremendous frameworks discover 10 fields to advance and develop
the country's economy booster, societal wellbeing, and dual impact enabler (Malaysia, 2020), for
example, in terms of: 1) Energy 2) Business and Financial Services 3) Culture, Art, and Tourism 4)
Medical and Healthcare 5) Smart Technology and System 6) Smart Cities and Transportation 7) Water
and Food 8) Agriculture and Forestry 9) Education and 10) Environment and Biodiversity.

This research would like to respond to the government's call to get involved in leading Malaysia
forward together, as mentioned by Khairy Jamaluddin: “I hope that this will be a new dawn for Malaysia,
in forging a trajectory to become a dynamic global” (Malaysia, 2020). Therefore, this research will
contribute to an education system that designs global online learning and then promotes our module at the
international level.

For that reason, research has identified digital games as the best learning tool for teaching Islamic
knowledge to Muslim children. According to a recent study, Islamic digital ames have managed to attract
the attention of users and enthuse them to want to learn more (Aziz et al., 2019)

At the present time there are many available online Arabic learning tools and educational games
that have been studied by scholars and researchers, namely Bi-Tokoh (Rosdi, Rahim, et al., 2022). Al-
Jumal’s Cube (Rosdi, Ahmad Rosdi, et al., 2022). Several accessible Arabic online tools and educational
games are available on Arabicfortourism by using the Joomla platform (Ghani et al., 2016). Development
and Evaluation of i-Mutawwif: A Mobile Language Traveller Guide in Arabic for Mutawwif, Umrah
Tour Guide (Sahrir et al., 2018), Implementation of the Addie Model in Hisbah Reflection through
Mobile Phone Application (Makhsin et al., 2018), and Development of Addie Model For Chapter Taharah
Learning Based On Game Application In Junior High School, (Mardianto et al., 2022).

For a more advanced explanation from this research, the researcher will design an instructional
module for learning the Arabic language and Islamic studies through the Minecraft application. Minecraft
is chosen for its dynamic elements. To reiterate clearly: Minecraft contains three significant elements that
make it an effective learning tool. Firstly, Minecraft’s features are designed for teaching: Education
Edition has features built specifically for learning environments to support collaboration, assessment,

coding, and more. Furthermore, Minecraft Pre-built Lessons allow its users to browse over 600 standards-
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aligned lessons to engage across the curriculum. Users can even write and submit their own Minecraft
lessons. Additionally, Minecraft Cross-Curricular Support gives users the opportunity to learn with
Minecraft across the curriculum, as they are offering coursework spanning STEM, Coding, SEL, History,
Language Arts, 21st Century Skills, and more (Microsoft, 2023a). Last but certainly not least, Minecraft
is accessible and available for Windows and Mac users, providing students with the platform to
demonstrate teamwork while allowing teachers the option to incorporate online elements into teaching
and learning practises (Microsoft, 2023b).

Interestingly, various learning subjects have already utilised Minecraft as a learning platform and
e-learning module. To put this in a clear manner, many researchers have adopted the Minecraft
application to develop learning modules for subjects or courses, and this includes The Effects of Digital
Game-Based Learning Using Minecraft Towards Pupil’s Achievement in Fraction (Tangkui & Tan,
2020), Enhancement of Achievement in Fractions: A Conceptual Framework for Digital Game- Based
Learning using Minecraft (Tangkui & Tan, 2020), English Language (Yeh et al., 2017), Mathematics (Ku
et al., 2014), Science (Hwang et al., 2014), and Motivational (Iacovides et al., 2011). Evidently, these
studies have proven the effectiveness of Minecraft as an e-learning module for learning and teaching
purposes.

There are a lot of research studies about Minecraft’s educational applications, for instance in
English language, mathematics, Mandarin, science, biography, history, and Islamic studies. Regrettably,
no such Arabic language can be used by using the Minecraft application because, during the researcher’s
experience and his experiment, the Minecraft educational application does not support Arabic words yet
but can still be used in other ways.

Regarding this problem, this research would like to take this opportunity to design and develop a
module in Arabic language and Islam Studies by using the Minecraft application and make Arabic writing
and text usable and functional in Minecraft in order for students and teachers can use this application in
Arabic language and Islamic studies learning.

The closest attempt to integrate Minecraft educational applications in Arabic e-learning and e-
education were found in the research in the teaching of English, Mandarin, mathematics, and science,
which proved that Minecraft is the best learning method nowadays. As a result, this research would like to
design an instructional module in the Minecraft educational application through the Arabic language and
Islamic studies.

The purpose of this research is divided into two views related to each other, which are collecting
data and analysis and being practical. So, in terms of the collecting data, it is to get know a model of the
design and development of the Minecraft Application educational and apply it into Arabic language and

Islamic studies for teaching and education learning in class.

2. Research Methods

This research will utilise quantitative based on library. This research chooses the recent studies
because to prove that the Minecraft applications are suitable as an e-learning nowadays in all knowledge
especially in Arabic language and Islamic studies. The literature review focuses on the effect of

Minecraft, its background, and the positiveness of technology in e-learning.
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3. Finding

As a result, it can be concluded from this research that a lot of studies have been done and it has
been proven that Minecraft is an effective and interesting e-learning method. There are five studies which
are, 1) The Effects of Digital Game-Based Learning Using Minecraft Towards Pupil’s Achievement in
Fraction (Tangkui & Tan, 2020), 2) Enhancement of Achievement in Fractions: A Conceptual Framework
for Digital Game

Based Learning using Minecraft (Tangkui & Tan, 2020), 3) English Language (Yeh et al., 2017),
4) Mathematics (Ku et al., 2014), 5) Science (Hwang et al., 2014), and 6) Motivational (Iacovides et al.,
2011). Figure 1 depicts the most recent Minecraft research. Recent Minecraft research includes six

subjects: English, Fraction, Mathematics, Science, Motivation, and Digital Game-Based Learning.

ENGLISH FRACTION
MATHEMATIC SCIENCE
MOTIVATION DIGITAL GAME BASED-LEARNING

Figure 1. The Recent Studies of Minecraft

3.1. Enhancement of Achievement in Fractions: A Conceptual Framework for Digital Game-

Based Learning using Minecraft

Last two years, there were the article discussed a conceptual framework for digital game-based
learning using Minecraft for enhancement of achievement in fraction, the article wrote by Rayner bin
Tangkui and Tan Choon Keong in July 2020. Therefore, the main objective their article is to discover the
conceptual framework for the development of a virtual learning environment through digital game-based
learning that applies Minecraft to increase pupils’ achievement in fractions (Tangkui & Tan, 2020),
especially to increase the assessment Trends in Mathematics and Science Studies (TIMSS) and Program
for International Student Assessment (PISA).

Hence, Minecraft provides the 3D blocks that can help students learn fractions easily and
interestingly. The blocks can be arranged in a way that can produce a representative structure or object

fraction (Tangkui & Tan, 2020).
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Figure 2. The Mathematics section
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As you can see the Figure 2 above give a two lessons and modules in fractions by John Milner and

Trish Cloud & Jennifer. So, the student can choose any lesson and do it by himself.
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Figure 3. The fraction lesson

The Figure 3 above shows two elements: the first is the description, and the second is the learning

outcome. Thus, it can help student indecently to learn fraction easily and effective.

B Minecraft Education = a x

Figure 4. The fraction lesson

The Figure 4 is explained about the information and instructions. These instructions were created

by the teacher to help the student know how to answer the fraction comfortably and straightforwardly. To
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conclude that this article was the first step regarding their studies. This article continues with Discussion 2

and the findings of their research.

3.2. The Effects of Digital Game-Based Learning Using Minecraft Towards Pupil’s

Achievement in Fraction

In 9 September 2020, the objective of this article is to investigate the effect of digital game-based
learning using Minecraft towards pupils’ achievement in fractions. At the end, game-based learning using
Minecraft in the teaching of mathematics increases the pupil’s achievement more than the conventional
approach.

It is because Minecraft provides a chance to pupil’s by using box in fraction in an effective way.
Thus, it is also very interesting as an e-learning approach because it encourages them to participate in this
application.

Therefore, this article would like to encourage to all educators, instructors and teachers to use
game- based learning using Minecraft to help pupil’s get the highest score in a two majors international
assessment which are Trends in Mathematics and Science Studies (TIMSS) and Program for International
Student Assessment (PISA) in future. Figure 5 below shows an example of the module in the Mathematic

section through Minecraft.
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Figure 5. The Mathematics section

3.3. Open-Ended Tasks Promote Creativity in Minecraft

The latest article about Minecraft is written by Yue Fan, H. Chad Lane and Omer Delialioglu
which is Open-Ended task promote creativity in Minecraft in April 2022. They elaborate on how
Minecraft creativity can improve student learning and teaching. Then, they used two conventional
approaches to measure creativity: the Alternative Uses Test (AUT) and the Consensual Assessment
Technique (CAT).

This study explains the important of Minecraft as educational technology in term of authentic
learning environment and creativity. The outcome of an authentic learning environment is that they can

use blocks to create, innovate, and design the image or picture. It can also be played individually or in
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groups. The outcome of creativity by using Minecraft can help people, especially students, in terms of
divergent thinking because Minecraft gives them the chance to build, explore, and collaborate while
playing and learning. At the same time, it can also help students develop a problem-solving mindset.
Therefore, Minecraft shows that it is useful and effective for learning.

As a result, participants who engaged in the open-ended task received significantly higher CAT
scores than those in the well-defined task group, and (2) among variables such as the level of skill or

experience, interest in Minecraft, and materials (blocks) used in Minecraft, only the level of game interest

had a significant influence on the CAT score (Fan et al., 2022).

4. Conclusion

In this era of globalisation, the researcher wishes to design and develop a similar learning
framework and introduce a module for learning the Arabic language and Islamic studies through the

Minecraft application,because Minecraft nowadays is one of the best methods in educational games.

Figure 6. Minecraft Instruction

The Figure 6 illustrates how the lecturer or instructor can utilise Minecraft to construct questions

and quizzes.
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Figure 8. Arabic words and fonts cannot be use

The Figure 7 and Figure 8 above exhibit how the lecturers can write anything related to learning

the Arabic language and Islamic studies, and they can communicate with each other, but this educational
learning does not support Arabic fonts yet but can still be used in other ways

Figure 9. New world
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Figure 9 above demonstrate how students can join and learn together using Minecraft. Minecraft
Cross-curricular Support provides users with the opportunity to learn across the disciplines spanning from

STEM, Coding, SEL, History, Language Arts, 21st Century Skills, and more, (Microsoft, 2023a).
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Figure 10. Arabic and Islamic Studies Modules

The Figure 10 picture shows that a lecturer or instructor can create any topic and chapter for their
students; for example, in this research, we can add Figh 1, Islamic studies, Arabic morphology, Arabic
grammar, Arabic 1, Balaghah (Arabic rhetoric), and etc.

In conclusion, this research would like to develop a similar learning framework and introduce
Minecraft focusing on Arabic language and Islamic studies, as a guide to facilitate the Arabic language
and Islamic studies at the International Islamic University Malaysia (IIUM) and to all seekers of

knowledge (SoK) Arabic language and Islamic studies.
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