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ABSTRACT
Background: This research discusses the Arabic Muslim Adventure application, an interactive
app designed to help students learn Arabic through a game-based learning approach. The main
issue explored is how this application affects students' functional and emotional engagement.
Aims: This research aims to explore the extent to which Don Norman's hierarchy of design is
applied in the user-centred AMA application from functional and emotional aspects.
Methods: The research method used a descriptive qualitative approach. Data sources were
obtained from field observations and interviews with participants. Sampling was carried out using
a non-probability sampling technique with purposive sampling based on gender. The participants
in this research were eight elementary school students. The data collection technigque was carried
out through two stages, hamely observations and interviews. The data analysis process through:
data display, data verification, and conclusion drawing.
Results: AMA is easy to use because of the familiar icons and useful to help understand Arabic
vocabulary. The AMA application has an Islamic cultural identity and attractive visuals that
successfully increase learning motivation. Some improvements are proposed, such as adding
notifications on the charades game and clearer explanations in the mufradat section. This
application successfully combines functional and emotional aspects that create positive
responses.
Implications: This research is expected to provide new insights into the importance of a user-
centred design approach in the development of educational applications, especially in the context
of Arabic language education.
Keywords: Interactive application; hierarchy of design; Arabic language learning;
vocabulary; Arabic Muslim adventure
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1. INTRODUCTION

Learning media play a crucial role in the teaching and learning process, as they serve as
effective tools in facilitating communication between students and teachers (Winangsih &
Harahap, 2023). Learning media are not only used to deliver information but also help foster
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students' interest, motivation, and comprehension. Additionally, these media provide
learning stimuli that influence students' psychology, thereby enhancing their engagement
and learning outcomes. Therefore, selecting and utilizing the right media is essential for
creating an effective learning environment (Rahmi, 2021). However, despite the significant
role of learning media, their use remains limited. Many teachers have yet to maximize the
potential of technology due to several factors, such as limited access, lack of training, and
insufficient understanding of digital media (Molyda et al., 2024).

As stated by Jamil & Agung (2022), Arabic language learning is still perceived as
monotonous by many students. This is because the teaching methods are more theoretical
and less interactive, such as the lecture method, which often does not align with students'
current learning styles. The preferred approach among students is game-based learning,
which can enhance student engagement and make the learning process more enjoyable
(Barz et al., 2024). Furthermore, Manan & Nasri (2024) emphasize that students struggle to
learn Arabic effectively without adequate visual and auditory support. Another challenge, as
noted by Sutinalvi et al. (2025) is that the limited classroom time in formal education is
insufficient for mastering Arabic. As a result, students require media that can be accessed
independently outside the classroom. These challenges highlight the increasing need for
digital learning media.

Therefore, there is a need to develop or create more engaging learning media that
aligns with the advancements of the times. In today's digital age, knowledge and technology
are evolving rapidly, requiring teachers to learn or use modern learning media beyond just
PowerPoint (Molyda et al., 2024). Teachers must be open to digitalization, as digital
platforms facilitate the learning process for both teachers and students. Thus, teachers must
master digital learning (Saleh et al., 2022).

The development of digital technology opens opportunities for education to utilize
digital-based learning media. Integration of digital technology into the learning process has
great potential to increase flexibility, effectiveness, and student engagement (Masarroh et
al., 2024). Digital learning media suitable for the current era include animation or digital
videos, podcasts, augmented reality, virtual reality, educational games, interactive e-
modules, and PowerPoint. The selection of digital learning media should be adapted to
students' learning styles, to meet their learning needs. By creating a student-centered
learning environment, it is hoped that meaningful and independent learning can be achieved
(Hafizah, 2023).

One of the applications of technology as a learning medium is the Arabic Muslim
Adventure (AMA). AMA is an interactive learning medium developed in 2023 in Indonesia,
designed to help learners acquire Arabic vocabulary through an engaging approach. The
AMA application includes various vocabulary materials related to professions in Arabic,
encompassing vocabulary, sentences, and texts. The vocabulary is accompanied by
pronunciation guides to help students imitate, pronounce, and memorize words. In addition
to providing learning content, AMA also features games related to the material as a means
of evaluating learning outcomes. AMA is a public application available for free download,
although its distribution is currently limited and can only be shared among users through
messaging apps such as WhatsApp (Hastani et al., 2024).

Alongside its presence, it is assumed that it is important to evaluate to ensure that the
media can be used effectively to meet user expectations and achieve the desired learning
objectives (Miftah et al., 2022). This is reinforced by Sarip et al. (2022), who stated that
media must be designed with specific principles to ensure content validity and good
readability, helping students better understand the material more effectively. One effective
method to ensure that this application is functional and emotional in the learning process is
to apply the Hierarchy of Design (HoD).
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HoD plays a crucial role in enhancing engagement and facilitating social connectivity
by strategically organizing design elements. It helps designers systematically map the user
experience, addressing users' needs both functionally and emotionally (Mkpojiogu et al.,
2022). This aligns with Norman, one of the pioneers in advancing knowledge related to the
user-centered application of HoD. He emphasized the importance of user involvement at
every stage of the design process to produce truly relevant outcomes, meeting users'
functional and emotional needs (Norman et al., 2021).

Norman introduced HoD, which consists of three levels: (1) Visceral design, which
relates to the instant emotional reaction toward a product’s appearance and first impression,
particularly in terms of aesthetics such as color, shape, and texture. At this stage, the design
focuses on the product’s visual appeal and the immediate feelings users experience when
they first encounter it; (2) Behavioral design, which encompasses the functional aspects and
usability of the product. An effective and easy-to-use product will create a positive user
experience; and (3) Reflective design, which is associated with the deeper meaning users
attribute to the product from a personal perspective. This involves their reflections after using
the product, including the perceived value and emotional impact of their experience. These
three levels complement each other and are essential considerations in creating a product
that is not only functional but also shapes user experience and emotional responses
(Norman, 2004).

1.1 Research Gap and Novelty

This research fills a gap in studies on the application of user-centered HoD in the context of
Arabic language learning applications, particularly AMA. Although many studies have
discussed HoD in the development of general applications, the relationship between users'
functional and emotional engagement in technology-based Arabic learning applications,
such as AMA, remains limited. This research offers a new contribution by exploring how
user-centered design and HoD can be integrated to create a more effective and enjoyable
learning experience while also providing insights into its impact on students' learning
motivation.

1.2 Research Question

The research questions for this study are: (1) Does the technical use of AMA provide user
insights based on functional and emotional engagement, particularly for Arabic language
learners? (2) What are the users' recommendations for further development to create a more
functional and emotionally engaging application for AMA users?

Thus, this research aims to explore the extent to which user-centered HoD relates to
functional and emotional engagement with the AMA application. Through this study, it is
hoped that new insights can be gained regarding the importance of a user-centered design
approach in the development of educational applications, particularly in the context of Arabic
language education. Furthermore, this research also aims to provide recommendations for
further development in creating applications that are more functional and emotionally
engaging for users.

2. METHODS
2.1 Research Design

This research employed a descriptive qualitative design. Using a descriptive approach, the
study outlines the functional features of the application based on Don Norman's design
levels (Visceral, Behavioral, and Reflective). It analyzes the emotional aspects experienced
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by users when interacting with the application, including its appearance, user experience,
and long-term impact. The research aims to produce concrete recommendations for the
development or refinement of the application to better align with the needs and preferences
of AMA users.

2.2 Subject/Participants

Sampling was conducted using a non-probability sampling technique, specifically purposive
sampling based on gender, where elementary school students were selected as the
research sample. The participants in this study consisted of eight individuals, four males and
four females. This selection was based on the number of male students in one elementary
school class. Below is the list of participants involved in the interviews.

Table 1 Interview Participants Based on Gender

No Code Participant Age

1 MI-EFN 12 years
2 Ml -KA 10 years
3 Ml -MIH 8 years
4 MI-MR 11 years
5 FI-ALK 10 years
6 FI-1Y 9 years
7  FI-NYF 13 years
8 FI-RKA 11 years

Description: Ml = Male; FlI = Female. The age range of 8-13 years is considered relevant
because at this stage students experience rapid cognitive development, especially in terms
of logical thinking, problem-solving, and understanding abstract concepts. The AMA
application is suitable for this age range as it utilizes interactive games that align with their
learning methods. According to Piaget's theory, children aged 7-11 are in the concrete
operational stage, where they begin to understand basic logic. By the age of 12 and above,
they enter the formal operational stage, characterized by improved abstract thinking abilities
(Pakpahan & Saragih, 2022).

2.3 Research Procedures

In this study, the research procedure consists of the following steps:

1. Participant Selection: Sampling was conducted using purposive sampling to select
participants based on the criteria of elementary school students. The total number of
participants in this study was eight, consisting of four males and four females.

2. Data Collection, carried out through: (1) Observation: Conducted to observe how
students interact with the AMA application, focusing on the functional and emotional
aspects of the participants. The observation lasted for two days. The researcher applied
contextual inquiry by observing participants in their learning environment for 30 minutes
each. The observation was conducted in a natural setting without intervention from the
researcher, and the researcher noted aspects such as challenges faced, emotional
reactions, and observations regarding the meaning and value of the application in
creating an emotional connection with the participants; and (2) Interviews: Semi-
structured interviews using the 5W 1H approach were conducted to gain deeper insights
into the students' experiences with the application. The interviews took place over two
days. There were 15 main questions, with additional questions as needed. Topics
discussed included the visual design of the application, the ease of use for participants,
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and the perceived meaning of the application as experienced by the participants.

3. Data Analysis: The collected data will be presented through data display, data
verification, data reduction, and concluding, which will be discussed in more detail in the
data analysis section.

2.4 Research Instruments

The data collection technique was carried out in two stages, observation and
interviews. Observation was conducted to understand how users interact with the AMA
application. Through direct observation, the researcher can identify aspects that users might
not be aware of or may not explicitly express. In this case, the researcher acted as a passive
observer (non-participatory) to minimize the influence on user behavior during the
observation. The researcher used the contextual inquiry observation technique. This
technique was chosen because the researcher aimed to study the extent to which the AMA
application implements the HoD, including identifying features that might be difficult to
access and providing recommendations based on user perspectives. The indicators
observed included participants' reactions to AMA, both verbal and non-verbal, observations
of the application's responses, and observations of the meaning and value of the application
in creating an emotional connection with the participants. Interviews: The interview method
used was semi-structured. The questions were designed to explore what users see, hear,
think, and feel when interacting with AMA. Additionally, the interviews aimed to understand
the emotional, functional, and suggestions users have using the 5W 1H approach. This
study involved several participants from elementary school levels, differentiated by gender,
to gain a broader perspective on the discussed topics. The indicators questioned included
participants' feelings about AMA, any challenges or ease they encountered while using the
app, and their observations regarding the meaning of AMA as perceived by the participants.

2.5 Data Analysis

The data analysis process includes data display, data verification, data reduction, and
conclusion. In the data display stage, the interview results are transcribed into text to
facilitate analysis. Data reduction is performed to focus on the data most relevant to the
research objectives and condense any insignificant information. Then, in the data verification
stage, the obtained data will be matched with the HoD concepts. Based on this verification,
the researchers then conclude it.

The researcher ensures data validity by comparing the results of the observations and
interviews to confirm the consistency of the data. Additionally, the researcher asks
participants to review the interview transcripts to ensure that the data interpretation aligns
with their experiences. Furthermore, the data verification process with the HoD concept is
based on the consistency among theoretical triangulation; using more than one theory or
perspective to analyze the data to gain a broader understanding.

3. FINDINGS AND DISCUSSION
3.1 Findings

Below is the table of observation results that the researcher has conducted:

Table 2 Observation Results

No Indicators Results

1 Observation of how engaging the The sound that appears during the quiz encourages participants to
visual design is, such as keep trying until they succeed. Additionally, participants appeared
emotional reactions to the happy and amazed when they first saw AMA, as indicated by their
application; including attractive smiles, accompanied by slight twitches at the corners of their eyes and
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visual/design elements; colors; wide-open eyes. Participants’ responses suggest that the AMA
and sounds. application creates emotional engagement in the learning process, for
both male and female participants.
2 Observation of how well the The use of icons inthe AMA application was familiar to the participants,

application functions, such as
how the application responds to
user input; ease of navigation;
and interaction speed.

making it easier for them to interact with AMA. Additionally, the
navigation of AMA was found to be effective, as evidenced by
participants feeling that AMA was easy to use.

3 Observation of how well the
meaning and value of the
application contribute to creating
an emotional connection with
users.

The use of visualization in AMA connects religious and cultural
identities. The background of AMA, which features a mosque, signifies
spiritual values, aligning the application with Islamic identity.

Below is the table of interview results that have been reduced by the researcher:

Table 3 Interview Results

Answers

It's fun, | like the sound, like when there's a sound during
the quiz when | answer wrong. It makes me curious, so |
keep wanting to try again until | get the answer right. So,
I'm learning, but it feels like playing a game, not boring.

I'm happy and proud when | can answer a question
correctly because the app is engaging with funny
character images and colorful designs that are really
cute. What helps the most is the vocabulary, because it
shows the picture, the Arabic word, and its meaning.
Then, the quiz section is also fun, because there's a
'beep’ sound when | answer incorrectly, so | want to keep
playing.

No Code Participant Questions
1 MI-EFN
How do you feel when
2 FI-NYF using AMA?
And are there any
elements that make
you feel happy or
engaged?
3 MI-MR
Is this application

visually engaging?

4 FI-ALK & FI-IY

Yes, | like the images, they’re not cluttered (simple), and
the colors are bright but not too overwhelming for the
eyes. The features also help me understand the meaning
quickly, so | can remember the vocabulary faster.

Yes, when | see the images, | understand the meaning
of the Arabic vocabulary, and there are fun sounds that
keep me from getting bored.

5 MI-EFN
Is this application
easy to use? If yes,
why?

6 MI-KA, MI-MR, FI-
ALK, FI-1Y, FI-NYF, &

It's easy to use. The Mufradat, puzzles, and quizzes
really help with learning. The material is simple, so | can
answer easily. When taking the quiz, there’s a sound for
right or wrong answers, so it makes me want to take it
more seriously to get it right.

It's really easy because the icons are familiar.

FI-RKA
7 MI-EFN, MI-KA, MI-
MIH, & FI-IY
8 FI-ALK & FI-NYF Which feature do you
think is the most
helpful?

The puzzle is fun, it helps me remember Arabic words
because | have to connect the words. The puzzle is like
playing while learning, so it's not boring.

The most helpful feature is the Mufradat, because it
shows the picture, the Arabic word, and its meaning
clearly. Then, the quiz and puzzle sections are also
interesting because there’'s a 'beep' sound when |
answer wrong, so | want to keep playing and learn which
answers are correct.

9 MI-EFN, MI-MR, FI-
ALK, FI-NYF, & FI-
RKA

10 MI-KA & FI-RKA

Is there any part of the
feature that is lacking
or makes it difficult for
you?

Yes, in the sound guessing part, there’s no sound
indicating whether the answer is correct or wrong, so |
don’t know if my answer is right or not.

In the Mufradat section, | don’t understand what 'lk' and
'‘pr' mean.

11 MI-EFN, MI-MR, MI-
KA, FI-ALK, FI-NYF, &
FI-RKA

Do you have any other
suggestions or
feedback regarding
this application?

Mostly, adding a correct/incorrect sound in the sound
guessing section and clarifying what the abbreviations
k' and 'pr' mean.

12 MI-EFN & FI-IY

What kind of
impression does this
application give you?

13 FI-RKA

This app has a picture of a mosque, and there are men
wearing a cap like an ustadz and women wearing hijabs,
it feels very Islamic.

It's really fun! | got to learn about many cool professions.
Also, this app is for learning Arabic, so while practicing
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reading the Hijaiyah letters, | can also improve my
Qur'an reading. There’s the text, and when you click on
it, you can directly hear how to pronounce it.

From the observation results, five out of eight participants (three males, two females)
showed interest in the visual design of AMA, as seen from their expressions, with some
even reflexively saying “Wow!” which indicated their visual attraction to AMA. The interview
results confirmed that all participants responded positively to the visual design of the AMA
application, although six participants (three males, three females) had difficulty
understanding the meaning of “Ik” and “pr” and suggested adding clarifications.

Participants aged eight (male) and nine (female) were more responsive to the visuals,
while those aged ten and above showed a balance between responsiveness to the visuals
and features. No emotional differences were found based on gender, nor were there any
negative responses in this study. Additionally, only three participants (one male, two
females) could associate AMA with Islamic identity through the characters wearing hijabs
and caps and the connection between Arabic and the Qur'an, while others enjoyed the
design without understanding Islamic values. However, the results of this study show that
participants liked the visuals containing Islamic values.

3.2 Discussion

AMA is an application designed to provide an interactive learning experience, where
students can participate and take an active role in the learning process through games.
Therefore, AMA is a game-based learning medium that can enhance motivation,
collaboration, and critical thinking skills, as evidenced by research conducted by Agustina
et al. (2024), which shows that game-based learning media can increase students'
motivation, collaboration, and critical thinking skills.

AMA was created to improve mastery of Arabic vocabulary. The application integrates
several game elements, such as levels, challenges, and rewards, making the learning
process enjoyable and engaging. It offers various interactive games, including puzzles,
quizzes, text completion, sound guessing, and adventures, providing students with multiple
ways to interact with the material.

The simple design helps users focus on learning without distractions, creating a
pleasant learning experience. Additionally, the intuitive navigation ensures that users can
quickly understand and use the application effectively. These aspects indicate that the AMA
application has user-friendly characteristics (Hastani et al., 2024). Below are the results of
the observation and interview data, along with their discussion based on the HoD, presented
here.

Hierarchy of Design Level 1 (Visceral Design)

Visceral design is the first stage in the HoD framework explained by Norman. This level
focuses on the immediate emotional reaction to the AMA application, which includes: (1)
Emotional reactions without deep thought; (2) Product aesthetics, how attractive the product
is; and (3) Sensory experiences, involving the pleasure of using the product. At this stage,
the researcher identifies and defines the emotional responses of users to the AMA
application, such as attractive visual/design elements, colors, and sounds (Norman, 2004).

Based on the observation results, the Arabic Muslim Adventure (AMA) application’s
visual elements and interactive features, such as the sounds that play during quizzes, trigger
curiosity and the student’s desire to continue trying until they succeed. Additionally, students
appeared happy and amazed when they first saw AMA's visual aspects, as shown by their
smiles, accompanied by small twitches at the corner of their eyes, and their wide-open eyes
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(Mayo & Heilig, 2019). The students' responses indicate that the AMA application creates
emotional engagement in the learning process, both for male and female students.

Based on the interview results, show that visual elements, such as colors and images,
as well as interactive elements like sound, can trigger positive emotional experiences that
enhance interest, motivation, cognition, and creativity (Rahmah et al., 2024). This finding is
supported by the self-determination concept, where the students’ desire to keep trying
reflects their motivation to improve their skills through repeated trials (Setiawan &
Nurhidayati, 2025). Additionally, the visuals presented in the AMA application are easy on
the eyes, making them an important element in the design of effective learning (Rahmah et
al., 2024).These findings are in line with Hargreaves' concept of emotional geography, which
states that emotions and physical or visual spaces can trigger emotional responses without
deep thought. This is similar to how the appearance of a product can directly influence a
person's emotions without much reflection (Taloko & Putra, 2020). Students feel proud when
they can answer questions correctly. This is related to the concept of achievement
motivation training, where success in challenges fosters a sense of competence and
enhances motivation to learn (Putra et al., 2019). The fact that this application can make
students feel proud when they successfully answer questions correctly shows how game-
based learning can stimulate positive emotional engagement that supports the learning
process (Barz et al., 2024).

The Gestalt principle and the cognitive load theory concept support the use of visual
elements and sound to help create more efficient learning and reduce cognitive load.
Visualization also helps students process information more effectively. Additionally, the
interview results confirm that the use of appropriate colors and attractive visual elements,
such as characters and colors, can make the learning experience more enjoyable and
interactive, helping to accelerate the learning process and maintain student focus (Mubarok,
2023). Additionally, according to cognitive load theory, it is essential to present material in a
way that uses visualization and integrates game elements to reduce cognitive load
(Ghanbatri et al., 2020).

Based on the dual coding concept, attractive visuals can enhance the processing of
information effectively and help students capture the material. The students responded
positively to the mufradat feature because of the additional visuals in the form of relevant
images that helped them understand the vocabulary, demonstrating how visual elements
can support memory and comprehension (Kurniawan et al., 2022). Additionally, background
music also plays an important role in maintaining focus as a light stimulus that keeps users'
attention without disrupting the learning process (Andita & Desyandri, 2019).

The fact that several elements made the application more liked and considered
enjoyable by the students shows that appropriate visual design can be a key factor in
increasing student engagement based on user-centered design (Fadli et al., 2024). The
AMA application successfully implemented visceral design to create a positive emotional
experience for users, supported by emotional geography, gestalt principles, cognitive load
theory, and dual coding theory. Students responded positively to the AMA app, especially
the mufradat and quiz features, because of the additional relevant visuals and interactive
elements like sound, providing a more enjoyable and immersive learning experience.

Hierarchy of Design Level 2 (Behavioral Design)

Behavioral design is the second level in the HoD that focuses on the functional aspects of
the AMA application. At this level, the design emphasizes the usability and ease of use of
the product (Rahmi, 2021). Therefore, in this stage, the researcher identifies how well the
application functions and the usability of the AMA app. In other words, it defines how the
AMA app responds to user input to determine the ease of navigation and the app's usability.
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Based on the observation results, the Arabic Muslim Adventure (AMA) application has
features such as quizzes, puzzles, mufradat, etc., which help students learn Arabic
vocabulary. The easy navigation and familiar icons make it simple for students to use the
application. Additionally, the feedback provided when answering quizzes encourages
participants to play AMA repeatedly (Setiawan & Nurhidayati, 2025).

The above findings are reinforced by the interview results, where both male and female
students felt that AMA was easy to use. The concept of usability explains that the ease of
use of a product can create a positive user experience due to its accessible layout and
features. A product should be easy to use, with clear and non-confusing interactions. This
positive experience indicates that the product successfully meets user needs (Sadi et al.,
2021).

In addition, the concept of game-based learning, learning through games, has become
an effective method to enhance cognitive and affective-motivational learning outcomes for
students (Barz et al., 2024). Game-based learning in Arabic language learning has a positive
impact on language acquisition, creating an enjoyable learning atmosphere and maximizing
students' potential due to their competitive nature. Games also improve language skills
mastery and motivate students to keep learning (Igbal & Suriningsih, 2021). Several male
and female participants expressed the same view, stating that the AMA application aids in
the learning process of Arabic vocabulary through a game-based approach.

Moreover, it was explained in more detail that several features help students
understand Arabic vocabulary, such as (1) Mufradat, which helps them understand
vocabulary with the help of pictures and meanings, (2) Puzzle, which helps them memorize
vocabulary through a word-connection game, and (3) Quiz, which trains their listening ability
by listening to vocabulary and selecting the corresponding image. These three features help
in understanding and memorizing Arabic vocabulary.

Students are assisted by the mufradat feature because of its visuals, as previously
discussed. The quiz feature helps the students' learning process by providing feedback
through correct or incorrect sounds, allowing students to assess their understanding, as
explained in behaviorism concept, which will be further discussed at level 3 of the hierarchy
of design. As for the puzzle feature, students mentioned that the questions given were
neither too easy nor too difficult to solve. This aligns with the concept of flow, where a person
is highly motivated and focused when engaged in a challenging activity that is still within
their ability to handle, resulting in an enjoyable and satisfying learning experience (Lavoie
et al., 2022).

The puzzle game approach used in this application also reflects the principle of
learning by doing, which is rooted in the constructivist concept. According to this theory,
students learn most effectively when they actively interact with the material. Features like
educational games encourage learning through hands-on experience, allowing students not
only to memorize vocabulary but also to understand it through enjoyable activities. This
aligns with the concept that play can be an effective learning tool (Saputro & Pakpahan,
2021). However, most male participants and only a few female participants noted that there
were issues with certain features of the AMA app, such as the guess the sound feature not
providing notifications for correct or incorrect answers.

According to the behaviorism concept, the lack of correct or incorrect notifications in
the game disrupts the feedback loop in the learning process. Users should receive a
confirmation of the answers they provide to enhance their learning experience and ensure
effective understanding. Additionally, providing feedback reinforces learning through
repetition and the reinforcement of comprehension (Mardiani, 2022).

The abbreviations "Ik" and "pr" in the mufradat feature are confusing, highlighting the
importance of intuitive design and cultural relevance. Based on the user-centered design
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concept, every visual element in an app must be clear in its function and aligned with users'
expectations (Barbieri et al., 2024). If such elements, like unfamiliar abbreviations, do not
provide clear cues, students will struggle to use the app effectively. The AMA app clearly
considers the needs and preferences of its users, in line with the user-centered design
concept. This concept emphasizes the importance of understanding user needs. Features
that are easily accessible, simple navigation, and engaging visual choices reflect the
application of this concept (Barbieri et al., 2024).

In the context of the constructivism concept, as proposed by Piaget and Vygotsky, the
AMA app provides opportunities for students to construct their own knowledge. The game
features within the app allow students to actively learn, linking vocabulary to real-life
situations through engaging interactions (Saputro & Pakpahan, 2021). This strengthens
independent learning, where students can learn according to their abilities and pace,
continuously testing and developing their understanding of Arabic vocabulary.

Overall, students have stated that the AMA app is easy to use due to its familiar icons,
which help them understand Arabic vocabulary. They enjoy the process of learning Arabic
vocabulary in a fun way through the interactive games offered by the app. The only
necessary improvements are adding notifications for the "guess the sound" game and
providing explanations for the abbreviations "Ik" and "pr" in the mufradat section.

Hierarchy of Design Level 3 (Reflective Design)

Reflective design is the highest level in the HoD as explained by Norman, focusing on the
meaning associated with a product. At this level, it relates to how the product reflects the
identity, values, and perceptions felt by the user (Norman, 2004).

Based on the observation results, the AMA application successfully connects students'
learning experiences with their religious and cultural identities. By using a mosque as the
background, it reflects the spiritual values in the daily lives of Muslims. The mosque, as a
symbol of a place of worship, was chosen to create a religious atmosphere, making the
application relevant and aligned with Islamic identity (Handoko et al., 2024).

The selection of characters is tailored to Islamic culture. The male character is depicted
wearing a peci (a traditional Muslim cap), which is a typical attribute of Muslim attire.
Meanwhile, the female character wears a hijab, following Islamic dress guidelines. By
presenting these characters, the application not only serves as a learning tool but also
teaches values of modesty and cultural identity from an early age (Silalahi et al., 2024). The
app visually reflects strong Islamic values. This not only supports language learning but also
strengthens students' connection to their religious values from an early age.

The findings from the interviews further reinforce that those students not only
memorized vocabulary but also enjoyed the learning experience through the games.
Additionally, the AMA app was used to study the language of the Qur'an. AMA helps
students strengthen their religious and cultural identity. By learning Arabic, which is closely
related to understanding the Qur'an, the app reflects important values for Muslim users who
wish to introduce students to their religious language (Isbah, 2023).

Overall, the AMA app demonstrated how it connects students' learning experiences
with their religious lives, particularly concerning the Arabic language, which is closely tied to
the Qur'an. This shows that the identity of the AMA app is built on a blend of religious
education, culture, and technology, supporting both spiritual and intellectual development.

4. CONCLUSIONS

This study showed that the AMA app has successfully integrated the principles of the HoD.
The app successfully combines both functional and emotional aspects. From a functional
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perspective, the AMA app offers easy navigation and helps users learn Arabic vocabulary
in a fun way. From an emotional perspective, the app creates an engaging experience that
makes students feel excited and proud when they successfully answer questions. The
visuals create a positive effect, which can enhance motivation. AMA's identity as a
technology-based learning platform includes a blend of religious, cultural, and technological
aspects. Some recommendations for improvement include adding notifications for the voice
recognition game and providing clearer explanations in the mufradat section. This study
provides insights into the importance of HoD in learning media, particularly in AMA.
However, the study has limitations in participant selection. For future research, it is
suggested to involve a larger and more varied group of participants, including students of
different ages and educational backgrounds, to obtain a broader perspective on the
effectiveness of this app. Additionally, it is important to develop new features, such as
notifications and clearer explanations for the mufradat feature, which should be tested to
enhance the user experience and students' learning motivation.
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