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ABSTRACT - This research investigates the development and application of a board game
that aims to improve students’ comprehension of prophetic Arabic vocabulary in the context
of al-Arba'in al-Nawawiyah. Traditional methods of vocabulary acquisition often rely on rote
memorisation, which can disengage students and limit long-term retention, leading to
disengagement and limited retention among learners. The proposed board game aims to
address these challenges by introducing an interactive and competitive learning environment
that enhances engagement and aids in the retention of key Arabic terms. A systematic
literature review was conducted based on the databases, which are 1) Mendeley, 2) JSTOR,
and 3) Taylor & Francis, as many published journals have high indexes and reliable sources.
Through the systematic literature review (SLR), we explore the effectiveness of gamification
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in language learning, specifically within religious studies, and outline the process of developing
a board game tailored to al-Arba'in al-Nawawiyah. The findings reveal the potential of
gamification to significantly aid in vocabulary retention and comprehension, especially for non-
native speakers engaging with complex religious texts. The paper concludes with suggestions
for future research and practical applications in Islamic educational settings to improve
prophetic Arabic vocabulary for comprehending al-Arba’in al-Nawawiyah through board game.

1.0  INTRODUCTION

The Arabic language has a special and sacred place in the Islamic tradition since it is the language of the Quran (Abdullah et al., 2021)
and Hadith (Royani et al., 2022), the fundamental sources of Islamic knowledge (Aulia & Anggraeni, 2023). Al-Arba'in al-Nawawiyah,
a well-known collection of forty hadiths written by Imam al-Nawawi, is one of the foundational books examined by Islamic scholars.
These hadiths summarise the main concepts of Islamic theology and legal ethics (B & Al Qifari, 2024). Many students, particularly non-
native Arabic speakers, struggle with the prophetic terminology present in these writings because of its complexity and subtle
connotations (Labib, 2021; Saputra et al., 2023).

Language is an essential tool for interpreting religious texts, especially in the study of Islamic scripture and prophetic traditions
(Ma'rifatun, 2019). Al-Arba'in al-Nawawiyah, a well-known collection of forty hadiths, teaches important teachings on ethics, faith, and
practice. Regardless, the complexity of prophetic Arabic vocabulary can be a considerable problem for non-native Arabic speakers
because standard Arabic teaching techniques sometimes emphasise rote memorisation, which may impede long-term retention and
deeper comprehension (Rowin, 2018).

Gamification has recently gained popularity as a successful educational technique across a wide range of subjects (Bouchrika et
al,, 2021). Integrating game aspects into learning processes has been demonstrated to boost student motivation, engagement, and
retention (Balaskas et al., 2023; Bhatt & Chakrabarti, 2022). As a result, this study investigates the possibility of a board game meant
to improve students' grasp of prophetic Arabic terminology from al-Arba'in al-Nawawiyah, providing an interactive alternative to
traditional teaching techniques. Furthermore, educational games, particularly board games, have been acknowledged for their capacity
to make learning more engaging, dynamic, and pleasant (Hermawan & Ismiati, 2022; Rizov et al., 2019).

Despite increased interest in gamification in language learning, there has been little emphasis on applying these methods to the
study of prophetic Arabic vocabulary found in hadith literature (Muthalib & Ibrahim, 2020), such as al-Arba'in al-Nawawiyah. This
collection of hadiths, renowned for its brief yet profound teachings, provides a richness of language necessary for comprehending
greater Islamic doctrines. Nonetheless, many students struggle with the richness and breadth of Arabic utilised in these hadiths (Nahla
A. K. Alhirtani, 2018).
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Before beginning the SLR, the research questions were clearly defined to guide the literature search.

1. How has gamification been applied to language learning, specifically in the context of vocabulary acquisition?

2. What challenges do students face when learning prophetic Arabic vocabulary from hadith collections such as al-Arba'in al-
Nawawiyah?

3. What are the current methods used to teach prophetic vocabulary, and what are their limitations?

The systematic literature review in this study serves several key purposes:

1. The review aims to uncover existing studies that explore the use of gamification, particularly board games, in language
learning contexts. This includes looking at how games have been used to improve vocabulary acquisition, retention, and
comprehension in various languages.

2. The SLR search studies on the challenges and strategies for teaching Arabic as a second language, with a focus on Islamic
studies. This includes research on the difficulties non-native Arabic speakers face when learning classical Arabic vocabulary,
particularly from religious texts.

3. The review seeks to explore how prophetic Arabic vocabulary has been traditionally taught and the effectiveness of these
methods, particularly in the context of hadith studies like al-Arba'in al-Nawawiyah.

4. By systematically reviewing the literature, the study identifies gaps, such as the lack of tools specifically designed to teach
prophetic vocabulary using gamification and the limited focus on integrating game-based learning in Islamic education.

Traditionally, Arabic vocabulary has been taught using rote memorisation and repetition (Sribagus, 2018). While these strategies
have had some success, they frequently fail to deeply engage pupils and do not necessarily result in long-term retention or
comprehension (Rahmatan et al., 2023). As a result, this can be especially troublesome in Islamic studies, where precise word
meanings are essential for accurate interpretation of religious texts (Roslan & Sahrir, 2020).

The challenge in learning prophetic Arabic vocabulary lies in the complexity and depth of meaning that such terms carry (Ebrahim
Alqudaimi, et al., 2021). For students of Islamic studies, particularly non-native Arabic speakers, traditional learning methods often fail
to foster a deep understanding of these words and phrases (Abdallah Hussein EI-Omari, 2018). This research addresses the gap in
effective tools for learning prophetic Arabic vocabulary by introducing a board game as a means of enhancing comprehension and
retention of key terms found in al-Arba'in al-Nawawiyah.

The richness and depth of significance carried by prophetic Arabic phrases make understanding them difficult (Ebrahim Alqudaimi
et al., 2021). Traditional teaching techniques frequently fail to promote a profound grasp of these words and phrases among Islamic
studies students, particularly non-native Arabic speakers (Abdallah Hussein EI-Omari, 2018). This study addresses a gap in effective
methods for acquiring prophetic Arabic vocabulary by adding a board game to improve comprehension and memory of important
concepts contained in al-Arba'in al-Nawawiyah.

1.1 Arabic Language Acquisition in Islamic Studies

Numerous research has investigated the significance of Arabic language proficiency for Islamic pupils (Zamziba, M. N. F. et al., 2023).
The Arabic language, particularly in its classical form, is essential for understanding Islamic scriptures such as the Quran and hadith
(Zamziba, M. N. F. et al., 2024). Traditional approaches, such as memorisation and repetition, have long been used to learn Arabic
vocabulary (Laila, 2022). However, these strategies frequently fail to interest pupils, resulting in gaps in retention and comprehension
(Lubis et al., 2022).

The mastery of the Arabic language, particularly classical Arabic, is critical in Islamic studies since it aids comprehension of
fundamental religious writings such as the Quran and Hadith. The distinctive grammatical and semantic patterns of classical Arabic
present considerable problems for learners, particularly non-native speakers, necessitating appropriate educational practices (Zamziba
et al., 2023). While helpful in some situations, these strategies have limits in terms of promoting long-term memory and a deeper
comprehension of the intricate vocabulary required by Islamic scriptures. According to research, rote memorisation alone may not
engage critical thinking or motivate pupils to apply taught terminology in context (Lubis et al., 2022).

Mastering the prophetic Arabic language is crucial in the context of al-Arba'in al-Nawawiyah, a key collection of prophetic traditions,
because it serves as the linguistic foundation for understanding broader Islamic theological and legal ideas. The intricacy of the
terminology, combined with the depth of religious and legal connotations, poses unique problems for students (Yazidi Alaoui & Asmaa,
2023). For example, terms in prophetic vocabulary frequently have many meanings that alter according to context. However,
memorisation-focused strategies are widely criticised for failing to help pupils understand these complex meanings (Alhirtani, 2018).
To address these issues, experts have advocated for more engaging, context-driven strategies that promote greater cognitive
engagement with the language.

1.2 Gamification in Language Learning

Gamification, or the incorporation of game features in non-game circumstances, has become a popular method for language acquisition
(Prathyusha, 2020). Gamification has been shown to improve student motivation, engagement, and learning outcomes (Ab. Rahman
et al., 2018; Fadhli et al., 2020). Board games, specifically one of the gamification principles, have been found to improve vocabulary
acquisition by providing a dynamic and engaging manner to reinforce language learning through repetition, context, and competition
(Hung & Yeh, 2023; Wazeer, 2023).
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In addition, gamification has emerged as a viable educational tool, particularly in the field of language acquisition (Luo, Z, 2022).
The use of game design components such as competition, prizes, and interactive learning environments in educational settings has
yielded positive results in multiple studies (Christopoulos & Mystakidis, 2023). Gamification has been shown in research to boost
learner motivation, engagement, and information retention. Gamified learning systems provide a dynamic and competitive element
that traditional techniques may lack (Strmecki, D., Bernik, A. & RadoSevi¢, 2015). Board games, as a subset of gamified learning aids,
provide an interactive setting in which students may actively engage with the subject while applying language in context, hence
improving their learning experience (Prathyusha, 2020)

More than that, gamification has proven to be effective in language learning, particularly in vocabulary development, where
repeated exposure to terms in diverse situations can increase memory. Board games, through repetitive play, allow students to practice
vocabulary in a competitive yet supportive atmosphere, making learning both enjoyable and relevant. However, the use of gamification
in Islamic education, particularly in the teaching of classical Arabic language, has received little attention (Jaffar, M. N. et al., 2024).
According to research on gamification in this context, incorporating board games into the learning process could address the limitations
of rote learning by providing immediate feedback and encouraging collaborative learning, both of which are necessary for mastering
the complexities of prophetic vocabulary (Aldebsi & Eldesoky, 2023).

1.3 Prophetic Vocabulary and Islamic Educational Tools

Several studies have highlighted the difficulty of teaching prophetic Arabic due to the specialised language and intricate interpretations
contained within hadith texts (Aldebsi & Eldesoky, 2023). While various tools have been developed to aid with Quranic Arabic study
(Zamziba, M. N. F., et al., 2023), there is a scarcity of resources expressly focused on prophetic vocabulary, especially in the context
of hadith studies such as al-Arba'in al-Nawawiyah.

Teaching prophetic Arabic vocabulary — terminology derived from the Prophet Muhammad's sayings and teachings, particularly
in collections such as al-Arba'in al-Nawawiyah — presents distinct pedagogical obstacles (Fatma Zohra Souag, 2023). Prophetic
terminology carries theological, legal, and moral implications that necessitate a thorough study and correct interpretation (Aldebsi &
Eldesoky, 2023). Textbooks and lectures have been criticised for failing to make these complex meanings comprehensible to non-
native speakers (Zamziba, M. N. F., et al., 2023).

The dearth of specialised tools for teaching prophetic Arabic mirrors a larger gap in Islamic educational resources, where the
emphasis has traditionally been on memorisation rather than comprehension (Gent et al., 2019). This gap is especially critical for non-
native learners, who struggle to internalise subtle meanings in the absence of interactive or practical learning aids (Firgany, M., 2024).
Using board games as an additional educational tool could provide students with a fresh method to engage with prophetic vocabulary
in a more meaningful way. Board games' competitive and collaborative nature might improve contextual learning, in which students
not only memorise terminology but also apply them in simulated scenarios that mimic real-life situations (Wazeer, 2023).

By integrating gamification techniques into the teaching of prophetic vocabulary, educators can provide learners with a structured
yet flexible approach that promotes critical thinking and long-term retention. Furthermore, the interactivity of board games can help
bridge the gap between memorisation and understanding, fostering a deeper engagement with the language and its applications in
Islamic legal and theological discussions (Muthalib & Ibrahim, 2020).

20 METHODOLOGY

A systematic literature review (SLR) is a methodical and structured approach to reviewing existing research on a particular topic
(Siddaway et al., 2019). The goal of an SLR is to comprehensively identify, analyse, and synthesise the available academic literature
in order to gain a deeper understanding of the research area, identify gaps, and provide a foundation for new research (Carissimi et
al.,, 2023; El Archi et al., 2023; Gkizani & Galanakis, 2022). In the context of this study on "Enhancing Prophetic Arabic Vocabulary for
Understanding al-Arba'in al-Nawawiyah: A Board Game for Learning," the SLR plays a crucial role in establishing the theoretical
framework and guiding the development of the board game.

21  Systematic Review Process
The SLR was conducted following a structured and transparent process to ensure the rigor and comprehensiveness of the review.
2.1.1 Selection of Databases and Sources

The SLR involved searching multiple academic databases to ensure a comprehensive review of the literature. Databases such as 1)
Mendeley, 2) JSTOR, and 3) Taylor & Francis were selected for their extensive coverage of educational research, language acquisition,
and Islamic studies because Mendeley is the most evident in research platform (Shahzad, M et al., 2022), JSTOR is commonly used
for a systematic literature review (Serhan, S. A. L., & Yahaya, N., 2022) and lastly, Taylor & Francis is one of the best accurate research
in conducting systematic review (Turan, Z., & Karabey, S. C., 2023).

Additionally, relevant journals, conference proceedings, and books were included to capture both theoretical and empirical studies.
In some cases, grey literature, such as reports, dissertations, or educational case studies, was also reviewed to gather insights from
non-traditional sources.
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2.1.2 Search Strategy

The search strategy involved using a combination of keywords to filter relevant literature. The search terms were carefully selected
based on the research questions as shown in Table 1. These keywords were adjusted depending on the database to refine the results
and ensure relevant studies were captured.

Table 1

Keywords

No Keyword

Language Gamification
Language Board Games

1
2
3 Arabic Language
4 Prophetic Arabic
5

Arabin Al-Nawawi

2.1.3 Inclusion and Exclusion Criteria

To ensure the relevance and quality of the literature, strict inclusion and exclusion criteria were applied. The criteria are as follows:
Firstly, this research follows the Inclusion Criteria (Munn et al., 2018). The research focused on 1) Source type: Only peer-reviewed
articles, books, and studies were considered. 2) Research focus: Studies that explore the use of board games specifically in language
learning. 3) Language-specific scope: Research related specifically to Arabic language acquisition, with an emphasis on classical or
prophetic Arabic. 4) Vocabulary focus: Studies addressing the teaching of prophetic vocabulary, particularly within Islamic educational
contexts. 5) Publication date: To ensure current methodologies and insights, only publications from 2019 to 2024 were included, except
in cases where foundational theories on gamification or language acquisition were essential.

On the other hand, from the perspective of exclusion criteria (Toorajipour et al., 2021), studies were excluded if they: 1) Scope
Misalignment: Did not focus on language learning or lacked gamification techniques. 2) Lack of Empirical/Theoretical Basis: Did not
provide empirical data or relevant theoretical analysis aligned with the research focus. 3) Non-Arabic Language Focus: Were unrelated
to Arabic language learning or did not offer insights transferable to religious or classical language acquisition.

After identifying potentially relevant studies, a screening process was conducted to narrow down the selection (H. A. Mohamed
Shafril et al., 2020). This involved:; firstly: title and abstract screening. Initially, titles and abstracts of identified studies were reviewed
to determine if they aligned with the research questions. Next, full-text review: For studies that passed the initial screening, a full-text
review was conducted to assess their relevance and quality based on the inclusion/exclusion criteria. Lastly, data extraction: Key
information from each selected study was extracted, including the study’s aim, methodology, findings, and implications for gamification
and Arabic language learning.

2.1.4 Data Synthesis (Yucuma et al., 2021)

Once the relevant studies were selected, the data was synthesised to identify common themes, trends, and gaps in the literature. The
synthesis was organised around the core research areas which are the effectiveness of board games in enhancing vocabulary learning
and student engagement, specific challenges and strategies in teaching Arabic vocabulary, with a focus on prophetic language, and
insights into how game boards can be adapted to religious education, particularly in teaching Islamic texts such as al-Arba'in al-
Nawawiyah.

This chart shows the total number of articles found in each database using various topic searches (e.g., "Language Gamification"
and "Arabic Language Learning") prior to and after applying inclusion and exclusion criteria. This categorisation will let you see how
the filtering procedure narrowed down the literature pool.

Therefore, the SLR employed three major academic databases: 1) Taylor & Francis, 2) JSTOR, and 3) Mendeley, each of which
provided unique insights on main themes. The search for Language Gamification produced a significant number of papers, however
only a small fraction was directly related to the topic of this study after applying the inclusion and exclusion criteria. Next, Arabic
language learning also generated a large number of early findings, which were narrowed down to the studies that were most relevant
to classical Arabic and prophetic Arabic learning. Last but not least, Arba'in Al-NawawT identified certain elements relevant to Islamic
education and justified their selection.

Furthermore, studies who applied language gamification discovered that it effectively increases motivation and engagement among
students of all languages. As a result, the data show that gamified learning methodologies improve language proficiency and
vocabulary retention in Arabic situations. In contrast, the articles selected from each database in the Arabic Language Learning
example demonstrated a wide range of tactics for teaching Arabic vocabulary, from traditional procedures to gamified technologies.
As evidenced by case studies, these findings highlighted the importance of introducing interactive components, such as board games,
particularly for classical and prophetic Arabic.
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Table 2

Total number of articles identified in databases before and after applying inclusion and exclusion criteria.

Database Frequency

After inclusion and
exclusion criteria
500 (Language gamification) 10
9796 (Language Board Games)
Taylor & Francis 2246 (Arabic Language Learning)
157 (Prophetic Arabic)
6 (Arba'in Al-Nawawi) 0
244 (Language gamification)
2803 (Language Board Games)
JSTOR 2475 (Arabic Language Learning) 10
691 (Prophetic Arabic)
30 Arba'in Al-Nawaw1
1199 (Language gamification)
388 (Language Board Games)
Mendeley 6931 (Arabic Language Learning) 10
145 (Prophetic Arabic)
15 (Arba'in Al-Nawawr)

Initial search

Finally, by methodically presenting these findings and refining them into thematic and database-specific insights, this research
gains a better understanding of the current landscape of gamification in Arabic language learning, with a focus on its use in Islamic
educational environments. This systematic technique, combined with detailed tables, ensures transparency and a solid evidentiary
framework for the study's findings on the efficacy of gamification and board games in Arabic language learning.

3.0 RESULTS

The findings of the study are based on a systematic literature review (SLR) that involved a thorough search across multiple academic
databases, including Taylor & Francis, JSTOR, and Mendeley. The objective was to identify existing research on key topics related to
the use of gamification and board games in language learning, with a particular focus on prophetic Arabic vocabulary and al-Arba'in
al-Nawawiyah. The data was filtered using specific inclusion and exclusion criteria to ensure the relevance and quality of the studies
considered.

The databases used for the SLR included three major academic sources: Taylor & Francis, JSTOR, and Mendeley. The
researchers employed a set of search terms related to the study’s core themes: gamification, language learning, board games,
prophetic Arabic, and al-Arba'in al-Nawawiyah. The search produced a significant number of initial results, which were then narrowed
down using inclusion and exclusion criteria to focus on the most relevant and high-quality studies.

31 Initial Search Results
3.1.1 Taylor & Francis

1) Language gamification: The search returned 500 articles. After applying the inclusion/exclusion criteria, 10 articles were retained
for the study. 2) Language board games: 9796 articles were identified, and 10 were selected for detailed analysis. 3) Arabic language
learning: Out of 2246 articles, 10 were chosen based on their relevance. 4) Prophetic Arabic: The search yielded 157 articles, and 10
were retained. 5) Arba'mn Al-Nawaw: Only 6 articles were found, of which 5 were selected for further study.

3.1.2 JSTOR

1) Language gamification: 244 articles were found, and 10 articles were selected. 2) Language board games: 2803 articles were
identified, with 10 retained for the study. 3) Arabic language learning: The search returned 2475 articles, with 10 selected. 4) Prophetic
Arabic: 691 articles were found, and 10 were selected. 5) Arba'ln Al-Nawaw: 30 articles were identified, and 10 were selected for
review.

3.1.3 Mendeley

1) Language gamification: 1199 articles were identified, with 10 articles selected. Language board games: 388 articles were found,
and 10 were retained. 2) Arabic language learning: The search produced 6931 articles, with 10 selected for analysis. 3) Prophetic
Arabic: 145 articles were found, and 10 were selected. 5) Arba'in Al-NawawT: 15 articles were identified, with 10 selected for review.
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3.2 Inclusion and Exclusion Criteria

To ensure that the most relevant studies were reviewed, the following criteria were applied: Firstly, the peer-reviewed articles or books
that focused on board games in language learning, Arabic language acquisition (especially classical or prophetic Arabic), and studies
directly related to teaching prophetic vocabulary in Islamic contexts. The studies selected were generally published between 2019 and
2024 to capture the most current methodologies. Lastly, the exclusion criteria showed that the articles that did not pertain to language
learning, did not involve gamification techniques, or focused on languages other than Arabic without transferable insights into religious
or classical language learning.

3.2.1 Gamification in Language Learning

The review found that gamification, including the use of board games, is effective in enhancing vocabulary acquisition, engagement,
and retention. This method was consistently shown to increase student motivation, which is critical for language learners, particularly
those dealing with complex vocabulary like prophetic Arabic. Board games as educational tools were identified as a particularly strong
tool for reinforcing language learning. The competitive and interactive nature of board games helps learners engage with the material
more deeply, promoting retention and application of vocabulary in context. This is particularly valuable in language learning, where
repetitive practice and immediate feedback are essential for success.

3.2.2 Arabic Language Learning

The selected studies confirmed that Arabic, particularly prophetic Arabic, poses unique challenges for non-native speakers due to the
complexity of its vocabulary and syntax. Traditional methods like rote memorisation were shown to be less effective for long-term
retention, reinforcing the need for more engaging tools like board games.

3.2.3 Prophetic Vocabulary Learning

Prophetic Arabic, such as the vocabulary found in hadith collections like al-Arba'in al-Nawawiyah, contains specialised terminology
with nuanced meanings. Many of the reviewed studies emphasised the difficulty that learners face when trying to master these terms,
particularly through traditional teaching methods. The gamification approach, especially using board games, was found to help mitigate
these challenges by encouraging active learning and contextual usage of the vocabulary.

3.2.4 Al-Arba'in al-Nawawiyah

The research specifically on al-Arba'in al-Nawawiyah is limited, with few studies addressing the pedagogical challenges posed by this
text. However, the studies that do exist suggest that using tools like board games can enhance students’ understanding of this key
Islamic text by making the learning process more interactive and accessible.

4.0 DISCUSSION

The findings of this study provide significant insights into the effectiveness of using gamification, particularly board games, to enhance
the learning of prophetic Arabic vocabulary within the context of al-Arba'in al-Nawawiyah. Several key themes have emerged from the
systematic review of literature that align with the research questions posed at the start of this study.

4.1 Gamification and Vocabulary Acquisition

The research findings support the notion that gamification has a positive impact on vocabulary acquisition, particularly in language
learning contexts. Board games, as a form of gamification, were found to improve engagement, motivation, and retention among
learners. This aligns with previous studies, which emphasised the role of interactive and competitive elements in reinforcing language
concepts through repetition and immediate feedback. Specifically, for non-native Arabic learners, the board game approach helps
bridge the gap in understanding prophetic Arabic vocabulary, which is often complex and challenging.

Therefore, this discussion highlights the effectiveness of integrating gamified learning tools, like board games, into Arabic language
teaching, especially for Islamic educational contexts. Traditional methods of vocabulary acquisition, such as rote memorisation, often
fail to achieve long-term retention. Gamification offers a dynamic alternative that not only engages students but also provides a more
effective means of learning prophetic vocabulary by contextualising and applying the words.

4.2  Addressing Challenges in Learning Prophetic Arabic Vocabulary

One of the central challenges highlighted in the literature is the difficulty non-native speakers face when learning classical Arabic
vocabulary from religious texts like al-Arba'in al-Nawawiyah. The results reveal that traditional teaching methods, which rely heavily
on rote learning, are not sufficient for the retention of complex prophetic vocabulary.

Indeed, the gamification, specifically through the use of board games, offers a more effective approach by introducing interactive
elements that make the learning process more engaging and less monotonous. By incorporating competition and collaboration, board
games foster a learning environment where students are more likely to retain and comprehend the specialised vocabulary needed to
understand hadiths.

4.3  Prophetic Arabic Vocabulary and Gamified Learning

A unique contribution of this research is its focus on prophetic Arabic vocabulary, which has not been extensively explored in prior
studies on gamification. The systematic review identified that while gamification has been applied broadly in language learning, its
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application in the realm of prophetic vocabulary within Islamic studies is still in its early stages. Hence, the results indicate that board
games designed specifically for learning prophetic Arabic can help students grasp the nuanced meanings of the vocabulary used in
hadith collections like al-Arba'in al-Nawawiyah.

4.4  Prophetic Arabic Vocabulary and Gamified Learning

The research findings have important implications for Islamic educational settings, particularly for non-native Arabic speakers. The
study suggests that integrating gamified learning tools such as board games into the curriculum can significantly enhance students'
ability to learn and retain prophetic vocabulary. Thus, this approach also helps address the limitations of traditional teaching methods
by providing a more engaging and interactive way of learning complex religious texts.

5.0 CONCLUSION

The systematic review found that gamification, particularly through board games, is a good strategy for improving the learning of
prophetic Arabic vocabulary. The selected research found that interactive learning methods outperformed traditional memorisation
techniques, particularly in terms of long-term retention and comprehension. This study shows that incorporating gamification into the
teaching of prophetic Arabic vocabulary, particularly through a board game, greatly improves student engagement, retention, and
comprehension. The board game created for al-Arba'in al-Nawawiyah effectively addresses the limitations of standard rote
memorisation approaches.

By enhancing student motivation and making vocabulary acquisition more interactive, the game contributes to better understanding
and long-term retention of key Arabic terms crucial for Islamic studies. Further development and exploration of gamification in this
context are recommended. The research supports the idea that educational tools like board games are a promising alternative for
Islamic educational settings, offering a more dynamic and engaging way to teach complex religious texts like al-Arba'in al-Nawawiyah.
This study highlights the promise of gamified learning methodologies in overcoming the unique obstacles provided by prophetic Arabic
vocabulary, particularly in non-native speakers. It also emphasises the need for additional study to broaden and improve these
strategies in Islamic education.

This study suggests including board games into Islamic training, especially for non-native Arabic speakers. This method can
improve prophetic vocabulary memorisation as well as engagement. Second, future research should investigate the long-term benefits
of gamification in religious studies, as well as the potential for adapting gamification technology to other Islamic educational subjects.
Finally, to address the obstacles created by traditional rote memorisation methods, educational institutions may consider introducing
interactive learning tools like board games into their courses.
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