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Virtual Reality (VR) is a computer-generated environment with scenes and objects 
that appear to be real, making the user feel they are immersed in their surroundings 
and become one of the most important technologies in game development. 
Although there are several learning strategy frameworks for learning game making, 
there is still a lack of frameworks that focus on how educational-adventure games 
help in learning Islamic Studies subject. Therefore, the main objective of this 
research is to develop an Educational Adventure Virtual Reality Game Framework for 
Islamis Studies subject using Unreal Engine 5. This study will be conducted to 
determine the impact of Educational-Adventure Virtual Reality game in sustaining 
or upgrading the student’s motivational level in the subject of Islamic studies. The 
Virtual Reality game is going to be developed based on a literature review and 
analysis. To validate the game, a quantitative experiment, and User Acceptance Test 
Case (UAT) will be conducted. Thirty-eight secondary students aged around 15 years 
old will be chosen to participate as the user to use the game for a trial of 4 sessions. 
There are 7 game development steps which are produced storyboard for the 
content, determine type of interaction required, develop Education-Adventure 
Virtual Reality game, test and evaluate, and use Educational-Adventure Virtual 
Reality game for Islamic studies. The game “Lets Learn Islam” will be developed to 
confirm whether the motivation of the students would improve after learning the 
Islamic Studies subject through the game. It will be measured through four game 
elements which are fidelity, constraint, fun and reward. The output of learning 
Islamic studies using Virtual Reality game give more impacts on knowledge, skills 
and understanding towards students compare to traditional way of teaching.
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ABSTRACT

EDUCATIONAL-ADVENTURE VIRTUAL REALITY GAME DEVELOPMENT USING 
UNREAL ENGINE 5 FOR ISLAMIC STUDIES: A CONCEPTUAL FRAMEWORK

 
Sustainability development practices currently is a pressing issue in many 
organizations and are gaining wide attention across the world. Presently, in Malaysia, 
the adoption of sustainable development practices among online distance learning 
higher education institutions is still at not a very encouraging level and much 
improvement need to be done to increase the level of adoption. This study aims to 
assess the direct relationships between intention and adoption of sustainable 
development practices among employees of Malaysian higher education 
institutions offering distance learning, as well as the direct relationships between 
intention and leadership style, organizational commitment, perceived behavioral 
control, and social norm. A survey questionnaire that was modified from earlier 
research projects and used in conjunction with the primary data was used to collect 
data. The data analysis involved 392 clean data which was analysed using structural 
equation modelling. Firstly, the measurement model was evaluated to determine 
the convergent validity by examining the construct reliability and validity. The 
discriminant validity was then assessed and verified using cross-loading and 
Hetrotrait-Monotrait (HTMT) ratios. The structural model was then evaluated and the 
hypothesis testing indicated that attitude, leadership style, perceived behavioural 
control, and the social norm have a significant positive direct relationship with 
intention. Furthermore, the intention was found to have a positive and significant 
relationship with adoption. This study provides some insights in providing strategies 
to enhance the adoption of sustainable development practices.
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This study investigates the role of teaching entrepreneurship in English and the 
inclusivity of English as an oral communication in shaping students' entrepreneurial 
self-confidence is analysed. Recent higher learning institutions have implemented 
entrepreneurship courses that are conducted in English due to its importance as a 
language of global communication and commerce. Therefore, this study seeks to fill 
the gap in previous research about the effect of language on students' 
self-confidence. To achieve the objective, a survey was conducted among the 
students of an entrepreneurship course taught in English. A total of 133 usable 
responses were obtained and used to analyse the data. Data were analysed using 
SmartPLS 4 of Structural Equation Modelling to perform multivariate analysis. The 
results revealed that independent and mediating variables have a strong effect on 
students' entrepreneurial self-confidence. Moreover, it was established that 
including English oral communication further enhances the relationship between 
entrepreneurship courses in English and self-confidence. This research contributes 
to the existing literature by highlighting the importance of language in 
entrepreneurship education, particularly the use of English for strengthening social 
capital and networking. Thus, it is essential for entrepreneurship education courses 
to be designed reflectively in regard to several other factors which will pave the way 
for students to become successful entrepreneurs. 
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