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People's daily lives are mostly dominated by mobile devices particularly in conducting 
business activities. Mobile devices are the first genuinely pervasive interaction device, 
that is now being used for a wide range of services and applications. This includes the 
promotion of donation activities through the Augmented Reality (AR) mobile 
application. This study found that one of the organizations that require the use of AR 
mobile applications to promote their donation activities is Asnaf Care. Currently, all 
donation activities have been carried out through the Asnaf Care website which still fails 
to influence and encourage the community to contribute and take part in the donation 
activities. Therefore, to promote the Asnaf Care fund and increase donations, this 
research was conducted to develop an AR mobile application. The AR mobile application 
was evaluated through an expert review method, and changes were made to the overall 
design, content, and function based on the feedback received. The goal of this study 
was to successfully promote the Asnaf Care services to users and increase the amount 
of money raised for impacted individuals. 
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1. Introduction 
 

Augmented Reality (AR) mobile applications are already widely utilized in a variety of industries, 
including online services, shopping, and education [1-4]. Aside from that, AR mobile applications are 
particularly useful in advertising items, tourist attractions and give awareness about certain thing 
such as depression [5-9] . This is due to the fact that the use of AR mobile applications can pique the 
interest of consumers due to their unique characteristics [10,11]. 

However, the use of AR that focuses on the Asnaf group is seen to be very limited [12,13]. 
Although zakat institutions in Malaysia have begun to adopt the use of technology-based systems, 
however, it is still limited [13,14]. Based on the study conducted by the researchers, it was found that 
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most zakat institutions in Malaysia use a technology-based system that only focuses on the payment 
of zakat online and find Asnaf [14,15]. 

The most common technologies used are website systems and mobile applications such as Mobile 
Jejak Asnaf MAIWP Federal Territory Islamic Religious Council and Jejak Asnaf Tabung Baitulmal 
Sarawak as shown in Figure 1. Preliminary interviews with experts also found the use of technology 
in other matters such as the distribution of zakat and public awareness of the Asnaf group is still at a 
very low level of use [14-16]. Therefore, it is not surprising that the use of AR technology by zakat 
institutions in Malaysia is seen to be very limited [15,17]. 
 

  
Fig. 1. Example of MAIWP Asnaf Track and Asnaf 
Track Mobile Application (Tabung Baitulmal 
Sarawak) 

 
On the other hand, Kedah Zakat Board (LZNK) has launched the “Asnaf Care” funding system to 

provide financial aid to those directly affected by the Covid-19 outbreak [18,19]. The “Asnaf Care” 
fund encourages the community to contribute and take part in distributing food supplies to those 
who are facing a shortage of food supplies, particularly during the Restriction of Movement Order 
(RMO) period from 18th March 2020. LZNK forecasts that zakat collections through “Asnaf Care” 
might reach MYR 36 million, benefiting 700,000 people that are likely to endure weak economic 
development as a result of the worldwide COVID-19 pandemic during the next six months [20,21]. 
Therefore, the AR mobile application for promoting “Asnaf Care” namely Mobile Augmented Reality 
for Promoting Asnaf Care in a short form as Mobile AR4AsnafCare has been developed by this study. 
It is to ensure the sufficiency of donation funds were available for distribution at such critical times. 
The Mobile AR4AsnafCare also will open up the opportunities for the public to contribute and donate 
easily and efffectively towards those who are in need. Upon completing the development phase, an 
evaluation of the proposed application has been carried out by utilizing the expert review method. 
The next section explains the details of the research methodology used to carry out this study. 
 
2. Methodology 
 

As depicted in Figure 2, there are two phases completed throughout the study. Phase 1 focused 
on the development of a prototype of the Mobile AR4AsnafCare. The components and all multimedia 
elements of the proposed prototype were gathered at this phase according to the requirement 
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analysis of the client with the knowledge of Human-Computer Interaction (HCI) guidelines [22-25]. 
Having analyzed all the user requirements then, the prototype of the Mobile AR4AsnafCare 
application was developed. In this phase, the developers used Unity 2020 to develop the application. 

In phase 2, the prototype of Mobile AR4AsnafCare application has been evaluated by utilizing the 
expert review method. There are five experts involved in this phase. The experts are the 
representative from the Asnaf Care Zakat Kedah itself and senior lecturers from the School of 
Multimedia Technology & Communication (SMMTC), Universiti Utara Malaysia (UUM). They have 
been selected based on their experience and knowledge related to multimedia niche areas, 
particularly in terms of interaction design, interface design, audio, and graphic design. 

Questions related to design, content, and functionality were prepared for the experts as 
suggested from Aziz et al., [26] and Omar et al., [27]. Then, the questions were given to the experts 
through Whatsapp during the online interview session. The interview began by having the experts 
play or watch a demo video of Mobile AR4AsnafCare application. The experts were not interrupted 
as it is important for them to have the freedom to provide valuable feedback. Written comments 
were then recorded to improve the developed prototype as proposed from Wang et al., [28] and Yee 
et al., [29]. The results are analyzed and discussed in the result section. 
 

 
Fig. 2. Research methodology 

 
3. The Prototype of Mobile AR4AsnafCare Application 
 

The concept of interactive design has been integrated into the Mobile AR4AsnafCare application. 
Figure 3 displays the Home page of the application, where users can click the “About Us”, 
“Campaign”, “Events” and “Exit'' buttons. Moreover, the logo of Lembaga Zakat Negeri Kedah (LZNK) 
and the funding system, Asnaf Care were included on all pages of the app. 

The “About Us” button navigates users to the next page and consists of three buttons, which are 
“Info”, “Website” and “AR Button”. When the users click the “Info” button, it navigates the user to 
another page as shown in Figure 4. Besides that, a “Home” logo has been included as a button at the 
left bottom of each page that enables users to click to go to the main page, which is the “Home” 
page. 
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Fig. 3. “About Us” button in the Home Page that enables users to go to the “About 
Us” Page when clicked 

 
Next, Figure 4 shows the interface of the “Info” page of the “Info” button. The page displays 

general info about how Asnaf Care has been created by Lembaga Zakat Negeri Kedah (LZNK). As on 
the previous page, a “Home” button has been included to make it easier for users to navigate to the 
main page. Besides that, the left and right arrow buttons have been included so that the users can 
click each button to go back and forth on the page. 
 

 
Fig. 4. Info about the creation of Asnaf Care in the “Info” page 
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For the “Website” button in Figure 5, the button has been linked to the main website that 
navigates users straight to Asnaf Care’s website. On the website, users are able to make donations 
and browse the website without any difficulties. 
 

 
Fig. 5. A “Website” button that brings users to Asnaf Care’s website 

 
After that, Figure 6 demonstrates an “AR Button” that requires users to scan the QR Code that 

displays more info about donations that includes food, cash vouchers, online learning equipment for 
underprivileged students, clothes, or Asnaf manners such as constructing and restoring Asnaf homes 
to make it simpler for the public to donate. Besides that, the video QR Code displays an AR that 
enables users to play a short video about Asnaf Care programs and activities to provide a general 
idea about what Asnaf Care has been funding. 
 

 
Fig. 6. “AR Button” that requires users to scan the QR Code 
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Back to the “Home” page, Figure 7 displays the “Campaign” page which shows four pages of the 
list of the campaign that consists of items such as food, cash vouchers, online learning equipment for 
underprivileged students, clothes, or Asnaf manners such as constructing and restoring Asnaf homes. 
Therefore, the first page of the “Campaign” contains a Home button, while the back-and-forth arrow 
buttons have been included in the rest pages. On the other hand, the “Events” button navigates users 
to the Facebook page of Lembaga Zakat Negeri Kedah (LZNK) and requires users to log in to their 
Facebook account if necessary. 
 

 
Fig. 7. “Campaign” page enables users to choose from the list of campaigns to that 
they wish to donate 

 
4. Finding and Discussion 
 

There are a total of 5 experts involved in the evaluation phase to evaluate the Mobile 
AR4AsnafCare application prototype. The set of interview questions as suggested in Aziz et al., [26] 
and Omar et al., [27] is tabulated in Table 1 and the result is tabulated in Figure 8. 
 

Table 1 
Interview Questions for Expert 
No. Questions  Focus 

Q1 Does Mobile AR4AsnafCare has attractive with the design look? Design 
Q2 In your opinion, do you think the design of Mobile AR4AsnafCare is able 

to promote asnaf care? 
Design 

Q3 Does the information provided in Mobile AR4AsnafCare can give 
comprehensive understanding about Asnaf Care to the target user? 

Content 

Q4 Does the in Mobile AR4AsnafCare is helpful for user to donate for Asnaf 
people?  

Content 

Q5 Are the font size and font type in the Mobile AR4AsnafCare suitable to 
view and read? 

Function 

Q6 Are all buttons in Mobile AR4AsnafCare functioning well? Function 
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 Fig. 8. Feedback from the Experts  

 
Table 1 describes the list of six questions for expert that focus on design, content and function. 

For the Question 1, “Does Mobile AR4AsnafCare has attractive with the design look?”, most of the 
experts agreed that this Mobile AR4AsnafCare application is attractive with the design look especially 
for Home Page. In Question 2 which is “In your opinion, do you think the design of Mobile 
AR4AsnafCare is able to promote Asnaf care?”, and all experts agreed with the statement that the 
design in mobile application is able in promoting Asnaf Care clearly. 

Besides that majority of experts also agreed in Question 3 that that Mobile AR4AsnafCare 
application can give comprehensive understanding about Asnaf Care to the target user. User can 
easily understand more about the Asnaf Care by exploring this Mobile AR4AsnafCare application. In 
addition, all experts also agreed with the statement in Question 4 that Mobile AR4AsnafCare is 
helpful for user to donate for Asnaf people. It is easily for user to do donation by choosing aby items 
provided in Mobile AR4AsnafCare application. 

Furthermore, in Question 5 only one expert was neutral with the statement as the expert thought 
that this mobile application can be improved in terms of the text readable, meanwhile the rest of 
experts agreed that the font size and font type in the Mobile AR4AsnafCare is suitable to view and 
read. Lastly, for Question 6, all experts agreed that the buttons in Mobile AR4AsnafCare application 
are functioning well. 
 
4.1 Experts’ Comments 
 

After having an interview session with the experts, the experts also provided their suggestions 
and valuable comments to improve the quality of the Mobile AR4AsnafCare application as shown in 
Table 2. 
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Table 2 
Expert’s Comments 
Expert Comments 

Expert 1 ● Overall, it is a good development of Augmented Reality mobile applications. 
● The expert suggested that the items should be listed one by one for each page. 
● The expert suggested that a "HOME" button should be placed on each campaign page. 
● The experts suggested adding audio such as a sound effect when the user clicks on the 

button. 
● The experts explained that the FAQ button should be included in the “HOME” page as it will 

be easier for users to know more about Asnaf Care. 
Expert 2 ● Overall, it is a good development of Augmented Reality mobile applications. 

● Need a bit of change, especially in the use of pages in the app. 
● Simplify the interface to reduce the number of pages. 
● The color of the app is nice. 
● Change the “ABOUT US” to “INFO” to make it easier for users so that users didn’t have to 

click two times to reach the page. 
● The experts suggested changing the “EVENTS" page to a picture with a little info & including 

a link to FB. 
Expert 3 ● The experts suggested distinguishing the button between the first page & the second page. 

● The app will be more interesting if animated elements were added. 
● Explore database coding that is suitable to use on both laptops & smartphones. 

Expert 4  ● Overall, it is a good development of Augmented Reality mobile applications. 
● The expert suggested including all main buttons on 1 page. 
● The expert suggested that the “CAMPAIGN” page will look more interesting if it is changed 

to a navigation page instead of a button to a new page 
● Instead of a video, the AR can be replaced with “INFO” which enables users to scan the QR 

CODE. 
Expert 5 ● The experts suggested putting a title at the top of each page. 

● The experts suggested distinguishing the button between the first page & the second page. 
● Move the button to scan QRCode AR to the “HOME” page. 
● The experts suggested removing the “WEBSITE” button and converting the “INFO” page to 

an AR. 

 
Based on the expert review feedback and suggestions from the design and content experts, the 

developers have made some improvements to the content and interface design of the proposed 
prototype. 

Figure 9 shows the changes that have been re-designed by the developers. The interface of the 
proposed app has been changed according to the suggestions and feedback from the experts. The 
Mobile AR4AsnafCare application have been simplified by removing unnecessary pages. “About Us” 
button has been changed to the “Info” button that requires users to scan the QR Code provided for 
users to get general info about Asnaf Care (Figure 10) and let people know the existence of the 
funding system. In addition, the interface has been simplified from two pages becoming one page by 
replacing the “Website” button with a logo button from the “About Us’ page, to the “Home” page 
that navigates users straight to the main website of Asnaf Care. 

The “Campaign” button remains the same while the “Events” button was replaced with the 
Frequently Asked Questions (FAQ) button. This button enables users to automatically download the 
FAQ of the Asnaf Care in PDF format. There, users can get all additional info about how to donate 
and more details on Asnaf Care. Therefore, the “AR Button” has been removed and replaced by the 
“Info” button with an AR button. In addition, the developers included the Facebook and Website 
button at the bottom of the page to make it easier for users to click as it navigates users straight to 
the main website and Facebook page of Asnaf Care. 
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Fig. 9. The changes in the interface by simplifying the pages from two pages into 
one page 

 

 
Fig. 10. Change the QR Code for “INFO” 

 
At this initial stage, this study intends to obtain comments from the experts' review method for 

the overall design, content, and function of the proposed app. Therefore, based on the valuable 
comments from the experts, several amendments have been performed to improve the development 
quality of the Mobile AR4AsnafCare application. Through expert reviews, the application's content 
and interface design has been improved. Heuristic evaluation based on Nelsen's and Molich's Design 
Guidelines will be carried out in the future study to improve the proposed prototype and obtain a 
more impactful and significant result. 
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5. Conclusions 
 

In conclusion, this study has achieved its objective which are (i) to develop the Asnaf Care AR 
mobile application and (ii) to evaluate the Asnaf Care AR mobile application through an expert review 
method. However, at this initial stage, the scope of the study is limited to the overall comments of 
the experts throughout the design, content, and function of the proposed application. Although the 
comments were classified and analyzed based on the experts' opinions, this study takes into account 
all the comments seriously and improves the proposed apps according to the expert comments. As 
this study required more in-depth analysis of the evaluation phase, therefore heuristic evaluation 
based on Nelsen's and Molich's Design Guidelines and user experience testing will be carried out in 
the future works of the study. 
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