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1. INTRODUCTION  

The implementation of Islamic Education in the digital era faces significant pedagogical 
challenges due to students’ increasing dependence on interactive technology and digital media. 
However, learning practices at MTs Negeri 1 Kota Semarang, particularly in Grade VIII Islamic 
Religious Education classes, still predominantly apply conventional instructional approaches such as 
lectures, textbook-centered explanations, and written assignments. Based on preliminary classroom 
observations conducted in February 2026, many students gradually lost concentration during fiqh 
and Islamic Cultural History lessons, while classroom interaction remained relatively low because 
only a few students actively participated in discussions and question-and-answer sessions 
(Observation, 2026). Interviews with Islamic Religious Education teachers further revealed that 
maintaining students’ attention has become increasingly difficult because students are more 
accustomed to interactive digital content and online gaming environments in their daily activities 
than conventional classroom instruction (Teacher Interview, 2026). Documentation data from the 
2025/2026 academic year also indicated that Grade VIII consisted of approximately 352 students 
distributed across eleven classes, with several classes demonstrating low active engagement during 
religious learning activities (School Documentation, 2026). In addition, informal student interviews 
showed that most learners preferred interactive learning methods involving quizzes, educational 
games, videos, and collaborative classroom activities because such approaches were considered more 
engaging and easier to understand (Student Interview, 2026). Nevertheless, these digital learning 
preferences have not yet been systematically integrated into Islamic Religious Education classrooms, 
creating a pedagogical gap between students’ digital learning characteristics and the instructional 
approaches currently implemented at the madrasah level. Therefore, Game-Based Learning becomes 
highly relevant as an innovative pedagogical model capable of increasing students’ motivation, 
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 ABSTRACT  
This study investigates the implementation of Game-Based Learning 
(GBL) as an innovative pedagogical model in contemporary Islamic 
Education at MTs Negeri 1 Kota Semarang. The research was motivated 
by the continued use of conventional teaching methods, which often 
resulted in low student engagement, limited interaction, and reduced 
learning motivation among Grade VIII students. Employing a qualitative 
case study approach, data were collected through classroom observations, 
semi-structured interviews, and documentation analysis involving 
Islamic Religious Education teachers and students. The findings indicate 
that the use of digital platforms such as Quizizz, Kahoot, and Wordwall 
transformed the learning process into a more interactive, collaborative, 
and student-centered experience. Students showed higher participation, 
stronger motivation, improved teamwork, and better understanding of 
fiqh and Islamic Cultural History materials. Moreover, teachers adapted 
their roles from traditional knowledge transmitters to learning facilitators. 
The study also found that GBL effectively integrated Islamic values, 
including honesty, responsibility, cooperation, and discipline, making it 
a promising approach for enhancing learning effectiveness in modern 
madrasah education.    
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participation, and engagement within contemporary Islamic Religious Education learning. Previous 
studies have extensively discussed Game-Based Learning in general educational contexts, 
particularly regarding student motivation, engagement, digital pedagogy, and learning outcomes. For 
instance, (Deterding et al., 2011) focused on the conceptualization of gamification in education, 
while (Hamari et al., 2014) emphasized the motivational impact of gamification on student 
participation. (Plass et al., 2015) examined the theoretical foundations of Game-Based Learning in 
interactive learning environments. In the context of Islamic Education, several recent studies have 
investigated the implementation of digital game media in Islamic learning, such as (Zainuddin, 
Shujahat, Haruna, & Chu, 2020) who developed game-based Islamic learning media, (Zulkefli & 
Jamil, 2024), who explored the pedagogical principles of Game-Based Learning in Islamic education, 
and (Sari & Nugroho, 2022) who analyzed the effectiveness of digital Game-Based Learning in 
enhancing critical thinking skills. 

Previous studies on Game-Based Learning in Islamic Education mainly focused on gamification 
applications, student motivation, digital media integration, and bibliometric reviews. However, 
limited empirical studies have specifically examined Game-Based Learning as a comprehensive 
pedagogical innovation model within contemporary madrasah-based Islamic Religious Education 
classrooms, particularly concerning student engagement, classroom interaction, and contextual 
learning transformation. Therefore, this study becomes one of the earliest empirical investigations at 
MTs Negeri 1 Kota Semarang that integrates digital learning innovation, student participation, and 
contextual Islamic pedagogy into a unified pedagogical framework. Previous studies have primarily 
examined Game-Based Learning in Islamic Education from the perspectives of gamification 
applications, digital learning media development, student motivation, and bibliometric analyses. In 
contrast, this study offers a novel contribution by positioning Game-Based Learning as a 
comprehensive pedagogical innovation model that integrates student engagement, classroom 
interaction, teacher pedagogical transformation, and contextual Islamic values within contemporary 
madrasah-based learning environments through direct empirical investigation. This study offers a 
novel contribution by positioning Game-Based Learning not merely as digital learning media, but as 
a comprehensive pedagogical innovation model that integrates student engagement, classroom 
interaction, and contextual Islamic pedagogy within contemporary madrasah-based learning. This 
study aims to analyze the implementation of Game-Based Learning as an innovative pedagogical 
model in MTs Negeri 1 Kota Semarang to enhance student participation, classroom engagement, and 
the effectiveness of contemporary Islamic Religious Education learning. 

2. METHODS 

This study employed a qualitative case study approach to comprehensively investigate the 
implementation of Game-Based Learning in contemporary Islamic Education at MTs Negeri 1 Kota 
Semarang. The qualitative approach was selected because it enables an in-depth exploration of social 
phenomena, classroom interaction, student engagement, and contextual pedagogical transformation 
within natural educational settings (Creswell & Creswell, 2018). Research informants were selected 
through purposive sampling based on their direct involvement in the implementation of Game-Based 
Learning within Islamic Religious Education classes. The study involved 12 informants, consisting 
of 2 Islamic Religious Education teachers as key informants and 10 Grade VIII students as supporting 
informants, who were selected to provide comprehensive insights regarding the planning, 
implementation, learning experiences, student engagement, motivation, classroom interaction, and 
pedagogical impact of Game-Based Learning throughout the instructional process. Data were 
collected through classroom observations, semi-structured interviews, and documentation analysis 
involving learning activities, attendance records, teacher assessment notes, and school academic 
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documents. The observation instrument was developed to assess ten impact indicators of Game-
Based Learning, namely student participation, learning motivation, classroom interaction, 
understanding of fiqh and Islamic Cultural History materials, student confidence during discussions, 
collaborative learning skills, adaptation to digital learning platforms, classroom learning atmosphere, 
teacher pedagogical transformation, and overall student learning engagement. Although this study 
primarily employed a qualitative case study approach, descriptive quantitative data were utilized to 
support and strengthen qualitative findings rather than to conduct statistical hypothesis testing. The 
percentage data presented in Table 1 were derived from structured observation sheets, classroom 
participation records, documentation, and reflective learning reports involving 352 Grade VIII 
students. The frequency of students demonstrating each observed indicator was converted into 
percentages using descriptive analysis. These quantitative data served only as supporting evidence 
and were subsequently triangulated with interview findings, classroom observations, and 
documentation data to provide a more comprehensive understanding of the pedagogical impact of 
Game-Based Learning in Islamic Religious Education. 

Table 1. Observation Indicators 
No. Indicator 
1 Student Participation 
2 Learning Motivation 
3 Classroom Interaction 
4 Understanding of Learning Materials 
5 Student Confidence 
6 Collaborative Learning Skills 
7 Digital Learning Adaptation 
8 Classroom Learning Atmosphere 
9 Teacher Pedagogical Transformation 
10 Student Learning Engagement 

Data analysis employed the interactive model developed by Miles, Huberman, and Saldaña 
(2014), consisting of data condensation, data display, and conclusion drawing to ensure systematic 
interpretation and research validity. Furthermore, source triangulation and methodological 
triangulation were conducted to strengthen the credibility and trustworthiness of the findings 
(Lincoln & Guba, 1985). Figure 1 presents the qualitative research workflow, while Table 1 presents 
the observation indicators used in this study. 

3. RESULTS AND DISCUSSION 

RESULTS 
3.1 Game-Based Learning as a Pedagogical Innovation Model  

The implementation of Game-Based Learning in contemporary Islamic Education learning at 
MTs Negeri 1 Kota Semarang was conducted systematically through several pedagogical stages 
beginning from instructional planning, classroom preparation, learning implementation, student 
interaction, evaluation, and learning reflection. The implementation process started with the 
identification of classroom problems experienced during Islamic Religious Education learning, 
particularly in fiqh and Islamic Cultural History subjects. Based on preliminary classroom 
observations conducted in February 2026, Islamic Religious Education learning activities were still 
predominantly teacher-centered and relied heavily on lectures, textbook explanations, and written 
assignments, causing many Grade VIII students to gradually lose concentration after approximately 
twenty to thirty minutes of learning activities (Observation, 2026). 
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Figure 2. Implementation framework of Game-Based Learning as a pedagogical innovation model in 

contemporary Islamic Education at MTs Negeri 1 Kota Semarang. 
Source: Observation, teacher interviews, student interviews, and school documentation at MTs Negeri 1 

Kota Semarang (2026). 
Although the implementation of Game-Based Learning produced predominantly positive 

outcomes, the findings also revealed several challenges during the instructional process. Some 
students initially demonstrated resistance toward game-based activities because they were 
accustomed to passive learning patterns and felt hesitant to participate in competitive classroom 
environments. In addition, technical constraints occasionally emerged, including unstable internet 
connectivity, limited availability of digital devices, and differences in students’ digital literacy levels. 
Teachers also reported difficulties in designing game-based learning scenarios that simultaneously 
fulfilled curriculum objectives, assessment requirements, and Islamic educational values. These 
findings indicate that the effectiveness of Game-Based Learning is influenced not only by the digital 
platform itself but also by the readiness of infrastructure, teacher competence, and students’ 
adaptability to innovative learning approaches. The effectiveness of platforms such as Quizizz, 
Kahoot, and Wordwall compared with conventional instructional methods can be explained by their 
alignment with the characteristics of contemporary Muslim digital-generation learners. Unlike 
lecture-centered approaches that position students as passive recipients of information, Game-Based 
Learning provides immediate feedback, active participation, social interaction, and achievement-
oriented challenges that correspond to students’ daily experiences in digital environments. Madrasah 
students responded positively because the learning process became more relevant to their 
technological habits while still integrating Islamic values such as responsibility, cooperation, 
honesty, and discipline. Therefore, the success of Game-Based Learning is not merely a consequence 
of using technology but reflects its ability to bridge the gap between Islamic educational objectives 
and the learning preferences of digitally connected Muslim youth in the contemporary era. 
3.2 Impact of Game-Based Learning as a Pedagogical Innovation Model  

The implementation of Game-Based Learning has demonstrated significant pedagogical impacts 
on contemporary Islamic Education by transforming conventional learning into a more interactive, 
student-centered, and technology-integrated educational process. Through the integration of digital 
game elements, collaborative activities, and contextual learning experiences, Game-Based Learning 
contributes to improving student motivation, classroom participation, learning engagement, and 
conceptual understanding while simultaneously encouraging pedagogical innovation within 
contemporary madrasah learning environments. 
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Table 1. Percentage of the Impact of Game-Based Learning Implementation on Grade VIII Students at 
MTs Negeri 1 Kota Semarang 

Impact Indicators Percentage 
Increase in student learning participation 81.5% 
Improvement in learning motivation 85.5% 
Enhancement of classroom interaction 78.4% 
Improvement in understanding of fiqh and Islamic Cultural History materials 76.1% 
Increase in student confidence during discussions 73.5% 
Improvement in collaborative learning skills 83.5% 
Positive adaptation toward digital learning platforms 89.5% 
Improvement in classroom learning atmosphere 86.2% 
Teacher pedagogical transformation 80.4% 
Overall student learning engagement 84.0% 

Source: Observation results, teacher interviews, student interviews, classroom participation records, and Grade 
VIII academic documentation involving 352 students at MTs Negeri 1 Kota Semarang (2026). 

Table 1 presents the impact of Game-Based Learning implementation in contemporary Islamic 
Education learning involving 352 Grade VIII students at MTs Negeri 1 Kota Semarang. The findings 
demonstrate that the implementation of Game-Based Learning contributed positively to various 
pedagogical aspects, particularly student participation, classroom interaction, learning motivation, 
collaborative learning, and digital learning adaptation. The data indicate that most students responded 
positively toward interactive learning activities integrating educational games, collaborative 
challenges, and technology-assisted instructional media within Islamic Religious Education 
classrooms. Based on the table, the highest impact was identified in students’ positive adaptation 
toward digital learning platforms, reaching 89.5%, followed by improvement in classroom learning 
atmosphere at 86.2% and enhancement of learning motivation at 85.5%. In addition, overall student 
learning engagement reached 84.0%, while collaborative learning skills increased by 83.5%, 
indicating that students became more active and communicative during classroom interaction. The 
findings also reveal improvements in classroom participation (81.5%), teacher pedagogical 
transformation (80.4%), classroom interaction (78.4%), conceptual understanding of fiqh and Islamic 
Cultural History materials (76.1%), and student confidence during discussions (73.5%). These 
findings indicate that Game-Based Learning successfully transformed Islamic Religious Education 
learning into a more interactive, student-centered, and engaging pedagogical process within the 
contemporary madrasah learning environment. 

DISCUSSION  
The findings of this study demonstrate that the implementation of Game-Based Learning 

significantly transformed the learning process of contemporary Islamic Education at MTs Negeri 1 
Kota Semarang into a more interactive, collaborative, and student-centered pedagogical 
environment. The research findings revealed that students became more active during classroom 
discussions, demonstrated higher learning motivation, and showed greater enthusiasm toward fiqh 
and Islamic Cultural History learning activities after the integration of educational games, 
collaborative challenges, and digital learning platforms such as Quizizz, Kahoot, and Wordwall. 
These findings support the theoretical perspective proposed by (Deterding et al., 2011), who 
explained that gamification integrates game mechanics into educational contexts to create more 
meaningful and motivating learning experiences. Likewise, (Hamari et al., 2014) emphasized that 
game-based environments positively influence student engagement and classroom participation 
because game elements stimulate achievement motivation, competition, and active interaction among 
learners. In this study, classroom observations and interviews showed that students who were 
previously passive during conventional lecture-based instruction became more communicative and 
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actively involved in collaborative learning activities during Game-Based Learning implementation. 
This finding indicates that digital pedagogical innovation can effectively address the instructional 
challenges experienced in contemporary Islamic Religious Education classrooms. The results of this 
study also align with the theoretical framework developed by Plass et al. (2015), who argued that 
Game-Based Learning strengthens emotional engagement, cognitive interaction, and collaborative 
learning experiences within educational environments. In the context of this research, students not 
only demonstrated increased classroom participation but also showed stronger conceptual 
understanding of Islamic Religious Education materials because learning activities became more 
contextual, interactive, and enjoyable. This finding is consistent with (Sari & Nugroho, 2022), who 
found that digital learning innovation in Islamic Religious Education contributes significantly to 
improving students’ motivation and learning participation in Indonesian schools. Similarly, 
(Rahmawati et al., 2023) reported that gamification positively enhances students’ enthusiasm and 
engagement in Islamic learning activities. However, this study differs from most previous research 
because earlier studies mainly focused on gamification applications, digital learning media 
development, or bibliometric analysis, whereas this research specifically investigated Game-Based 
Learning as a comprehensive pedagogical innovation model within a contemporary madrasah 
classroom setting through direct empirical investigation involving classroom interaction, student 
engagement, contextual Islamic pedagogy, and collaborative learning transformation. Therefore, this 
study contributes a broader pedagogical perspective by positioning Game-Based Learning not merely 
as instructional media but as an integrated pedagogical framework capable of transforming Islamic 
Religious Education learning environments. 

The findings indicate that the implementation of Game-Based Learning transformed the 
pedagogical role of teachers from conventional knowledge transmitters into facilitators and 
instructional designers responsible for managing collaborative and interactive learning 
environments. Teachers became more actively involved in designing contextual learning scenarios, 
facilitating classroom interaction, and integrating Islamic values such as cooperation, honesty, 
discipline, responsibility, and mutual respect into game-based classroom activities. This 
transformation reflects constructivist learning principles emphasizing active knowledge construction 
through social interaction and contextual experiences. The implementation process also 
demonstrated that contemporary madrasah students are highly responsive toward technology-
assisted learning environments because most students are already familiar with interactive digital 
content and online games in their daily lives. Consequently, the integration of Game-Based Learning 
successfully bridged the gap between students’ digital learning characteristics and conventional 
pedagogical practices previously implemented within Islamic Religious Education classrooms. The 
implications of this study are significant both theoretically and practically. Theoretically, this study 
strengthens the conceptual development of Game-Based Learning within contemporary Islamic 
Religious Education by integrating digital pedagogy, collaborative learning, student engagement, 
and contextual Islamic educational values into a unified pedagogical framework. The findings also 
expand the application of constructivist and gamification theories within religious education 
contexts, particularly in madrasah-based learning environments. Practically, this study provides 
important implications for teachers, schools, and educational policymakers regarding the importance 
of adopting innovative digital pedagogical strategies to improve the effectiveness of Islamic 
Religious Education learning in the digital era. The implementation of Game-Based Learning can 
become an alternative instructional model for creating more interactive, enjoyable, and student-
centered Islamic learning environments while simultaneously strengthening students’ motivation, 
participation, and contextual understanding of Islamic values. Therefore, this study demonstrates that 
Game-Based Learning possesses substantial potential as a pedagogical innovation model capable of 
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transforming contemporary Islamic Religious Education learning into a more adaptive, collaborative, 
and meaningful educational process within modern madrasah environments. 

4. CONCLUSION 

The implementation of Game-Based Learning at MTs Negeri 1 Kota Semarang demonstrated 
that digital pedagogical innovation can effectively transform contemporary Islamic Education 
learning into a more interactive, collaborative, and student-centered educational process. The 
integration of educational game platforms such as Quizizz, Kahoot, and Wordwall successfully 
increased students’ classroom participation, learning motivation, collaborative interaction, and 
conceptual understanding of fiqh and Islamic Cultural History materials. The findings also revealed 
that students responded positively toward technology-assisted learning environments because the 
instructional process became more engaging, contextual, and relevant to their digital learning 
characteristics. In addition, the implementation of Game-Based Learning transformed teachers’ 
pedagogical roles from conventional lecture-centered instruction into facilitative and interactive 
learning practices integrating contextual Islamic values such as cooperation, responsibility, honesty, 
and discipline. Therefore, this study concludes that Game-Based Learning possesses substantial 
potential as an innovative pedagogical model for improving the effectiveness of Islamic Religious 
Education learning while simultaneously addressing the pedagogical challenges faced by 
contemporary madrasah education in the digital era. This study is limited to the context of a single 
madrasah and a qualitative case study design; therefore, future research is recommended to involve 
multiple institutions and employ mixed-methods or experimental approaches to examine the long-
term effectiveness of Game-Based Learning in Islamic Education. 
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