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Abstract

The use of digital technology in education is growing and opening up space for more
innovative teaching approaches, including the use of gamification in teaching Islamic
Education. This approach is seen as having the potential to make the learning process more
interactive and increase students' interest in the learning content. However, studies related
to gamification in Islamic Education are still scattered and have not been systematically
collected in a comprehensive literature analysis. Therefore, this study aims to conduct a
systematic literature review to examine the implementation of digital gamification in teaching
Islamic Education, its impact on student motivation and mastery, and the challenges of its
implementation in the educational context. This study uses the Systematic Literature Review
(SLR) method based on PRISMA guidelines, which involves four main stages, namely
identification, screening, qualification and selection of articles. The literature search process
was carried out through the Scopus and Web of Science databases, which produced 213 initial
records. After the process of removing duplicate articles, screening titles and abstracts, and
evaluating the full text was carried out, a total of 20 articles were selected for analysis. The
results of the analysis identified three main themes, namely the implementation of digital
gamification in teaching Islamic Education, its impact on student motivation and mastery, and
the challenges of its implementation. This study suggests that the use of digital gamification
be strengthened through teacher training, the provision of technological infrastructure, and
the development of more systematic teaching materials. This study also contributes by
offering a structured synthesis of recent research trends and identifying key gaps that require
further investigation in the context of Islamic Education.

Keywords: Digital Gamification, Teaching, Islamic Education, Student Motivation, Education
Technology

Introduction

The development of digital technology has brought about significant changes in teaching and
learning approaches in various fields of education. In the context of modern education, the
use of technology such as mobile applications, digital learning and gamification elements is
increasingly receiving attention because it has the potential to increase student engagement
and motivation in the learning process. The gamification approach allows the integration of
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game elements such as challenges, rewards and immediate feedback which can make
learning more interactive and interesting. Previous studies have shown that the use of
gamification in education can increase student motivation and encourage behavioral changes
through mechanisms such as point systems, achievement levels and continuous feedback
(Ryu et al. 2025). In addition, the development of mobile technology has also opened new
opportunities in the field of education, including in Islamic studies through mobile learning
approaches that allow students to access learning content flexibly and interactively (Ahmad
et al. 2025).

In the context of Islamic Education, the integration of digital technology is seen as an
approach that has the potential to enrich traditional teaching methods which previously
relied heavily on lecture and memorization methods. The use of technology such as learning
applications, interactive multimedia and educational games can help students understand
learning content more effectively and increase their interest in learning. Studies show that
the use of digital approaches such as videos, animations and educational games can increase
student engagement and support the delivery of more systematic and interesting teaching
content (Widat & Kurniawan 2023). Along with the development of educational technology,
efforts to integrate gamification in Islamic Education teaching are also growing in Malaysia
and several regional countries. A study conducted by lzzati, Hijriyyah and Safari (2026) found
that the use of gamification elements in Islamic Religious Education learning has a positive
relationship with the level of student activity in the classroom.

However, analysis of previous studies shows that research related to the use of
gamification in Islamic Education teaching is still isolated and has not been systematically
collected to identify more comprehensive research trends (Zainuddin, Mardianto & Matsun
2023). In addition, there are several constraints identified in existing studies. From an
empirical point of view, some studies focus more on the potential use of certain technologies
in Quran learning without involving a wider study sample to evaluate the effectiveness of the
approach in various learning contexts (Birgun 2026). From a methodological perspective,
there are studies that focus on the development of digital learning applications with limited
evaluation without using a more comprehensive study design such as longitudinal study or
data triangulation (Iftikhar, Hayat & Sadia 2024). Meanwhile, from a theoretical perspective,
several studies emphasize the use of technology in learning the Quran without clearly linking
it to the pedagogical framework of Islamic education (Akem et al. 2025). In addition, most of
the literature reviews conducted in previous studies do not use a systematic approach such
as the PRISMA or SALSA framework, which has the potential to cause inconsistent article
selection and less overall assessment of study quality (Kitchenham & Charters 2007).
Therefore, there is a need to conduct a systematic literature review that can gather the
findings of previous studies in a more structured manner to understand the implementation
of digital gamification in the teaching of Islamic Education more comprehensively. Despite the
increasing integration of digital technology in education, studies focusing specifically on the
use of digital gamification in Islamic Education remain limited and fragmented. Most existing
research tends to examine general educational contexts without providing a comprehensive
synthesis within the domain of Islamic Education.

This limitation highlights the need for a systematic analysis to better understand how
gamification is implemented, its effectiveness, and the challenges faced in this specific field.
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Therefore, this study contributes to the existing body of knowledge by providing a systematic
and structured review of recent studies on digital gamification in Islamic Education.
Specifically, this study offers a comprehensive synthesis of empirical findings, identifies key
themes related to implementation, impact, and challenges, and provides insights that can
support educators, researchers, and policymakers in enhancing teaching practices in the
digital era. In this regard, this study was conducted to examine the use of digital gamification
in the teaching of Islamic Education through a systematic literature review approach.
Specifically, this study aims to:

1. Identify the digital gamification approach used by teachers in teaching Islamic
Education based on previous studies.

2. Analyze the impact of using digital gamification on student motivation and mastery in
learning Islamic Education.

3. Identify the challenges faced by teachers in implementing digital gamification in
teaching Islamic Education.

Research Question

In a systematic literature review (SLR), the formulation of research questions is an important
step that serves as the main guide in the process of systematically identifying, filtering and
analyzing previous studies. Clear and focused research questions enable the literature
mapping process to be carried out more systematically and help researchers focus on relevant
aspects of the study (Kitchenham & Charters 2007). In this study, the formulation of research
qguestions uses the PiCo mnemonic approach, which includes Population, Interest and
Context, which is a framework suitable for use in educational research and qualitative studies
to help clarify the focus of the study (Schlosser & Wendt 2007). Based on the framework,
population refers to students in the field of Islamic education, interest refers to the use of
digital gamification in the learning process, while the context of the study is the teaching of
Islamic Education. This approach is used to ensure that the research questions are
constructed in line with the purpose of the study which focuses on the use of digital
gamification in the teaching of Islamic Education.

Based on the analysis of 20 related articles that were systematically reviewed, as well as
initial coding based on the main themes that emerged, the three research questions are
formulated as follows.

1. How is the digital gamification approach used by teachers in teaching Islamic

Education based on previous studies?

2. What is the impact of using digital gamification on student motivation and mastery in

learning Islamic Education?

3. What are the challenges faced by teachers in implementing digital gamification in

teaching Islamic Education based on the findings of previous studies?

Significance of Study

This study provides a more comprehensive picture of the use of digital gamification in Islamic
Education teaching based on a systematic analysis of previous studies. The findings of this
study can contribute to the expansion of knowledge related to the integration of digital
technology in Islamic Education pedagogy. In addition, the results of this study have the
potential to assist stakeholders such as the Ministry of Education Malaysia and Islamic
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educational institutions in formulating a more systematic approach and guidelines for the
implementation of digital gamification in Islamic Education teaching. This study can also
provide guidance to teachers and digital learning material developers in improving the
effectiveness of teaching through a more interactive and interesting approach. In addition,
this study opens space for further research related to the use and effectiveness of digital
gamification in Islamic Education teaching in the future.

Literature Review

The development of digital technology has brought significant changes in teaching and
learning approaches in the field of education, including Islamic education. The use of
technology such as mobile applications, interactive multimedia and digital learning platforms
is seen to be able to enrich students' learning experiences through a more flexible and
student-centered approach. A study by Akem et al., (2025) shows that the integration of
technology in learning the Quran can increase students' access to learning materials and
facilitate the process of delivering knowledge in a more interactive way. For example, a study
on the use of Android-based Quran applications found that digital technology can support the
teaching and learning process by providing learning materials that are more accessible and
interesting (Iftikhar, Hayat and Sadia, 2024). In addition, the use of digital technology in
learning the Quran also opens opportunities for more innovative teaching approaches in line
with the development of current educational technology (Akem et al., 2025).

Along with the development of educational technology, the gamification approach has
also been introduced as an innovative strategy in increasing the effectiveness of learning.
Gamification refers to the use of game elements such as rewards, achievement levels and
challenges in the learning process to increase student motivation and involvement. Ryu et
al.'s study, (2025) showed that the use of gamification in learning can increase student
motivation through mechanisms such as immediate feedback and reward systems that
encourage active participation in learning activities. The same study also found that the use
of gamification elements such as a points system and periodic feedback can increase
individual motivation in carrying out a learning activity continuously (Ryu et al., 2025). In
addition, other studies also show that the gamification approach can increase the
effectiveness of learning through a more interactive and interesting learning experience
(Wafaa Elsawah, 2025).

In the context of Islamic education, the use of gamification is also seen as an approach
that has the potential to increase student involvement in the learning process. This approach
allows teachers to integrate game elements in teaching activities to create a more interesting
and enjoyable learning atmosphere. Studies related to game-based learning in Islamic
Religious Education found that the use of game-based learning media can increase student
activity and help them understand the learning content more effectively (Zainuddin,
Mardianto and Matsom, 2023). Studies on gamification in Islamic character formation also
show that game elements can support the learning of Islamic values through a more
interactive and student-centered approach (Umam, Arifin and Darwis, 2026).

In addition to the use of gamification in Islamic education in general, several studies have

also examined its use in learning the Quran and tajwid. This approach is seen to be able to
help students understand abstract learning content through more visual and interactive
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methods. Studies on the use of gamification-based teaching materials in tahfiz education
found that this approach can increase student involvement in the process of reviewing the
memorization of the Quran (Ahmad et al., 2023). In addition, the development of game-based
learning media such as the Ludo Lintas Tajweed (LOLITA) game shows that the integration of
game elements in learning tajwid can help students understand the concept of tajwid more
easily and increase interaction in the learning process (Nazliati et al. 2024).

In addition, the development of new technologies such as artificial intelligence and
augmented reality also has the potential to enrich teaching approaches in Islamic education.
Studies show that artificial intelligence technology can support the learning process of the
Quran through the provision of more interactive and adaptive learning applications to
students' needs (Abdul Alim et al., 2025).

In addition, the integration of augmented reality technology in learning media also has
the potential to improve students' understanding of learning content through clearer and
more attractive visualization (Pradhana, Musthafa and Putra, 2023). Overall, the findings of
previous studies show that the integration of digital technology and gamification has the
potential to increase teaching effectiveness and student engagement in Islamic Education
learning.

Metodology

This study uses a Systematic Literature Review approach based on the PRISMA (Preferred
Reporting Items for Systematic Reviews and Meta-Analyses) framework. PRISMA is a widely
used guideline in systematic research because of its ability to ensure transparency,
consistency, and reliability at every stage of the study implementation (Khalilullah et al.,
2025). The use of this framework is important in the context of this study which aims to
systematically review and evaluate the use of digital gamification in teaching Islamic
Education. This approach not only guarantees the level of accuracy in the selection and
evaluation of previous studies but also ensures that the results obtained have validity and
applicability in current educational practices. For this purpose, two main databases were
selected, namely Scopus and Web of Science. This selection was based on their extensive
bibliographic coverage and their reliability in displaying the latest and high-impact articles in
the field of Islamic education and technology. The search process was carried out using
combined keywords such as “gamification”, “digital gamification”, “Islamic education”,
“teaching Islamic studies”, “game-based learning”, and “technology in Islamic education”. The
search period was set from 2021 to 2026 to ensure its up-to-dateness.

According to the PRISMA guidelines, the implementation of this SLR went through four
main stages: identification, screening, eligibility, and data extraction. At the identification
stage, a total of 213 articles were identified from two databases based on the specified
keywords. Then, an initial screening was carried out to remove duplicate, irrelevant, or non-
focused articles. At the eligibility stage, only articles that met the inclusion criteria, which
involved the use of digital gamification in Islamic Education teaching, were selected. Studies
that were not reviewed, such as editorials or did not contain empirical data, were excluded.

Finally, data from the selected articles were collected and analyzed thematically using
the SALSA (Search, Appraisal, Synthesis, and Analysis) approach as proposed by Booth et al.

101



INTERNATIONAL JOURNAL OF ACADEMIC RESEARCH IN PROGRESSIVE EDUCATION AND DEVELOPMENT

Vol. 15, No. 2, 2026, E-ISSN: 2226-6348 © 2026

(2016). This approach allows previous studies to be systematically analyzed through a
literature search process, study quality assessment, findings synthesis, and content analysis
of studies related to the research focus. In this study, the selected articles were analyzed and
organized according to several main themes such as the approach to using digital gamification
in teaching Islamic Education, the impact of using gamification on student motivation and
mastery, and the challenges of implementing digital gamification in the context of teaching
Islamic Education. This approach allows for a more systematic and comprehensive literature
review and provides a clearer picture of the development of research related to the use of
digital gamification in teaching Islamic Education.

Identification

The identification phase is the initial stage in the systematic literature review process which
aims to identify articles that are potentially relevant to the focus of the study. At this stage,
several key keywords and related terms are identified to assist the literature search process
in @ more systematic and directed manner. The selection of keywords is made based on the
main concept of the study and is supported by references from previous studies and relevant
academic sources. Among the keywords used in the search process are gamification, digital
gamification, Islamic education, teaching Islamic studies, game-based learning and
technology in Islamic education. These keywords are combined to form search strings that are
adapted to the database used. The literature search process is carried out using two main
databases, namely Scopus and Web of Science (WoS) because both provide extensive
coverage of academic articles in the field of education and educational technology. As a result
of this initial search process, a total of 213 articles were identified as potentially relevant to
the focus of the study, which is related to the use of digital gamification in teaching Islamic
Education.

Table 1

Article Search Keywords

TITLE-ABS-KEY (("gamification" OR "digital gamification" OR "game-based learning"

Scopus OR "educational games") AND ("Islamic education” OR "Islamic studies" OR

(n=77) "religious education" OR "technology in Islamic education") AND ("teaching" OR

"learning" OR "instruction" OR "classroom"))

TOPIC: (("gamification" OR "digital gamification" OR "game-based learning" OR
WoS "educational games") AND ("Islamic education" OR "Islamic studies" OR "religious

(n=136) education" OR "technology in Islamic education") AND ("teaching" OR "learning"

OR "instruction" OR "classroom"))

Based on the selected keywords, the article search process was carried out in three main

databases, namely Scopus and Web of Science. All these databases were selected based on

several advantages they have. Scopus and Web of Science have good strength in terms of

comprehensive search. After the keywords were selected, the database and search technique

successfully obtained a total of 77 articles from Scopus and 136 articles from Web of Science

and all these articles will go through the second stage in the systematic search strategy,

namely screening.

Screening

The screening stage was conducted to ensure that the selected articles were truly relevant to
the study objectives which focused on the use of digital gamification in the teaching of Islamic
Education. At this stage, the screening process was carried out using the inclusion and
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exclusion criteria systematically as shown in Table 2. Only articles published between 2021
and 2026 and available in Malay and English were selected for analysis in this study. In
addition, the selected articles must be directly related to the field of Islamic education,
especially those involving the use of digital gamification, game-based learning or digital
technology in the teaching and learning process. On the other hand, articles published outside
the specified year period, published in languages other than Malay and English, or not related
to the study topic were excluded from the analysis. Studies that did not go through the peer
review process, were not obtained from a recognized academic database, or did not have full
text were also excluded to ensure the quality of the sources used in this study.

In addition, the inclusion criteria also emphasized the focus of the study findings. The
selected articles must have findings that focus on the use of digital gamification, game-based
learning or the use of digital technology in the teaching of Islamic Education. Studies involving
the use of digital game applications or platforms such as Kahoot, Quizizz and other interactive
learning platforms in the teaching process were accepted for analysis in this study. On the
other hand, articles that did not focus on the use of gamification or were not related to the
teaching of Islamic Education were removed from the analysis to ensure that all selected
articles were truly in line with the focus of the literature review conducted. Before the
screening process was implemented, a total of 21 duplicate articles were identified and
removed from the list of studies. After the duplicate articles were removed, a total of 95
articles went through the screening process based on titles and abstracts. Of these, 50 articles
were excluded because they did not meet the set criteria, thus leaving the remaining 45
articles eligible to go through the next stage of eligibility assessment in this study.

Table 2
Inclusion Criteria Used

Kriteria Incluison Exclusion

Studies published outside the

Year of Publication 2021 - 2026 o .
specified period

_— Journal articles and books related to the Publications that are not related to
Publication Type . .
research topic the research topic
Language Type Malay and English Language Besides Malay and English

Empirical, conceptual/theoretical or

T f Findi
ype of Finding literature study form

Not empirical, not academic

Data related to the use of digital Data that is not related to the use of
. amification, game-based learning or digital gamification, game-based
Focus on Findings g. . & . . § . & . 8 . & .
digital technology in teaching Islamic learning or digital technology in the
Education teaching of Islamic Education

Eligibility

The eligibility stage was conducted to more thoroughly assess the suitability of articles that
had passed the initial screening process. At this stage, 45 articles that were identified as
potentially relevant were analyzed in more depth through full-text reading to ensure that
each study truly met the established criteria and had a direct link to the focus of the study,
namely the use of digital gamification in the teaching of Islamic Education. This process also
involved an assessment of the content of the study, the type of methodology used, and the
suitability of the study findings with the research objectives.
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In the evaluation process, several articles were excluded because they did not discuss the
use of digital gamification specifically in the context of teaching Islamic Education or only
focused on aspects of educational technology in general without relating it to game elements
in learning. In addition, there were also studies that did not provide clear findings related to
the implementation of gamification in teaching and learning and were therefore removed
from further analysis. As a result of this evaluation process, 25 articles were excluded because
they did not meet the established study criteria. Therefore, the remaining 20 articles were
selected as the final sample for analysis in this systematic literature review, consisting of 12
articles from the Scopus database and 8 articles from the Web of Science (WoS) database.
These articles were then used in the analysis process to identify key themes and findings
related to the use of digital gamification in Islamic Education teaching.

Table 3
PRISMA 2020 flow diagram for new systematic reviews which inclued searches of databases
and registers only

[ Identification of studies via databases and registers ]
Records removed before
c screening:
g Records identified from*: Duplicate records removed
K Scopus (n = 77) (n=21)
= Web of Science (n = 136) —> Records marked as ineligible
5 by automation tools (n =0)
=) Records removed for other
reasons (n=0)
—/
() | Record d Records excluded**
ecords screene ecords exclude
—>
(n=192) (n=97)
REE)OI’IS sought for retrieval Reports not retrieved
> (n=95) (n=5)
c
[¢}]
2
o |
)
Reports assessed for eligibility
(n=90) —®| Reports excluded: (n = 45)
| Reason 1 (n = 18)
Reason 2 (n = 15)
Reason 3 (n = 12)
etc.
e’/
= Studies included in review
9 (n=20)
=5 Reports of included studies
E (n =20)
Scopus (n =12)
— Web of Science (n = 8)
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The PRISMA diagram shows the process of selecting articles systematically carried out in this
study. At the identification stage, 213 articles were identified from the Scopus and Web of
Science databases. After the process of removing duplicate articles of 21 records, the
remaining 192 articles went through a screening process based on titles and abstracts. Of
these, 97 articles were removed because they did not meet the study criteria. Next, 95 articles
were identified to obtain full text, but 5 articles could not be obtained due to the lack of full
access. Therefore, 90 articles were assessed at the eligibility stage through reading the full
text. Of these, 45 articles were excluded because they did not meet the focus of the study.
Finally, 20 articles were selected for analysis in this systematic literature review, consisting of
12 articles from the Scopus database and 8 articles from the Web of Science database.

Quality Assessment

The articles selected in this study have gone through a quality assessment process to ensure
that each study used truly meets the established criteria and can reduce the risk of bias in the
literature analysis. This process is important to identify the level of reliability of the selected
articles and to ensure that the studies analyzed have a clear methodological basis and are
relevant to the research focus. In this study, quality assessment was carried out on 20 articles
that have passed the qualification stage by assessing several key aspects such as the clarity of
the study objectives, the suitability of the methodology used and the importance of the study
findings on the use of digital gamification in the teaching of Islamic Education.

For the purpose of the assessment, two assessors with expertise in the fields of Islamic
education, educational technology and gamification-based learning were appointed to assess
the selected articles. The quality assessment was carried out using the Mixed Methods
Appraisal Tool (MMAT) proposed by Hong et al. (2018). This instrument was used because the
studies analyzed in this systematic literature review involved various research designs such as
guantitative, qualitative studies and studies that used a mixed methods approach. The use of
MMAT allows each article to be assessed more systematically based on the suitability of the
study design used.

The evaluation process began by evaluating two basic criteria, namely whether the article
had a clearly stated research question and whether the data or study findings reported were
able to answer the research questions posed. Articles that met these two basic criteria were
then further evaluated based on several specific criteria related to their respective study
designs. Each article was evaluated using three assessment categories, namely Yes, No and
Can’t Tell, to ensure that the assessment was carried out thoroughly and consistently. To
ensure accuracy and objectivity in the evaluation process, both assessors needed to reach a
mutual agreement on the decisions made for each article evaluated. If there was a difference
in assessment, further discussion would be held until agreement was reached. The results of
the evaluation process showed that all the selected articles met the basic criteria set and had
appropriate methodological quality to be analyzed in this study. Therefore, all 20 articles were
used in the subsequent analysis process to identify the main themes and findings related to
the use of digital gamification in the teaching of Islamic Education.
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Data Extraction and Analysis

The data extraction process in this study was carried out systematically by two researchers to
ensure the accuracy and reliability of the data obtained from articles that had passed the
quality assessment stage. The main purpose of this process was to identify information
related to the focus of the study, namely the use of digital gamification in the teaching of
Islamic Education, especially in learning the Quran and tajwid. In this process, the researcher
examined several important parts of each article such as the abstract, study findings and
discussion section. However, if there is relevant information in other sections such as
methodology or introduction, that section is also examined to ensure that all important data
can be collected comprehensively. The information extracted from each article is then
recorded and arranged in tabular form to facilitate a more organized comparison and analysis
process.

After the data extraction process is complete, the next step involves data analysis
through a qualitative synthesis approach. This approach was chosen because this systematic
literature review includes articles with various research designs such as qualitative,
guantitative and mixed methods studies. In this study, thematic analysis techniques are used
to identify patterns, similarities and relationships between the study findings that have been
extracted from selected articles. The thematic analysis method is an appropriate approach in
systematic literature review because it allows researchers to identify the main themes that
emerge from the findings of previous studies (Flemming et al., 2018). Each finding obtained
from the article is carefully analyzed and if there are similarities or connections between the
findings, they will be grouped into the same category.
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Through this grouping process, several main themes were successfully identified based on the
tendencies of the study findings analyzed. The results of the analysis show that there are
three main themes related to the use of gamification in the teaching of Islamic Education. The
first theme is related to the implementation of digital gamification in the teaching of Islamic
Education. The second theme is the impact of digital gamification on student motivation and
mastery. Meanwhile, the third theme is related to the challenges of implementing digital
gamification in the teaching of Islamic Education.

Each main theme identified was then analyzed in more depth to identify more specific
sub-themes. As a result of this process, a total of eight sub-themes were formed to describe
the study findings in more detail and in line with the established study objectives. To ensure
the validity of the themes formed, all the identified themes and sub-themes were reviewed
by two experts in the fields of educational technology and Islamic Education. Both experts
agreed that the identified themes were appropriate and had a clear connection to the focus
of the study.

Theme
Implementation of The Impact of Digital Challenges of
Study Design Digital Gamification Gamification on Implementing Digital
in Islamic Education Student Motivation Gamification in Islamic
Teaching and Mastery Education Teaching

1 aL /

2 aL /

3 aL /

4 aL /

5 QL /

6 QL /

7 aL /

8 QL /

9 QL /

10 aL /

11 aL /

12 aL /

13 QN /

14 QN /

15 QN /

16 QN /

17 MX /

18 MX /

19 MX /

20 MX /

QN - Quantitative
QL - Qualitative
MX - Mix Methods
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Study Results

Background of Study

Before discussing the main findings of this study, the focus is on the background of the
articles/references selected for this SLR study. Of the 20 articles selected, four articles were
published in 2023, five articles were published in 2024, seven articles were published in 2025.
There were also four articles published in 2026, which were also included to provide a more
up-to-date perspective on teaching Islamic Education using a gamification approach.

Based on publication, the selected articles were published in journals related to Islamic
education and educational technology. Most of the articles were published in journals that
focused on gamification, including the Journal of Quranic Teaching and Learning, which
extensively discussed the use of gamification in Islamic education. In addition, several articles
were also published in the International Journal of Evaluation and Research in Education. The
remaining articles were published in journals that focused on educational technology and
digital learning, such as the Journal of Advanced Research in Applied Sciences and Engineering
Technology.

The diversity of journals that published these articles shows that studies on gamification
in teaching Islamic Education are receiving increasing attention among researchers, with an
increasing focus on its effectiveness in increasing student motivation and mastery in Islamic
Education. The publication of these articles in a recognized journal signifies the relevance and
importance of research on the use of gamification in Islamic education, as well as providing a
significant contribution to the understanding and practice of more innovative teaching.

Findings

Based on the analysis of 20 articles selected in this systematic literature review, the findings
show that the use of digital gamification is increasingly gaining attention in the field of
education, especially in improving the effectiveness of the teaching and learning process.
Previous studies have shown that the integration of game elements in learning can create a
more interactive learning environment and increase student motivation and involvement in
learning activities (Widat and Kurniawan 2023). In the context of Islamic education, the use
of digital technology such as Quran learning applications, game-based learning media and
game-based learning approaches are also seen as having the potential to support the process
of mastering learning content including Quran reading skills and tajwid more effectively
(Elsawah 2025). However, several studies have also emphasized that the implementation of
gamification in education requires appropriate pedagogical planning and sufficient
technological support to ensure its effectiveness in the teaching process (Zainuddin,
Mardianto and Matsum 2023). Based on the analysis conducted on the articles, three main
themes have been identified to explain the findings of this study, namely the implementation
of digital gamification in Islamic Education teaching, the impact of digital gamification on
student motivation and mastery, and the challenges of implementing digital gamification in
the teaching process.

Implementation of Digital Gamification in Islamic Education Teaching

The implementation of digital gamification in Islamic Education teaching is seen to be growing
in line with the advancement of educational technology. Several studies have shown that the
gamification approach is used as a strategy to make the learning process more interactive and
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attract students' interest in the learning content. The use of digital game-based learning
media allows teachers to deliver Islamic Education content in a more creative and student-
centered way. For example, the development of game-based learning media has been found
to be able to support the delivery of Islamic Education content through more interesting and
systematic learning activities (Zainuddin, Mardianto and Matsum, 2023). In addition, the
development of digital game-based tajwid learning media also shows that gamification
elements can be integrated into the design of learning materials to help students understand
the tajwid content more easily (Nazliati et al. 2024).

In addition to the development of learning media, the implementation of gamification
can also be seen through the integration of game elements in teaching and learning activities
carried out by teachers. Previous studies have shown that the gamification approach is used
in the classroom to increase student involvement in Islamic Education learning using game-
based activities and digital interactions (Ramadhani et al., 2026). In addition, the use of
gamification-based teaching materials has also been found to be able to diversify the methods
of repeating the Quran memorization in Tahfiz educational institutions (Ahmad et al., 2024).
This approach shows that gamification is not only used as a technological tool alone but also
acts as a pedagogical strategy that can support more active learning.

The implementation of gamification in Islamic Education teaching also involves the use
of more diverse digital technologies such as augmented reality, learning applications and
educational games. Studies show that technologies such as augmented reality can be used as
game-based learning media that support a more interactive learning experience (Pradhana,
Musthafa and Putra, 2023). In addition, the use of digital methods in the management of
tajwid learning also shows how digital technology is used to enrich the learning experience
through interactive learning materials such as videos, animations and educational games
(Faizatul Widat and Kurniawan, 2023). This approach shows that the integration of technology
in Islamic Education teaching can support a more flexible learning process and is in line with
the development of today's digital education.

Overall, the study findings show that the implementation of digital gamification in Islamic
Education teaching can be done through various approaches such as the development of
game-based learning media, the integration of game elements in learning activities and the
use of digital technology that supports interactive learning. This approach not only helps to
make learning more interesting and student-centered but also opens space for pedagogical
innovation in Islamic Education teaching. Therefore, the implementation of digital
gamification is seen as having the potential to be one of the relevant teaching approaches in
increasing the effectiveness of the teaching and learning process in the context of Islamic
education.
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Implementation of Digital Gamification in Islamic
Education Teaching

m Game-Based Learning Media
]

Digital
Gamification in
Islamic Education

The Impact of Digital Gamification on Student Motivation and Mastery

The use of digital gamification in education has been found to have a positive impact on
student motivation in the learning process. Game elements such as rewards, achievement
levels and immediate feedback can increase students' interest in actively participating in
learning activities. Studies show that the use of gamification in the teaching process can help
improve students' problem-solving abilities and strengthen their involvement in learning
activities (Jiyuan Feng, Tan and Yu, 2024). In addition, the use of gamification in learning is
also seen to be able to increase the motivation of adult students to actively participate in
learning activities through a more interactive and student-centered learning approach Wafaa
Elsawah, 2025).

In addition to increasing student motivation, the use of gamification has also been found
to have an impact on the level of student involvement in the learning process. Several studies
have shown that the gamification approach can increase the level of student activity in
learning activities because game elements can create a more fun and competitive learning
atmosphere. Correlation studies conducted in the context of Islamic Education learning show
that the use of gamification-based learning has a significant relationship with the level of
student activity in the learning process (lzzati, Hijriyah and Safari, 2026). In addition, the use
of gamification in higher education has also been found to be able to increase the level of
student engagement in learning through more dynamic and problem-solving-oriented
learning activities (Margarita et al., 2025).

In addition, several studies have also shown that gamification is able to increase students'
internal motivation through elements of challenge, learning goals and continuous feedback
in learning activities. This approach helps students to continue to be involved in learning
activities and increase awareness of their learning progress. Studies that examine
motivational factors in the use of gamification have found that elements such as goal setting,
performance feedback and social support play an important role in increasing student
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motivation to achieve learning objectives (Eric Ryu et al., 2025). In addition, the use of digital
learning modules that combine technology elements and Quran-based content has also been
found to be able to increase student understanding of learning content through a more
interactive learning approach (Suci Prihatiningtyas et al., 2025).

Overall, the study findings show that the use of digital gamification has a positive impact
on student motivation, involvement and mastery in the learning process. Game elements
applied to learning activities can create a more enjoyable learning experience, while helping
students focus better on the learning content. Therefore, digital gamification is seen as having
the potential to be an effective pedagogical approach in improving the effectiveness of the
teaching and learning process, especially in supporting more active and student-centered
learning.

Impact of Digital Gamification on Learning

Enhanced

Understanding
Makes learning content Enhances student
more interactive and interest and active
easier to grasp. participation in learning

activities.

Internal
Motivation
Fosters a sense of
challenge and
continuous feedback,
leading to self-driven
learning.

Strengthens students'
ability to tackle
challenges and find
solutions.

Creates a fun and
competitive atmosphere
that boosts student
involvement.

Challenges of Implementing Digital Gamification in Islamic Education Teaching

Although the use of digital gamification shows great potential in improving learning
effectiveness, several studies have also identified challenges faced in its implementation.
Among the main challenges are the limitations of technological facilities and differences in
the level of access to digital devices among students. Studies related to the use of digital
technology in Quran learning show that although technology is able to expand access to
learning materials, infrastructure constraints and technological facilities are still among the
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factors that influence the effectiveness of its use in the learning process (Umar Akem et al.,
2025). In addition, studies on the use of mobile learning in Islamic education also show that
although mobile technology provides flexibility in learning, its implementation requires
adequate technological support and a good level of digital literacy among users (Khalilullah
et al., 2025).

Challenges in Digital Gamification for Islamic
Education

Pedagogical Technological
Planning Limitations

Content Suitability Teacher Skills Gap

In addition to technological constraints, the level of teacher skills in using digital
technology is also identified as one of the main challenges in the implementation of
gamification in teaching. The integration of new technologies such as artificial intelligence in
Quran learning shows that although such technologies have the potential to help the learning
process, their use requires appropriate technical skills and pedagogical understanding among
teachers (Mehmet Birgun, 2026). Similarly, the use of artificial intelligence applications in
supporting the process of memorizing the Quran shows that the use of advanced technology
requires training support and user readiness to ensure the effectiveness of its implementation
in the educational context (Ab Alim et al., 2025).

In addition, the implementation of gamification in learning also faces challenges in terms
of the suitability of the technological approach with the learning content of Islamic Education.
Studies related to the use of Android-based Quran applications show that although digital
applications can support the learning process of the Quran, aspects of pedagogical design and
the suitability of learning content need to be given attention to ensure the effectiveness of
learning (Iftikhar, Hayat and Sadia, 2024). In addition, studies examining the approach to
learning tajwid also show that the implementation of learning methods involving new
approaches requires adjustments in terms of teaching strategies and understanding of
student needs in the learning process (Embong et al., 2023).
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Overall, the study findings show that the implementation of digital gamification in
teaching Islamic Education faces several challenges involving aspects of technology, teacher
skills and the suitability of pedagogical approaches with learning content. Although digital
technology offers various opportunities to improve learning effectiveness, its implementation
requires adequate infrastructure support, training for teachers and appropriate pedagogical
planning. Therefore, continuous efforts need to be made to ensure that the use of digital
gamification can be implemented more effectively in supporting the teaching and learning
process of Islamic
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Main Studies
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in Islamic
Studies.

Muhammad
Zainuddin,
4 Mardianto &
Hasan
Matsum

Development of
Game-Based
Learning Media on
Islamic Religious
Education
Materials

This study aims
to develop and
evaluate the
level of usability,
practicality and
effectiveness of
learning media
based on game
applications for
the subject of
Islamic Religious
Education.

The study used a
Research and
Development

(R&D) approach

based on the Borg

and Gall model.
Data were
collected through
questionnaires,
expert validation
sheets, and field
tests on students.

Findings show that game-
based learning media has a
high level of validity based on
expert evaluation and practical
use by students. The use of
this media also increases
interest in learning and helps
students understand the
content of Islamic Religious
Education more easily.

Raja Jamilah
5 Raja Yusof et
al.

Digital Al-Qur’an
Applications and
Artificial
Intelligence (Al):
An Overview

This study aims
to review the
development of
digital Quran
applications as
well as the
integration of
artificial
intelligence (Al)
technology in
supporting the
learning and
understanding
of the Quran.

The study used an
exploratory survey
approach by
identifying Quranic
applications and
websites through
keyword searches,
social media and
academic sources
before analyzing
them based on
several criteria
such as content
validity and
usability.

The results of the study show
that digital Quran applications
that integrate Al such as
chatbots and reading analysis
systems have the potential to
help learn the Quran more
interactively. However, issues
of information accuracy,
source validity and ethics in
the use of Al need to be
addressed in the development
of such applications.

Umar Akem et

Digital Technology
in Quranic
Learning:
Opportunities and
Challenges

This study aims
to identify the
opportunities
and challenges
of using digital
technology in

learning the
Quran in the
context of
modern
education.

The study uses a
literature analysis
approach by
examining previous
studies related to
digital technology
in learning the
Quran.

The results of the study show
that digital technologies such
as mobile applications, online
learning platforms and
interactive multimedia can
increase access to Quranic
learning and facilitate the
teaching and learning process.
However, challenges such as
the authenticity of sources,
teacher technological skills and
dependence on technology
also need to be addressed.

Diversifying
Quranic Revision
Methods Using
Gamification-
Based Teaching
Material for Tahfiz
Education

This study aims
to evaluate the
effectiveness of
gamification-
based teaching
materials in
diversifying the
methods of
Quran
memorization in
tahfiz education.

The study uses a
quantitative and
experimental
approach by
involving tahfiz
students who use
gamification-based
teaching materials
in the
memorization
process.

Findings show that the use of
gamification-based teaching
materials can increase
students' motivation in
repeating the Quran
memorization and make the
learning process more
interactive and interesting.
This method also helps
increase student engagement
in memorization activities.

6 al
7 Abd Muhaimin
Ahmad et al
Suci
8 | Prihatiningtyas
et al

Enhancing science
literacy through
flipbook-based
STEM Qur’an e-
modules: a case
study in Islamic
boarding schools

The purpose of
this study is to
evaluate the
effectiveness of
using a STEM
Qur'an flipbook-
based e-module
in improving
students'
science literacy

This study used an
experimental
design with a
quantitative

approach. A total

of 150 students
from five Islamic
secondary schools
in Jombang, East
Java, were

The effectiveness of using the
STEM Qur’an flipbook-based e-
module was proven to
significantly increase students’
science literacy scores, with
the average Post Test score
increasing from 35.3-38.9
before training to 80.58-80.62
after training. Students
demonstrated excellent skills
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in secondary
schools in the
context of
Islamic boarding
schools.

randomly selected
as the study
sample. Data were
collected through a
science literacy
test consisting of a
Pre Test and Post
Test, which
assessed students'
abilities in three
main indicators:
science research,
problem solving,
and scientific

in scientific research
indicators, good problem-
solving skills, and sufficient
skills in scientific thinking.
Statistical analysis, including
ANOVA and Post Hoc tests,
showed no significant
differences between school
groups, indicating that the e-
module was consistently
effective in all participating
schools.

thinking.
This study aims The research
to explore the approach is

effectiveness of
gamification in
adult education

qualitative based
on case studies.
The data collection

The main findings show that
gamification can increase
participant motivation through

study

experience and

achievement of
students in

STEM education

involving university
students taking
gamification-based
courses.
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at the higher
education level.

This study aims

The study used a

The results of the study show

. to explore the qualitative that the use of gamification
Implementasi . . . . . .
. implementation phenomenological strategies in teaching Islamic
Pembelajaran I L .
. . | of gamification- approach through Religious Education can
Berbasis Gamifikasi . . . . .
. based learning interview, increase student interest and
Farah Putri pada Mata . . . S .
. . in the teaching observation and participation in learning
12 Ramadhani et Pelajaran . . o
. of Islamic documentation activities. Game elements such
al., Pendidikan Agama . . .
tslam di SMK Religious methods involving as challenges, scores and
. Education and teachers and rewards make learning more
Muhammadiyah 3 . . .
Yogvakarta its impact on students at SMK interactive and help students
gy student Muhammadiyah 3 understand the content of the
engagement. Yogyakarta. lesson better.
Implementasi This study aims
P . y The study findings show that
Teknologi to evaluate the
. . The study uses a AR technology has the
Augmented Reality | potential use of . . . .
. . learning media potential to make the learning
sebagai Media Augmented . .
. . development process more interesting and
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Pendidikan Agama
Islam di SMP

Religious
Education and
the level of
student activity
in the learning
process.

who were studying
Islamic Religious
Education.

participation and motivation in
Islamic Religious Education
learning activities.

17

Nazliati et al.

LOLITA: TAJWEED
GAME-BASED
LEARNING MEDIA
DEVELOPMENT
USING
THE HANNAFIN
AND PECK MODEL

This study aims
to develop
tajwid learning
media based on
digital games to
help students
understand the
rules of tajwid
more effectively.

The study used the
Hannafin and Peck
development
model which
involved three
main phases,
namely needs
analysis, design
and development
of learning media.
The sample
involved students
who used the
developed tajwid
game application.

The study findings show that
the game-based learning
media developed can improve
students' understanding of the
rules of tajwid and make the
learning process more
interesting and interactive.

18

Khalilullah et
al

Mobile Learning of
Islamic Studies: A
Comprehensive
Review

This study aims
to
comprehensively
review the
development of
the use of
mobile learning
in the field of
Islamic studies
and identify the
potential and
challenges of its
use.

The study uses a
systematic
literature review
approach by
analyzing various
studies related to
mobile learning in
Islamic education
from various
educational
contexts.

The study findings show that
mobile learning has the
potential to increase access to
Islamic knowledge and enrich
the learning experience
through the use of digital
applications and mobile
devices. However, several
challenges such as the level of
teacher preparedness and
technological infrastructure
need to be addressed to
ensure the effectiveness of its
implementation.

19

Faizul Widat
dan Rizki Sandi

TRANSFORMATION
OF TAJWEED
LEARNING
MANAGEMENT
THROUGH DIGITAL
METHOD
APPROACH

This study aims
to examine the
transformation
of tajwid
learning
management
through the use
of digital
approaches in
improving the
effectiveness of
teaching and
learning.

The study uses a
qualitative case
study approach
with data
collection through
interviews,
observations and
document analysis
at an Islamic
educational
institution.

The study findings show that
the use of digital methods such
as interactive videos,
animations and educational
games can increase student
interest and involvement in
learning tajwid. In addition, the
use of digital technology also
helps improve the quality of
teachers' teaching and
encourages collaboration
between schools and parents
in supporting student learning.

20

Eric Ryu et al

What motivates
participants: a
qualitative analysis
of gamification and
financial incentives
to increase
physical activity

This study aims
to explore
motivational
factors that
influence
individual
participation in
activities that
use gamification
elements.

The study used a
qualitative
approach through
in-depth interviews
with participants
involved in a
gamification-based
program. They
were selected after
completing the
intervention and
within 6 months of
ending
participation.

The study findings show that
gamification elements such as
challenges, rewards and
achievements can increase
participants' motivation and
commitment to continue
participating in the activities
being carried out. Although
this study did not focus on
education, the findings show
the potential of gamification in
increasing user engagement in
various learning contexts.

119




INTERNATIONAL JOURNAL OF ACADEMIC RESEARCH IN PROGRESSIVE EDUCATION AND DEVELOPMENT

Vol. 15, No. 2, 2026, E-ISSN: 2226-6348 © 2026

Discussion and Results

Based on the analysis of the studies reviewed, the findings show that the implementation of
digital gamification in Islamic Education teaching is increasingly gaining attention as a
pedagogical approach that can support 21st century learning. The implementation of
gamification not only involves the use of digital games alone but also includes the integration
of game elements such as rewards, achievement levels and challenges in teaching design. The
findings of the study show that the development of game-based learning media and the use
of digital learning applications can support the delivery of Islamic Education content in a more
interactive and student-centered manner. This is in line with the findings of several studies
that show that the use of digital learning media and educational games can increase student
engagement in the learning process through more interesting and meaningful learning
experiences (Ramdhani et al., 2026). In addition, the integration of technology such as
educational games, augmented reality and learning applications are also found to have the
potential to enrich Islamic Education teaching methods by providing a more flexible and
dynamic learning environment (Faizatul Widat & Kurniawan, 2023). This finding is in line with
recent studies that show that the use of gamification in education can improve student
learning experiences through elements of interactivity and immediate feedback that support
active learning (Sailer & Homner, 2021).

In addition to the implementation aspect, the study findings also show that digital
gamification has a significant impact on student motivation and mastery in the learning
process. Game elements applied in learning activities such as reward systems, scoreboards
and learning challenges have been found to be able to stimulate student motivation to be
more actively involved in learning activities. Studies have shown that the gamification
approach is able to increase students' motivation and ability to complete learning tasks
through a more fun and competitive approach (lzzati, Hijriyah & Safari, 2026). In the context
of Islamic education, the use of technology-based learning materials and Quranic content has
also been found to be able to increase students' understanding of learning content through a
more interactive learning experience (Suci Prihatiningtyas et al., 2025). This finding is also
supported by a study by Dichev and Dicheva (2021) which explains that gamification is able
to increase student engagement in learning by strengthening intrinsic motivation and
providing continuous feedback on learning progress.

In addition to increasing student motivation, digital gamification also has the potential to
support the development of more complex learning skills such as problem solving, critical
thinking and self-directed learning. In a gamification-based learning environment, students
have the opportunity to explore learning content through more active and problem-solving-
oriented learning activities. Studies have shown that the use of gamification in various
educational contexts can help improve students' ability to understand learning concepts more
deeply through an experiential learning approach (Margarita et al., 2025). In addition, the use
of digital technology in learning the Quran and tajwid is also seen to be able to support self-
learning through the provision of interactive learning materials such as videos, animations
and educational games that can be flexibly accessed by students (Faizatul Widat & Kurniawan,
2023). This is in line with the views of Zainuddin et al. (2022) who stated that the use of
gamification in digital learning can increase student autonomy and encourage more active
involvement in the learning process.
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However, the study findings also show that the implementation of digital gamification in
teaching Islamic Education still faces several challenges that need attention. Among the main
challenges identified are the limitations of technological facilities and differences in the level
of access to digital devices among students. Studies have shown that although digital
technology can expand access to learning materials, constraints in terms of technological
infrastructure are still a factor that affects the effectiveness of its implementation in the
educational context (Umar Akem et al., 2025). In addition, the level of teacher skills in using
digital technology is also an important factor that determines the success of implementing
gamification in the classroom. The use of new technologies such as artificial intelligence and
digital learning applications requires sufficient technical skills and pedagogical understanding
among teachers to ensure that the technology can be used effectively in the teaching process
(Mehmet Birgun, 2026). This is also supported by the study by Bond et al. (2022) which
emphasizes that the effectiveness of the use of educational technology depends greatly on
the level of teacher readiness in integrating technology with appropriate pedagogical
strategies.

In addition to technology factors and teacher skills, another challenge that has also been
identified is the aspect of the suitability of the gamification approach with the learning
content of Islamic Education. The use of digital technology in learning the Quran and tajwid
requires careful pedagogical planning to ensure that the learning content is delivered
accurately and in line with the goals of Islamic education. Studies show that the design of
digital learning materials that do not consider pedagogical aspects and the suitability of the
content can affect the effectiveness of the learning process (Embong et al., 2023). Therefore,
the implementation of digital gamification in teaching Islamic Education needs to be
implemented in a balanced manner by considering the aspects of technology, pedagogy and
learning content. This approach is in line with the Technological Pedagogical Content
Knowledge (TPACK) framework which emphasizes the importance of integration between
technology, pedagogy and content in ensuring the effectiveness of the use of technology in
education (Mishra, Koehler & Henriksen, 2023). With systematic planning and training
support for teachers, digital gamification has the potential to be an effective pedagogical
approach in supporting the transformation of Islamic Education teaching and learning in
today's digital era. This study extends previous research by specifically focusing on Islamic
Education, thus providing a more contextualized understanding of how digital gamification
can be effectively integrated within religious learning environments.

Recommendation of the Study

This study's proposal is presented to strengthen research and implementation of digital
gamification in Islamic Education teaching in the future. From an empirical perspective, future
studies are recommended to involve larger samples and various levels of education to
evaluate the effectiveness of the use of digital gamification on student achievement and
mastery more comprehensively. From a methodological perspective, future research can use
a mixed study design or experimental study to compare the effectiveness of the gamification
approach with conventional teaching methods. From a conceptual and theoretical
perspective, further studies can develop a model of digital gamification integration in Islamic
Education teaching by combining pedagogical elements, technology and learning content and
applying learning theories such as motivation theory, constructivism and the Technological
Pedagogical Content Knowledge (TPACK) framework. In addition, from a policy and practice
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perspective, educational policy makers are recommended to provide guidelines,
technological facilities and professional training to teachers to support the integration of
digital gamification in teaching. This effort requires collaboration between researchers,
educators and policy makers to ensure that the use of digital gamification can be
implemented more systematically and effectively in supporting the transformation of Islamic
Education teaching in the digital era.

Conclusion

Overall, this study examines the use of digital gamification in Islamic Education teaching
through an analysis of previous studies to understand its implementation, its impact on
student learning and the challenges faced in its implementation. The study findings show that
digital gamification has the potential to be an effective pedagogical approach in supporting a
more interactive, interesting and student-centered teaching and learning process using game-
based learning media, the integration of game elements in learning activities and the use of
digital technology such as learning applications and educational games. In addition, the use
of digital gamification has also been found to be able to increase student motivation,
involvement and mastery in the learning process by creating a more enjoyable and
meaningful learning experience. However, the implementation of this approach is still faced
with several challenges such as the constraints of technological facilities, the level of teacher
skills in integrating technology and the need for pedagogical planning that is appropriate for
the learning content of Islamic Education. Therefore, support from educational institutions,
teachers and educational policy makers is very important to ensure that the use of digital
gamification can be implemented more systematically and effectively in supporting Islamic
Education teaching innovations in today's digital era.
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