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 Abstract  
 
This study aims to design and implement a Game-Based Learning (GBL) model to enhance 
student engagement in Islamic Education (PAI) at the higher education level. The main issue 
addressed is the low student engagement due to the dominance of lecture-based methods and 
distractions from smartphone use in class. Generation Z students, in the digital era, demand 
more interactive and contextual learning models. A game-based learning approach is an 
innovative solution, turning digital devices from distractions into engaging Islamic learning tools. 
This research adopts the ADDIE model (Analysis, Design, Development, Implementation, 
Evaluation). The analysis phase involved interviews with five Islamic Education lecturers, 
analyzed using NVivo 12 software to identify learning needs. The design phase produced a six-
stage GBL flow: orientation, exploration, interaction, reflection, evaluation, and closure. The 
development phase used the Wayground platform, integrating features like Voting, Word 
Cloud, Quiz, and Essay Response for interactive learning. The model was tested on 100 PAI 
students to measure effectiveness. Findings show significant improvements in cognitive, affective, 
and behavioral engagement, making students more active, motivated, and reflective on Islamic 
values. The model proved valid and effective, transforming smartphones into productive tools for 
Islamic learning. 
 

Keywords: ADDIE Model, Instructional Game-Based Learning, Islamic Education, 
Student Engagement, Wayground. 
 

 Abstrak  
 
Penelitian ini bertujuan untuk merancang dan mengimplementasikan model Game-Based 
Learning (GBL) untuk meningkatkan keterlibatan mahasiswa dalam pembelajaran 
Pendidikan Agama Islam (PAI) di tingkat perguruan tinggi. Masalah utama yang dihadapi 
adalah rendahnya keterlibatan mahasiswa akibat dominasi metode ceramah dan distraksi dari 
penggunaan smartphone di kelas. Mahasiswa Generasi Z, di era digital ini, menuntut model 
pembelajaran yang lebih interaktif dan kontekstual. Pendekatan pembelajaran berbasis 
permainan menjadi solusi inovatif, mengubah perangkat digital dari distraksi menjadi alat 
pembelajaran Islam yang menarik. Penelitian ini menggunakan model ADDIE (Analisis, 
Desain, Pengembangan, Implementasi, Evaluasi). Fase analisis melibatkan wawancara 
dengan lima dosen PAI yang dianalisis menggunakan perangkat lunak NVivo 12 untuk 
mengidentifikasi kebutuhan pembelajaran. Fase desain menghasilkan alur GBL enam tahap: 
orientasi, eksplorasi, interaksi, refleksi, evaluasi, dan penutupan. Fase pengembangan 
menggunakan platform Wayground dengan fitur Voting, Word Cloud, Quiz, dan Essay 
Response untuk pengalaman pembelajaran interaktif. Model ini diuji pada 100 mahasiswa 
PAI untuk mengukur efektivitasnya. Hasil penelitian menunjukkan peningkatan signifikan 
dalam keterlibatan kognitif, afektif, dan perilaku, menjadikan mahasiswa lebih aktif, 
termotivasi, dan reflektif terhadap nilai-nilai Islam. Model ini terbukti valid dan efektif, 
mengubah smartphone menjadi alat produktif untuk pembelajaran Islam. 
 

Kata kunci: Keterlibatan Mahasiswa, Model ADDIE, Pembelajaran Berbasis Permainan 
Instruksional, Pendidikan Agama Islam, Wayground. 
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Introduction  
Islamic Education (PAI) plays a fundamental role in shaping the character, morality, and spirituality 
of university students as the nation’s future generation. In higher education, PAI is not merely a 
medium for teaching religious doctrines, but also an instrument for internalizing Islamic values 
within academic, social, and professional contexts (Jenuri et al., 2025; Kurniawan et al., 2025; 
Mardatillah et al., 2025). However, religious education in the digital era faces increasingly complex 
challenges. Millennial and Generation Z students grow up in a highly dynamic digital environment, 
where social interaction, entertainment, and access to information occur instantly through devices 
such as smartphones (Faqihuddin & Subakti, 2022; Priyadarshini et al., 2024; Putera & Gunada, 
2025). This dependence on mobile phones has led to significant changes in learning behavior—
students tend to have a short attention span, are easily distracted by social media notifications, and 
often lack focus on conventional academic activities (Ridwan et al., 2025; Sanusi et al., 2024; 
Surahman et al., 2024). In this context, Islamic Education must be designed to be more creative, 
contextual, and engaging to compete with various digital distractions surrounding students (Abd. 
Rashid et al., 2020; Meng et al., 2025; Suresman et al., 2025; Tian & Zhou, 2022). Therefore, the 
implementation of Instructional Game-Based Learning (GBL) becomes highly relevant as an 
instructional strategy that integrates Islamic values with interactive and enjoyable digital learning 
experiences, thereby attracting students’ attention and enhancing their engagement in religious 
learning (Camilleri, 2023; Chen, 2024). 

The phenomenon of smartphone distraction in classrooms has become a major challenge 
for Islamic Education lecturers in higher education (Afifah et al., 2025, Flanigan & Daleiden, 2025; 
Kumar & Radcliffe, 2019; Zhou & Deng, 2025a). Students frequently use their smartphones not 
to support the learning process, but rather to access social media, play commercial games, or watch 
videos during lectures. Such distractions result in decreased concentration, low levels of active 
participation, and a lack of reflective depth toward Islamic learning materials (Al-Furaih & Al-
Awidi, 2021; Zhou & Deng, 2025b). Meanwhile, learning approaches that remain dominated by 
lecture and memorization methods make students feel bored and less interested in participating in 
religious discussions. This condition widens the gap between lecturers’ teaching styles and 
students’ more digital and visual learning preferences (Hilton, 2018; Ross, 2018). Consequently, 
PAI learning often becomes a mere curricular formality without providing meaningful experiences 
capable of transforming students’ behavior and spirituality. This phenomenon highlights an urgent 
need for learning innovation that does not simply transfer religious content into digital platforms 
but is also capable of transforming smartphones—the main source of distraction—into 
educational, engaging, and value-based Islamic learning media (Jenuri et al., 2024; Sulistiyani et al., 
2023). 

The concept of Instructional Game-Based Learning (GBL) emerges from the integration 
of two major disciplines: instructional design theory and educational game theory(Brown & Green, 
2019; Ranjan, 2025). Instructional design provides a systematic framework for creating effective 
learning experiences, while game elements—such as challenges, levels, rewards, and feedback—
offer intrinsic motivation for learners (Bigdeli et al., 2024; Erradi et al., 2024). In the context of 
modern education, Instructional GBL has been proven to enhance students’ motivation, 
collaboration, and critical thinking skills. When applied to value-based learning, this approach 
fosters more immersive and reflective learning experiences (Erradi et al., 2024). In the context of 
Islamic Education, the application of Instructional GBL holds strong potential, as it transforms 
students’ perceptions of religious education from being rigid and monotonous into something 
dynamic and engaging. Through Islamic value-based educational games, students can learn about 
akhlaq (ethics), fiqh (jurisprudence), and Islamic history in a more contextual and meaningful way 
(Siregar et al., 2023; Yusoff et al., 2020). Furthermore, GBL allows smartphones—often regarded 
as a major source of distraction—to be repurposed into productive learning tools that support 
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Islamic values. Thus, Instructional GBL offers an innovative alternative to address the challenge 
of low student engagement in Islamic Education amid the digital era (Papakostas, 2024).  

Most Game-Based Learning (GBL) studies focus on science, technology, and language 
education (Fante et al., 2024), while applications in religious education—particularly Islamic 
Education in higher education—remain limited. Existing research is largely oriented toward 
cognitive outcomes, with comparatively little attention to multidimensional student engagement, 
including emotional, social, and spiritual involvement. In addition, few studies explicitly integrate 
instructional design principles with GBL models grounded in Islamic values, and almost none 
position smartphones as Islamic learning media that transform digital distractions into purposeful 
learning experiences. Consequently, there is a clear gap in models of Islamic Religious Education 
(IRE) based on digital games that both sustain student attention and foster religious awareness and 
moral responsibility. The novelty of this study lies in developing a smartphone-based instructional 
GBL framework grounded in Islamic values. Using the ADDIE instructional design model, it 
integrates digital game elements—such as Islamic missions, virtuous rewards, and value-based 
reflection—into the structure of Islamic Education in higher education. In this design, students 
are not merely completing game missions but engaging as reflective learners who interpret their 
in-game experiences within spiritual and social contexts. By bringing Islamic learning directly onto 
students’ personal devices, the model offers a timely response to the digital era: positioning 
technology not as an adversary to spirituality, but as a medium for nurturing faith, deepening 
understanding, and strengthening engagement with Islamic values. 

 
Methods  
This study aims to design and implement an Instructional Game-Based Learning (GBL) model to 
enhance student engagement in Islamic Education (PAI) learning within higher education settings. 
The research employs the ADDIE development model (Analysis, Design, Development, 
Implementation, Evaluation), consisting of five systematic stages to produce a valid, engaging, and 
effective instructional model (Branch, 2010; Fang et al., 2011). The participants consisted of five 
PAI lecturers selected through purposive sampling and 100 Islamic Education students selected 
through convenience sampling, allowing the model to be tested in an intact class while 
acknowledging limitations in generalizability beyond this context. 

In the Analysis stage, the activities focused on identifying instructional needs and the 
current conditions of both students and lecturers in PAI learning. Using purposive sampling, in-
depth interviews were conducted with five PAI lecturers to explore challenges in improving 
student engagement, difficulties in delivering content through conventional methods, and the 
potential integration of game elements in instruction (Arikunto, 2010; Rue, 2018; Wu Suen et al., 
2014). Lecturers were included if they had at least three years of teaching experience in Islamic 
Education and prior exposure to technology-enhanced learning. Qualitative data from interviews, 
open-ended responses, and observation notes were analyzed using NVivo 12 through an open–
axial coding process to identify key issues related to smartphone use, engagement, and digital 
learning, and to group them into broader thematic categories. Additionally, an analysis of student 
characteristics was carried out using NVivo 12 software to assist in qualitative data coding and 
thematic categorization. This analysis covered aspects such as motivation, learning styles, and 
technological readiness. The outcome of this phase was a comprehensive needs analysis map, 
which served as the foundation for designing the game-based learning model (AlYahmady & Al 
Abri, 2013; Dhakal, 2022; Wiltshier, 2011). 

The Design stage aimed to develop a GBL model that fosters students’ cognitive, affective, 
and behavioral engagement. In this study, student engagement was conceptualized as a 
multidimensional construct comprising behavioral (participation, persistence), emotional (interest, 
enjoyment), cognitive (deep processing, reflection), and spiritual (internalization of Islamic values) 
dimensions. At this stage, the researcher established learning objectives, structured the 
instructional flow, and designed game mechanics, including a point system, levels, badges, and 
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leaderboards. The instructional model followed six systematic phases: introduction, exploration, 
interaction and collaboration, reflection and conceptualization, evaluation and feedback, and 
closure and follow-up. The game content was aligned with PAI themes such as ethics (akhlaq), 
jurisprudence (fiqh), Islamic history, and faith values, along with defined engagement indicators 
and evaluation plans. with engagement indicators for each dimension used to guide observation 
and questionnaire item construction. The Development stage involved creating a prototype of the 
game-based learning environment using the Wayground platform. PAI learning content was 
developed in the form of quizzes, simulations, and interactive activities utilizing Wayground’s key 
features—Voting, Word Cloud, Quiz, and Essay Response. These features allowed lecturers to 
integrate Islamic content into interactive formats, map learning outcomes, and produce game-
based materials suited to student needs. The content and model design were validated by subject 
matter experts and PAI lecturers to ensure relevance, content accuracy, and instructional 
effectiveness (Brown & Green, 2019). Feedback from validators was used to refine task clarity, the 
alignment between game mechanics and learning objectives, and the appropriateness of scenarios 
for supporting Islamic values. 

The Implementation stage sought to apply the developed model in an actual learning 
environment. The participants consisted of 100 Islamic Education students selected through 
convenience sampling. The GBL model was implemented over several learning sessions to 
evaluate student engagement and its impact on motivation. Data were collected through classroom 
observations, student engagement questionnaires, and reflective interviews with both students and 
lecturers. The questionnaire employed a Likert-type scale aligned with the behavioral, emotional, 
cognitive, and spiritual dimensions defined at the design stage, while structured observation sheets 
and interview guides were used to capture complementary qualitative evidence of engagement. 
The Wayground platform served as the primary medium for delivering instructional content, 
facilitating interactive game-based activities, and managing assessments. 

Finally, the Evaluation stage aimed to assess the success and effectiveness of the GBL 
model in enhancing student engagement. Both formative and summative evaluations were 
conducted—formative evaluations took place during the design and development phases through 
expert validation and pilot testing, while summative evaluations were carried out after full 
implementation with 100 students (Emerson, 2021). Quantitative questionnaire data were analyzed 
descriptively to identify patterns of change in perceived engagement, and qualitative data from 
observations and interviews were compared with the initial needs analysis to examine shifts in 
student behavior and attitudes. Observational and interview data were analyzed to identify changes 
in engagement levels before and after the model’s application. The findings from the evaluation 
were used to refine the model and provide recommendations for broader application within 
Islamic Education contexts. This study produced a conceptual model of Game-Based Learning 
for PAI supported by the Wayground platform, which effectively improved student motivation 
and participation. Furthermore, it offers practical guidance for lecturers in designing interactive, 
game-based instruction that aligns with Islamic values and meets the demands of 21st-century 
education (Blumenfeld et al., 2004). This study adhered to fundamental research ethics principles 
by clearly informing all participants about the purpose of the study, obtaining their voluntary 
consent, ensuring the confidentiality of their identities, and using all collected data solely for 
academic purposes. 
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Figure 1. ADDIE Model of Instructional Game-Based Learning (GBL) for Enhancing Student 

Engagement in Islamic Education (PAI) in Higher Education. 
 
Results  
 
Needs Analysis 

Table 1. Summary of Interview Findings. 
No Aspect Code Interview Findings /  

Key Insights 
Respondent 

1 Student 
Engagement 
(STE) 

STE1 Students tend to be less active and easily 
disengaged when learning relies solely on lecture-
based methods. 

L1 

STE2 Student participation increases when the material 
is linked to real-life contexts. 

L2 

STE3 There is a need for strategies that encourage 
students to engage more actively in discussions 
and collaborative learning. 

L3, L4, L5 

2 Digital 
Learning 
Media (DLM) 

DLM1 Teaching has primarily used PowerPoint and 
videos, with no interactive digital tools integrated. 

L1, L2, L4 

DLM2 Quizizz has been used, but it has not yet been 
adapted for Islamic content. 

L3 

DLM3 Digital media should be tailored to the interests 
of younger generations who prefer game-based 
formats. 

L5 

3 Islamic 
Education 
Content 
(IEC) 

IEC1 PAI materials are often abstract and difficult to 
comprehend without concrete examples. 

L1, L2, L4 

IEC2 Game-Based Learning (GBL) can help convey 
Islamic values through enjoyable and experiential 
learning. 

L3 
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IEC3 Islamic subjects can be structured as missions or 
game levels to enhance engagement. 

L5 

4 Integration of 
Game-Based 
Learning 
(GBL) 

GBL1 GBL is considered highly relevant to enhancing 
students’ learning motivation. 

L1 

GBL2 Training is required to help lecturers integrate 
Islamic values into educational games. 

L2 

GBL3 The Wayground platform is seen as a promising 
tool for implementing GBL in Islamic Education. 

L3 

GBL4 GBL can promote collaborative learning through 
healthy competition among students. 

L4, L5 

5 Assessment 
and Feedback 
(ASF) 

ASF1 An automated assessment system that provides 
immediate feedback is needed. 

L1, L2 

ASF2 Timely feedback is essential for helping students 
monitor their learning progress. 

L4 

ASF3 Assessment should not rely solely on final exams 
but also include participation in game-based 
activities. 

L3, L5 

 
 
 
 
 

 
Figure 2. Project Map on NVIVO 12 which displays the mapping of research respondents. 

 
In the aspect of student engagement, lecturers indicated that students’ level of activeness 

in Islamic Education (PAI) learning remains relatively low. Lecturer L1 noted that students often 
become disengaged when learning activities rely solely on conventional lecture methods. Lecturer 
L2 added that student participation increases when the learning materials are connected to real-life 
contexts. Similarly, Lecturer L4 emphasized the necessity of implementing strategies that 
encourage students to engage more actively in class discussions and collaborative tasks. These 
findings highlight the need for more interactive and context-based learning approaches to create 
meaningful learning experiences for students. Regarding digital learning media, most lecturers 
reported still relying on simple tools such as PowerPoint and videos. Lecturer L1 acknowledged 
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that these media have not been fully interactive. Lecturer L3 had previously attempted to use the 
Quizizz platform but had not yet adapted it to align with Islamic content. Meanwhile, Lecturer L5 
emphasized that digital learning media should be tailored to the characteristics of younger 
generations who prefer game-based and interactive learning activities. These observations 
underscore the need for more engaging, interactive, and Islamically integrated digital learning 
innovations. 

In the aspect of Islamic Education content (PAI), several lecturers pointed out that 
instructional materials—particularly those related to aqidah (faith) and akhlaq (morality)—tend to 
be abstract and difficult to grasp without concrete examples. Lecturer L2 noted that students 
require contextual illustrations to internalize these values meaningfully. Lecturer L3 further 
explained that applying Game-Based Learning (GBL) can facilitate the delivery of Islamic values 
through enjoyable and experiential learning. Lecturer L5 added that fiqh (Islamic jurisprudence) 
materials could be designed as missions or game levels to enhance comprehension and 
participation. This finding reinforces the notion that GBL holds great potential in revitalizing PAI 
content, transforming it from a rigid and theoretical subject into a dynamic and engaging learning 
experience. With respect to the integration of Game-Based Learning (GBL), all lecturers expressed 
positive perspectives. Lecturer L1 considered GBL highly relevant for enhancing students’ learning 
motivation, while Lecturer L2 highlighted the need for professional training to help educators 
effectively integrate Islamic values into educational games. Lecturer L3 identified the Wayground 
platform as a promising tool for developing interactive game-based activities in PAI learning. 
Additionally, Lecturer L4 stated that GBL can strengthen collaborative learning by fostering 
healthy competition among students. Collectively, these views reflect a growing awareness among 
lecturers of the pedagogical potential of technology-enhanced and game-based learning 
innovations. 

Finally, in the aspect of assessment and feedback, the lecturers emphasized the need for a 
more dynamic evaluation system. Lecturer L2 suggested that automated assessment mechanisms 
providing instant results could better motivate students. Lecturer L4 highlighted the importance 
of timely feedback to help students track their learning progress in real time, while Lecturer L5 
advocated for a broader evaluation framework that goes beyond final examinations to include 
students’ participation in game-based activities. This reflects a shift toward comprehensive 
assessment approaches that measure both learning engagement and experiential outcomes within 
the GBL framework. The findings indicate that Islamic Education lecturers recognize the urgency 
of adopting an innovative, interactive, and student-centered learning model that aligns with the 
digital characteristics of today’s learners. The integration of Game-Based Learning through digital 
platforms such as Wayground is viewed as an effective strategy to enhance motivation, 
engagement, and understanding of Islamic values in higher education contexts. 
 
Design of the Instructional Game-Based Learning (GBL) Model 
This model is systematically structured through five key stages that form a coherent learning flow, 
ranging from orientation to evaluation. Each stage plays a crucial role in fostering students’ 
motivation, participation, and understanding of Islamic values through interactive learning 
experiences. The first stage, Preliminary Stage (Orientation & Motivation), serves to introduce 
students to the learning objectives, explain the rules of the game, and outline the points or reward 
system to be used. At this stage, the lecturer acts as a guide, dividing students into learning groups 
and initiating warm-up activities such as short PAI-themed quizzes. This phase aims to build initial 
motivation, create a positive classroom atmosphere, and prepare students for active engagement 
throughout the subsequent stages of the learning process. 
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Figure 3. Design of the Instructional Game-Based Learning (GBL) Model 

 
The second stage, Exploration Stage (Game Introduction & Discovery Learning), involves 

students engaging in the designed Islamic educational games. They complete a series of missions 
and discuss their findings under the lecturer’s supervision. This stage allows students to learn 
independently while discovering Islamic concepts through direct experience. The approach aligns 
with the principles of discovery learning, emphasizing exploration, inquiry, and active participation 
in constructing knowledge. The third stage, Interaction & Collaboration Stage, centers on 
teamwork and problem-solving. In this phase, students work collaboratively to complete 
challenges, analyze problems, and formulate strategies. The lecturer functions as a facilitator who 
provides guidance and constructive feedback throughout the group activities. Through interaction 
and collaboration, students not only develop critical thinking and problem-solving skills but also 
internalize essential social values such as cooperation, respect, and effective communication in 
accordance with Islamic ethics. 

The fourth stage, Reflection & Conceptualization Stage, is a critical phase in the 
internalization of values. Students are encouraged to reflect on their learning experiences, articulate 
personal insights, and connect the lessons derived from the games to Islamic moral principles. 
This process enables students to recognize the spiritual meaning behind their actions and 
reinforces the affective dimension of Islamic Education learning, cultivating moral and emotional 
awareness. The final stage, Evaluation & Feedback Stage, focuses on assessing students’ learning 
outcomes across cognitive, affective, and behavioral dimensions. Evaluation is conducted by 
reviewing levels of engagement, mission achievements, and reflective responses. Lecturers may 
also award badges or bonus points as recognition for students’ accomplishments. Additionally, this 
stage includes gathering student feedback to inform future improvements to the learning model. 
The Instructional Game-Based Learning (GBL) model offers an innovative pedagogical approach 
to Islamic Education in higher education. By integrating elements of gameplay, reflection, and 
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collaboration, this model not only enhances students’ motivation and engagement but also enables 
a deeper understanding of Islamic values through meaningful and enjoyable learning experiences. 
 
Creating Interactive Wayground-Based Learning Media 
In the development stage, the learning media were directly created and implemented using the 
Wayground platform. At this stage, lecturers began transforming the instructional designs 
produced during the design phase into interactive digital learning media. The first step involved 
creating a classroom or new activity in Wayground to serve as a space for conducting Islamic 
Education (PAI) learning sessions. Subsequently, lecturers uploaded or composed learning 
content—such as questions, instructions, and narratives—based on the previously designed 
framework to ensure alignment with the intended learning objectives and sequence. 
The next step was to arrange the learning activities in a systematic order, starting with Voting → 
Word Cloud → Quiz → Essay Response. This sequence was designed to establish a logical and 
progressive learning flow: Voting served to elicit students’ initial perceptions, Word Cloud activated 
their prior knowledge, Quiz assessed conceptual understanding, and Essay Response deepened 
reflection on Islamic values learned throughout the process. 
 

 
Figure 4. Display of the “Add Question” feature on the Wayground platform. 

 
Furthermore, lecturers could embed supporting elements such as images, verses from the 

Qur’an, or relevant short hadiths to reinforce the Islamic context of each activity. The inclusion of 
these visual and religious elements aimed to capture students’ attention while enriching the 
educational meaning of the learning experience. In addition, developers specified the duration of 
activities, number of attempts, and automated assessment mechanisms to ensure that the learning 
process remained measurable, structured, and efficient. A pilot test was conducted with a limited 
number of students to verify the visual layout, flow, and functionality of the media before full-
scale implementation. Through this development phase, the Wayground-based Islamic Education 
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media evolved beyond a mere assessment tool to become an interactive, reflective, and engaging 
learning platform that enhances students’ participation and understanding of Islamic principles. 
 

Figure 5. Display of interactive learning media creation on the Wayground platform. 
 
Applying Wayground-Based Interactive Learning 
At the implementation stage, the Wayground-based learning media was applied directly in Islamic 
Religious Education (PAI) classroom activities. In this phase, the instructor acts as a facilitator 
who guides students through a series of interactive learning activities. The session begins with the 
instructor providing a Wayground session code that allows students to join the designated digital 
classroom. Once all participants are connected, students are directed to follow the structured 
sequence of learning activities previously designed. The learning process begins with the Voting 
feature, which is used to initiate discussion and explore students’ initial perceptions of the topic 
being addressed—such as honesty, responsibility, or ethics in Islam. This is followed by the Word 
Cloud feature, where students contribute keywords they associate with the lesson topic. This 
activity helps identify students’ prior knowledge and conceptual understanding of Islamic subject 
matter. 

Next, the Quiz feature is employed to assess students’ comprehension of the material 
covered. The quiz consists of multiple-choice or true–false questions that directly evaluate 
cognitive understanding. After completing the quiz, students proceed to the Essay Response 
feature, where they write personal reflections on how Islamic values—such as patience, 
trustworthiness, and justice—can be applied in real-life contexts. Throughout the learning process, 
the instructor provides additional explanations, clarifies key concepts, and offers real-time 
feedback based on student interactions within Wayground. The platform also displays a 
leaderboard, showcasing individual scores and achievements dynamically. This feature fosters a 
healthy sense of competition while simultaneously promoting collaboration among students. 
Through this implementation phase, PAI learning becomes more interactive, participatory, and 
contextual, as students actively engage in a learning experience that integrates cognitive, affective, 
and spiritual dimensions—all enhanced by the innovative use of the Wayground educational 
technology platform. 
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Figure 6. Implementation of Game-Based Learning (GBL) in Islamic Education (PAI) using the 

Wayground platform. 
 
Student Engagement in Wayground Learning 
In Wayground-based Islamic Education (PAI) learning, student engagement serves as the central 
focus to create an active, meaningful, and enjoyable learning experience. There are three 
interrelated pillars of student engagement—cognitive, affective, and behavioral—that collectively 
support holistic learner development. The cognitive pillar emphasizes students’ ability to 
understand, analyze, and relate Islamic concepts to real-life contexts. Through the use of Quiz, 
Word Cloud, and Essay Response features, students are encouraged to think critically and 
reflectively about Islamic values. For example, by completing thematic quizzes on ethics (akhlaq), 
writing reflections on honesty, or connecting Qur’anic teachings to modern social contexts, 
students develop a deeper, more logical, and contextual understanding of Islamic principles. 

The affective pillar relates to students’ attitudes, interests, and emotional involvement in 
the learning process. Features such as Voting and Leaderboard in Wayground foster a sense of 
participation, motivation, and ownership over the learning experience. Furthermore, integrating 
verses from the Qur’an and hadith into learning activities strengthens students’ spiritual connection 
to Islamic values. Through this approach, students not only learn intellectually but also experience 
emotional and spiritual engagement with the religious teachings being studied. The behavioral 
pillar highlights students’ activeness in participating and collaborating during learning activities. 
Wayground provides interactive features—such as Voting, Quiz, Word Cloud, and Essay 
Response—that encourage direct engagement, interaction, and teamwork among peers. These 
activities cultivate students’ discipline, active participation, and habits of collaboration in a learning 
environment that is both cooperative and healthily competitive. The integration of these three 
engagement pillars through the Wayground platform makes Islamic Education learning more 
interactive, reflective, and meaningful. Students not only acquire religious knowledge but also 
develop Islamic attitudes, values, and behaviors that can be applied in their everyday lives. 
 

Table 2. Student Engagement in Wayground Learning. 
No Pillar Focus Application in 

Wayground 
Outcome 

1 Cognitive Understanding and 
critical thinking 
regarding Islamic 

Utilization of Quiz, Word 
Cloud, and Essay 
Response features to 
assess and deepen 

Students comprehend 
Islamic concepts 
logically and 
contextually. 
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Education (PAI) 
materials. 

understanding of Islamic 
concepts. 

2 Affective Attitude, interest, and 
emotional connection 
to the learning 
process. 

Integration of Voting, 
Leaderboard, and Quranic 
verses/Hadith to build 
motivation and strengthen 
spiritual values. 

Students demonstrate 
higher motivation and 
develop a positive 
attitude toward 
Islamic values. 

3 Behavioral Participation and 
activeness in the 
learning process. 

Use of Voting, Quiz, 
Word Cloud, and Essay 
Response to promote 
active engagement. 

Students become 
active, disciplined, and 
collaborate 
productively. 

 
Discussion 
 
Design Model for Game-Based Learning (GBL) 
Game-Based Learning (GBL) represents an instructional approach that integrates game mechanics 
to enhance learning outcomes and engagement. An effective GBL model must be grounded in 
sound instructional design principles, cognitive theories, and motivational strategies to ensure that 
learning experiences are not only enjoyable but also pedagogically meaningful. The design process 
begins with defining the relational structure and game world, ensuring alignment between the game 
environment and educational objectives. This foundation connects the narrative and mechanics of 
the game with targeted learning content, fostering conceptual understanding through immersive 
experiences. To achieve this, GBL design must integrate cognitive and learning theories that 
provide an embodied context for learners, allowing abstract concepts to be internalized more 
intuitively (Reese, 2009). A central pillar of GBL design is motivation and engagement. 
Incorporating challenge, fantasy, and curiosity into learning activities enhances intrinsic 
motivation, encouraging persistence and active participation (Lai et al., 2013). Furthermore, GBL 
promotes flexibility and accessibility, enabling learners to participate anytime and anywhere 
through digital platforms such as social media and online learning systems (Lai et al., 2014). This 
accessibility supports independent learning while maintaining interaction and collaboration among 
students. Equally important is assessment and feedback, which align game activities with intended 
learning outcomes. Both formative and summative evaluations are necessary to assess student 
performance and provide continuous feedback that reinforces learning (Gosper & McNeill, 2012). 
Integrating game elements such as narratives, levels, rewards, and interactive challenges enhances 
engagement and fosters a sense of achievement (Loor et al., 2025). A blended learning approach, 
combining traditional classroom instruction with game-based digital environments, further 
maximizes learning effectiveness and overcomes time-space limitations (Yang et al., 2023). 
An interdisciplinary approach—combining insights from psychology, pedagogy, and game 
design—ensures that educational games are both enjoyable and effective in achieving learning 
objectives (Linek, 2011). Additionally, customization and adaptation of game activities to match 
students’ cognitive levels and learning preferences are essential for maintaining engagement and 
achieving optimal challenge (Gosper & McNeill, 2012). Several examples illustrate the successful 
application of these principles. The Selene: A Lunar Creation GaME demonstrates how games can 
prepare learners with foundational knowledge for complex scientific concepts (Reese, 2009, 2010) 
Similarly, MonsoonSIM helps business students develop strategic thinking through simulation-
based learning (Tumphasuwan, 2023), while Code.org’s game-based lessons engage primary 
students in computational thinking and programming through interactive play (C.-Y. Chen et al., 
2023) 
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Figure 7. The trend in the number of scientific publications related to Game-Based Learning 

(GBL) from 1983 to 2027 
 

The graph on the left illustrates the trend in the number of scientific publications related 
to Game-Based Learning (GBL) from 1983 to 2027. It can be observed that research on GBL has 
experienced a significant increase since 2007, reaching its peak around 2023 with nearly 1,000 
published documents. This trend indicates growing global attention toward the integration of game 
elements in education, driven by the advancement of digital technology, the expansion of online 
learning, and the increasing demand for more interactive instructional strategies. The slight decline 
observed after 2023 is likely attributed to the limitation of publication data that have not yet been 
fully recorded for subsequent years. 

Meanwhile, the visualization on the right presents a keyword co-occurrence network map 
generated using the VOSviewer software. In this map, the term “game-based learning” appears as the 
central node, surrounded by related keywords such as learning systems, computer-aided instruction, 
gamification, motivation, engineering education, and higher education. This visualization demonstrates that 
GBL research encompasses a wide range of disciplines and methodological approaches, spanning 
from engineering and medical education to psychology, learning motivation, and educational 
software design. The color and size of each node represent the degree of thematic 
interconnection—larger and closer nodes indicate higher co-occurrence frequency within the same 
research context. Together, these visualizations affirm that Game-Based Learning has emerged as 
one of the central themes in global educational innovation. Its rapid growth reflects a paradigm 
shift from conventional learning methods toward interactive, collaborative, and digitally 
experiential approaches that align with the needs of modern learners. 
 
Educational Implications 
The development of an Instructional Game-Based Learning (GBL) model to enhance student 
engagement in Islamic Education (PAI) carries significant implications for both theory and 
practice in higher education. This model not only redefines how Islamic values are delivered but 
also provides a framework for integrating digital technology into faith-based learning 
environments in a meaningful and pedagogically sound manner. First, from a pedagogical 
perspective, the GBL model promotes a paradigm shift from teacher-centered to student-centered 
learning. By incorporating interactive elements such as quizzes, word clouds, reflective essays, and 
voting features via the Wayground platform, students are encouraged to engage cognitively, 
emotionally, and behaviorally throughout the learning process. This aligns with constructivist and 
experiential learning principles, where knowledge is constructed through active participation and 
reflection rather than passive reception. 
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Second, from a technological perspective, the integration of GBL in Islamic Education 
demonstrates how digital tools can be utilized to foster religious literacy and moral reasoning. 
Instead of being a source of distraction, smartphones and digital platforms are transformed into 
educational instruments that support the internalization of Islamic values. This shift exemplifies 
the concept of technology as pedagogy, where digital engagement becomes a means to promote spiritual 
and intellectual development simultaneously. Third, the model has implications for curriculum 
design and instructional policy. The incorporation of GBL strategies supports the development of 
curricula that emphasize interactive learning, critical thinking, and moral reflection. Higher 
education institutions can adopt similar frameworks to improve engagement not only in Islamic 
Education but also in other value-based disciplines such as ethics, philosophy, and civic education. 
Furthermore, the model underscores the need for faculty development programs that equip 
educators with digital literacy and gamification-based instructional skills. Lastly, in a broader 
educational context, this research contributes to bridging the gap between religious learning and 
the digital generation’s lifestyle. By aligning Islamic values with modern technological approaches, 
GBL encourages a holistic learning experience that nurtures intellectual curiosity, emotional 
connection, and ethical awareness. This innovation ensures that Islamic Education remains 
relevant, engaging, and transformative in the 21st-century learning ecosystem. 
 
Conclusion  
This study suggests that a smartphone-based instructional Game-Based Learning (GBL) model 
can enhance student engagement in Islamic Education (PAI) at the higher education level, as 
indicated by questionnaire responses, classroom observations, and student interviews showing 
higher motivation, participation, and attentiveness compared to conventional lecture-based 
approaches. Developed using the ADDIE framework, the model integrates missions, points, 
leaderboards, and value-based reflection tasks to target behavioral, emotional, cognitive, and 
spiritual dimensions of engagement while aligning Islamic content with the digital habits of 
Generation Z students. Theoretically, the findings contribute to the integration of instructional 
design and educational game theory within an Islamic education context; practically, they offer a 
framework that lecturers can adapt to design digital, value-based, and student-centered learning 
environments. However, the study is limited by its single institutional setting, relatively small and 
convenience-based sample, reliance on one platform (Wayground), and the absence of longitudinal 
data to assess long-term impacts on moral and cognitive development. Future research should 
therefore involve more diverse contexts and technologies, employ more robust and varied 
measures of engagement, and adopt longitudinal or comparative designs to examine the 
sustainability and generalizability of the model’s effects. 
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