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Abstract

This study aimed to examine the effectiveness of integrating gamification and digital
storytelling in enhancing elementary students' religious literacy at SDN 124 Kota Bengkulu,
Indonesia. The study employed a mixed-methods approach with a quasi-experimental one-
group pretest—posttest design. A total of 46 fifth-grade students participated in the research.
Quantitative data were collected through religious literacy tests administered before and after
the instructional intervention, while qualitative data were obtained through classroom
observations, semi-structured interviews, and documentation. Quantitative data were
analyzed using descriptive and inferential statistics, including a paired-sample #-test, whereas
qualitative data were analyzed using an interactive model involving data reduction, data
display, and conclusion drawing. The findings revealed a statistically significant
improvement in students' religious literacy after the implementation of the integrated
instructional model. The mean score increased from 71.41 in the pre-test to 82.39 in the post-
test, with the paired-sample #-test indicating a significant difference (¢ = 17.244, p < .001).
Furthermore, the average normalized gain (N-Gain) score of 0.395 indicated a moderate level
of instructional effectiveness. Qualitative findings further demonstrated that the integration
of gamification and digital storytelling enhanced students' engagement, motivation,
participation, collaboration, and the internalization of Islamic values through interactive
learning experiences. The combination of game-based learning elements and digital
narratives created a more meaningful and student-centered learning environment that
facilitated both cognitive understanding and affective development. This study concludes
that integrating gamification and digital storytelling is an innovative and effective
pedagogical approach for strengthening religious literacy among elementary school students.
The findings contribute to the growing body of research on technology-enhanced Islamic
education and provide practical implications for developing engaging, value-oriented
learning in the digital era.
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INTRODUCTION

The rapid advancement of digital technology has significantly transformed the educational
landscape, including at the primary school level. In the era of the Industrial Revolution 4.0
and Society 5.0, education is no longer merely focused on knowledge transmission but also
on the development of critical thinking, creativity, collaboration, and various forms of
literacy, including digital and value-based literacy (Trilling & Fadel, 2022). In this context,
religious literacy becomes an essential component that must be nurtured from an early age,
particularly in elementary education as the foundation for character building.

Religious literacy refers to the knowledge, skills, and understanding needed to
comprehend religious diversity and to engage critically, reflectively, and constructively in
multicultural and pluralistic societies (Shaw, 2022). Religious literacy encompasses
teachable knowledge, skills, and attitudes that help individuals understand the role of religion
and spirituality in personal and societal life and encourage responsible participation in
diverse communities (Walker et al., 2021). Religious literacy is not limited to the ability to
read and understand religious texts but also encompasses the ability to interpret, internalize,
and apply religious values in daily life in a contextual and reflective manner (Moore, 2023).
In Islamic Religious Education, religious literacy is recognized as a fundamental component
in fostering students’ moral integrity, spiritual awareness, and social responsibility, enabling
them to understand, internalize, and practice Islamic values in multicultural societies (Biesta,
2021; UNESCO, 2023; Muhammad Ali Ramdhani et al., 2024). However, in practice, PAI
learning at the elementary level still faces several challenges, particularly in terms of
instructional methods that are less engaging and tend to limit active student participation.

Previous studies indicate that teacher-centered learning approaches often result in low
student engagement, which negatively affects conceptual understanding and value
internalization (Hattie, 2024). In the context of PAI, this issue is exacerbated by the
dominance of lecture-based teaching and rote memorization, which provide limited
opportunities for students to experience meaningful and contextual learning. Consequently,
students’ religious literacy tends to develop partially and remains suboptimal.

From a developmental perspective, elementary school students are in the concrete
operational stage, which requires interactive, visual, and experience-based learning
approaches (More 2023). At this stage, children tend to learn more effectively through play,
storytelling, and visually engaging media. Therefore, innovative instructional strategies are
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needed to align with these characteristics while also leveraging the potential of digital
technology.

One promising approach is gamification, which involves the application of game
design elements such as points, levels, badges, leaderboards, and challenges into non-game
contexts like education to enhance student motivation and engagement (Deterding et al.,
2021). Empirical studies have shown that gamification can significantly improve learning
motivation, engagement, and academic performance (Hamari, Koivisto, & Sarsa, 2024).
Through gamified learning environments, students actively participate in the learning process
and experience a more enjoyable and interactive form of learning.

In addition, digital storytelling has emerged as an effective pedagogical strategy.
Digital storytelling integrates narrative elements with digital media such as images, audio,
video, and animation to deliver learning content in a more engaging and meaningful way
(Robin, 2023). This approach has been proven to enhance students’ conceptual
understanding, critical thinking, and reflective abilities (Sadik, 2023). In the context of PAI,
digital storytelling offers significant potential for conveying religious values through
inspirational and contextually relevant stories.

The integration of gamification and digital storytelling in PAI learning is expected to
create a more holistic learning experience. Gamification enhances student motivation and
participation, while digital storytelling strengthens comprehension and value internalization
through meaningful narratives. The combination of these approaches enables the
development of engaging, interactive, and value-oriented learning environments that support
the improvement of students’ religious literacy.

However, empirical studies that specifically integrate gamification and digital
storytelling in Islamic Religious Education at the elementary level remain limited. Most
existing studies examine these approaches separately and are predominantly conducted in
general subjects rather than religious education. Furthermore, there is a lack of research
focusing on their implementation in public elementary schools in regional contexts, such as
SD Negeri 124 Kota Bengkulu.

Preliminary observations conducted at SD Negeri 124 Kota Bengkulu reveal that PAI
instruction is still dominated by conventional lecture methods and textbook-based learning,
with minimal use of digital media. Students tend to be less active and less enthusiastic during
the learning process, which affects their understanding and application of religious values in
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daily life. This situation highlights a gap between the demands of 21st-century learning and
the current instructional practices in the classroom.

Based on these issues, there is a need for innovative instructional models that integrate
digital technology with pedagogical approaches aligned with the characteristics of
elementary school students. Therefore, this study aims to examine the integration of
gamification and digital storytelling in PAI learning as an effort to enhance students’
religious literacy.

Several recent studies have demonstrated that gamification can significantly enhance
students' learning motivation, engagement, and academic achievement in various educational
contexts. For example, Sailer and Homner (2020) concluded that gamification positively
influences cognitive, motivational, and behavioral learning outcomes through the integration
of game elements such as points, badges, and leaderboards. Similarly, Zainuddin et al. (2021)
found that gamified learning environments improved students' participation and collaborative
learning in digital classrooms. However, these studies primarily emphasized learning
motivation, engagement, and academic performance rather than the development of religious
literacy.

In parallel, research on digital storytelling has shown its effectiveness in promoting
students' critical thinking, creativity, communication skills, and meaningful learning
experiences. Robin (2021) argued that digital storytelling enables learners to construct
knowledge through multimodal narratives that foster deeper understanding and reflection.
More recent studies by Yang et al. (2023) also reported that digital storytelling improves
learners' digital competence and learning engagement across different educational settings.
Nevertheless, these investigations generally focused on language learning, social studies, or
digital literacy, while its implementation in Islamic Religious Education (PAI) remains
relatively limited. Within the field of Islamic Religious Education, previous studies have
mostly examined the effectiveness of digital media, interactive learning platforms, or game-
based learning in improving students' learning motivation, conceptual understanding, and
character education. Although these studies have contributed significantly to the
modernization of PAI instruction, they have rarely integrated gamification and digital
storytelling simultaneously within a single instructional framework. Furthermore, religious
literacy has generally been treated as a supporting aspect of character education or religious
understanding rather than as the principal learning outcome.
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Therefore, the present study addresses these research gaps through three major
contributions. First, it develops and implements an integrated learning model that combines
gamification and digital storytelling within a structured Islamic Religious Education learning
framework, allowing students not only to participate actively in learning activities but also
to construct and communicate religious understanding through meaningful digital narratives.
Second, unlike previous studies that mainly evaluated motivation, engagement, or academic
achievement, this research places religious literacy as the primary dependent variable,
encompassing students' ability to understand, interpret, contextualize, and apply Islamic
values in everyday life. Third, this study is conducted in a public elementary school located
in a regional area, a context that has received relatively little attention in previous empirical
research, which has predominantly been undertaken in urban schools or higher education
institutions. Consequently, this research contributes both theoretically and empirically by
extending the application of innovative digital pedagogies to strengthen religious literacy in
elementary Islamic Religious Education.

Thus, this study is expected to contribute theoretically to the development of
technology-enhanced Islamic education and practically to provide teachers with innovative,
engaging, and meaningful instructional strategies to improve students’ religious literacy in a
sustainable manner.

RESEARCH METHODS

This study employed a mixed-methods approach with an explanatory sequential design,
combining quantitative and qualitative methods to comprehensively examine the
effectiveness of integrating gamification and digital storytelling (Sugiyono, 2021) in Islamic
Religious Education (PAI). The research was conducted at SD Negeri 124 Kota Bengkulu,
involving elementary school students as the primary participants. The quantitative
component used a quasi-experimental design with a non-equivalent control group, in which
one class was assigned as the experimental group receiving gamification and digital
storytelling-based instruction, while another class served as the control group receiving
conventional teaching methods. Pre-test and post-test instruments were administered to
measure students’ religious literacy levels before and after the intervention.

The qualitative component was conducted to support and deepen the quantitative
findings through classroom observations, semi-structured interviews with teachers and
selected students, and documentation analysis. These qualitative data aimed to explore
students’ learning experiences, engagement, and the process of internalizing religious values
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during the implementation of the instructional model. The integration of both approaches
allowed for a more holistic understanding of not only the outcomes but also the learning
processes involved, (Zhou, 2024).

The population of this study consisted of all students at the selected school there were
182 students, while the sample was determined using purposive sampling a total of 46
students were sampled, focusing on classes that met the research criteria. Data collection
instruments included a religious literacy test developed based on cognitive, affective, and
behavioral indicators, observation sheets to assess student engagement, and interview
guidelines to capture in-depth responses. The validity of the instruments was ensured through
expert judgment, while reliability testing was conducted using appropriate statistical
techniques, (Al-Buraiki, 2024).

The quantitative data in this study were analyzed using descriptive and inferential
statistics to measure the effectiveness of integrating gamification and digital storytelling in
improving students’ religious literacy. Descriptive statistics were used to describe students’
learning outcomes through mean scores, percentages, and standard deviations obtained from
the pre-test and post-test results. Furthermore, inferential statistics were employed to
determine whether there were significant differences before and after the treatment. The
paired sample t-test was used to examine the significance of differences between students’
pre-test and post-test scores within the same group, while the independent sample t-test was
applied to compare the learning outcomes between the experimental and control groups. The
use of quasi-experimental statistical analysis is considered effective in evaluating
instructional interventions in educational research because it allows researchers to measure
learning improvement and treatment effects systematically (Gopalan, Rosinger, & Ahn,
2021).

Operationally, the quantitative procedure began by administering a pre-test to both the
experimental and control groups to identify students’ initial religious literacy levels.
Afterward, the experimental group received instruction integrating gamification elements
such as points, rewards, quizzes, challenges, and interactive digital storytelling, while the
control group received conventional instruction. At the end of the treatment sessions, both
groups completed a post-test. The resulting scores were then processed statistically to
determine the effectiveness and significance of the instructional treatment. The integration
of quantitative procedures in mixed-methods educational research enables researchers to
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obtain measurable evidence regarding learning improvement and intervention effectiveness
(Shi, Tong, & Long, 2021).

Meanwhile, qualitative data were analyzed using an interactive analysis model
consisting of data reduction, data display, and conclusion drawing. Operationally, qualitative
data were collected through classroom observations, interviews with teachers and students,
and documentation during the learning process. In the data reduction stage, the researcher
selected and focused the data relevant to students’ engagement, motivation, participation,
and religious value internalization during the implementation of gamification and digital
storytelling. The reduced data were then organized and displayed systematically in narrative
and thematic forms to facilitate interpretation. Finally, conclusions were drawn by
identifying recurring patterns, themes, and relationships emerging from the qualitative
findings. The interactive qualitative analysis model is widely used in mixed-methods
educational studies because it provides deeper explanations regarding students’ learning
experiences and behavioral changes during instructional interventions (Molina-Azorin &
Fetters, 2021).

The findings from both quantitative and qualitative data were subsequently integrated
during the interpretation stage to produce comprehensive conclusions regarding the
effectiveness of the proposed instructional approach. Quantitative findings explained the
extent of improvement in students’ religious literacy achievement, whereas qualitative
findings provided contextual explanations about students’ engagement, participation, and
internalization of religious values during the learning activities. The integration of both forms
of data is a key characteristic of mixed-methods research because it strengthens the validity
and depth of educational research findings (Zhou, Zhou, & Machtmes, 2024; Gierus et al.,
2025).

Overall, this methodological framework was designed to provide robust empirical
evidence on how the integration of gamification and digital storytelling can enhance students’
religious literacy, while also offering practical insights into its implementation in elementary
school PAI learning contexts.

RESULTS AND DISCUSSION
A. Integration of Gamification and Digital Storytelling in Islamic Learning
The integration of gamification and digital storytelling was implemented in the
learning process to create an interactive, engaging, and meaningful learning environment
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for fifth-grade students at SDN 124 Kota Bengkulu. The instructional design combined
game-based elements, including points, badges, rewards, quizzes, and collaborative
challenges, with digital storytelling that presented Islamic narratives through multimedia
content consisting of text, images, audio, animation, and video. The learning activities
were designed to encourage students' active participation while simultaneously
facilitating their understanding of Islamic values embedded in the instructional materials.

From classroom observations and interviews, students demonstrated high
enthusiasm and active engagement throughout the instructional sessions. They
participated more actively in discussions, completed learning missions collaboratively,
and showed greater motivation to accomplish each learning task. The game mechanics
fostered a competitive yet collaborative atmosphere, while the digital stories enabled
students to relate religious concepts to real-life situations.

The effectiveness of the instructional approach was confirmed by quantitative
findings. Table 1 presents the descriptive statistics of students' religious literacy scores
before and after the intervention.

Table 1. Descriptive Statistics of Students' Religious Literacy Scores

Test N Mean SD Minimum Maximum
Pre-test 46 71.41 6.46 60 85
Post-test 46  82.39 684 70 95

The descriptive analysis indicates a substantial improvement in students' learning
achievement after the implementation of the integrated instructional model. The mean
score increased from 71.41 in the pre-test to 82.39 in the post-test, representing an
average improvement of 10.98 points.

To examine whether the improvement was statistically significant, a paired sample
t-test was conducted.

Table 2. Paired Sample t-test Results

Variable Mean Difference t df Sig. (2-tailed)
Post-test — Pre-test 10.98 17.244 45 .000

The paired sample t-test revealed a statistically significant difference between students'
pre-test and post-test scores (t = 17.244, p <.001). Since the significance value was far
below the 0.05 threshold, the null hypothesis was rejected, indicating that integrating
gamification and digital storytelling significantly improved students' learning outcomes.
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Furthermore, the effectiveness of the intervention was evaluated using the
normalized gain (N-Gain).
Table 3. N-Gain Analysis

Mean N-Gain Category
0.395 Moderate

The average N-Gain score of 0.395 indicates that the instructional model achieved
a moderate level of effectiveness in improving students' religious literacy. These findings
demonstrate that the integration of gamification and digital storytelling successfully
transformed conventional teacher-centered instruction into an interactive student-
centered learning experience. Students were not merely passive recipients of information
but became active participants who constructed knowledge through exploration,
collaboration, and reflective learning activities.

The present findings support recent studies indicating that gamification enhances
students' motivation, engagement, and academic achievement by incorporating game
mechanics into educational contexts (Zainuddin et al., 2023). Similarly, digital
storytelling facilitates meaningful learning by integrating multimedia resources with
narrative structures that improve learners' cognitive processing and emotional
engagement (Robin, 2021; Yang & Wu, 2021). The combination of these two approaches
provides complementary pedagogical advantages: gamification increases behavioral
engagement, whereas digital storytelling promotes conceptual understanding and value
internalization.

From the perspective of Constructivist Learning Theory, students actively construct
knowledge through meaningful learning experiences rather than passively receiving
information. Likewise, Mayer's Cognitive Theory of Multimedia Learning explains that
combining verbal explanations with visual and auditory information enhances
information processing and long-term memory retention. Consequently, integrating
gamification and digital storytelling provides an instructional environment that promotes
both cognitive and affective learning outcomes.

B. Enhancing Elementary Students' Religious Literacy
The primary objective of this study was to determine whether the integrated
instructional model could improve elementary students' religious literacy. Religious
literacy in this research encompasses students' ability to understand Islamic concepts,
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interpret religious messages, apply religious values in everyday life, and demonstrate
positive religious attitudes during learning activities.

The quantitative findings demonstrated a significant improvement in students'
religious literacy after the implementation of the intervention. The increase in mean
scores, supported by the statistically significant t-test results, confirms that students
acquired a deeper understanding of Islamic teachings through the integrated learning
model.

Qualitative findings further strengthened these statistical results. Classroom
observations revealed that students became more confident in expressing religious
opinions, actively participated in discussions, and were able to relate Islamic stories
presented through digital media to their daily experiences. Interview data also indicated
that students found the learning activities more enjoyable than traditional lecture-based
instruction. They reported that interactive quizzes, rewards, and digital narratives helped
them remember Islamic values more effectively.

Teachers participating in the study also observed substantial improvements in
students' classroom participation and comprehension. According to the teachers, students
were more willing to ask questions, collaborate with peers, and reflect upon the moral
messages conveyed through digital storytelling. These behavioral changes indicate that
religious literacy extends beyond cognitive achievement to include affective engagement
and value internalization.

The statistical findings support these qualitative observations. The significant
increase from a mean score of 71.41 to 82.39, together with the moderate N-Gain score
(0.395) and highly significant paired sample t-test result (p <.001), demonstrates that the
integrated instructional model effectively enhanced students' religious literacy.

These findings are consistent with recent studies emphasizing that digital
pedagogical innovations positively influence religious and character education.
Interactive learning environments encourage deeper engagement, allowing students to
connect abstract religious concepts with authentic life experiences. Moreover, digital
storytelling provides meaningful contexts that facilitate moral reasoning, while
gamification maintains learners' motivation throughout the instructional process.

The findings also align with Self-Determination Theory, which suggests that
learners become more intrinsically motivated when instructional activities satisfy their
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needs for competence, autonomy, and relatedness. Gamification fulfills students' need for
competence through rewards and achievement systems, whereas storytelling nurtures
relatedness by connecting learners emotionally with religious narratives. This
combination encourages sustained engagement and deeper learning.

Overall, the integration of gamification and digital storytelling not only produced
statistically significant improvements in students' religious literacy but also fostered
meaningful learning experiences characterized by higher motivation, stronger classroom
participation, improved critical understanding of Islamic teachings, and greater
internalization of religious values. These results indicate that the proposed instructional
approach offers an innovative and effective pedagogical model for strengthening
religious literacy among elementary school students in Islamic educational settings.

CONCLUSION

This study demonstrates that the integration of gamification and digital storytelling is an
effective instructional approach for enhancing elementary students' religious literacy in
Islamic education. The quantitative findings revealed a statistically significant improvement
in students' religious literacy, as evidenced by the increase in the mean score from 71.41 on
the pre-test to 82.39 on the post-test. The paired sample z-test further confirmed that the
improvement was statistically significant (¢ = 17.244, p < .001), while the N-Gain score of
0.395 indicated a moderate level of instructional effectiveness. These findings suggest that
integrating game-based learning elements with digital storytelling can substantially improve
students' understanding of religious concepts and their ability to interpret and apply Islamic
values in meaningful contexts.

The qualitative findings complement the statistical results by revealing that the
instructional approach fostered greater student engagement, motivation, collaboration, and
active participation throughout the learning process. The use of digital narratives enabled
students to connect religious teachings with authentic life experiences, whereas gamification
created an enjoyable and interactive learning environment that encouraged sustained
participation. Consequently, the integration of these two pedagogical strategies contributed
not only to students' cognitive achievement but also to the internalization of religious values
and the development of positive learning attitudes.

From a pedagogical perspective, this study highlights the importance of adopting
innovative digital learning strategies in Islamic elementary education. Rather than relying
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solely on conventional teacher-centered instruction, educators should design technology-
enhanced learning environments that actively involve students in constructing knowledge
through interactive experiences. The combination of gamification and digital storytelling
provides a promising instructional model for promoting meaningful, engaging, and value-
oriented learning that is aligned with the demands of twenty-first-century education.

Despite these promising findings, this study has several limitations. The research was
conducted in a single Islamic elementary school with a relatively limited sample size and
focused exclusively on short-term learning outcomes. Therefore, caution should be exercised
when generalizing the findings to different educational contexts. Future research is
recommended to involve larger and more diverse samples across different regions and
educational levels, employ longitudinal or randomized experimental designs, and examine
additional variables such as students' critical thinking, digital literacy, learning motivation,
character development, and higher-order thinking skills. Furthermore, future studies may
explore the integration of emerging technologies, including artificial intelligence, adaptive
learning systems, augmented reality, or virtual reality, to further strengthen religious literacy
and create more personalized and immersive learning experiences in Islamic education.
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