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Abstract: This article delves into the application of gamification in Islamic Religious Education (IRE) for primary school students, focusing on its impact on motivation, emotional engagement, and learning psychology. It offers a systematic review of relevant studies, evaluating both the positive outcomes and challenges of using gamification in IRE. A thorough library research approach was used, drawing from academic journals, books, and conference papers. Key databases like Google Scholar, JSTOR, and ERIC were searched to identify studies published between 2010 and 2025. Studies that met specific criteria relevance to the topic, educational level, and a focus on gamification, motivation, emotional engagement, and learning psychology were selected. The findings suggest that gamification in IRE can significantly enhance student motivation, emotional engagement, and learning outcomes. Elements such as rewards, challenges, and interactive activities help create a positive learning environment, promoting better retention and understanding of Islamic teachings. Emotional engagement is particularly heightened when gamification is tailored to the cultural and religious contexts of the students, fostering a deeper connection to the material. The study emphasizes that incorporating gamification in IRE could enhance the overall educational experience for primary students, boosting their motivation and emotional involvement in learning. It also highlights the importance of designing gamified content that is culturally relevant and contextually appropriate to maximize the positive effects on student learning. The study recommends that educators, curriculum developers, and policymakers consider using gamification to improve the quality of Islamic education in primary schools.
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1. Introduction
The educational landscape is increasingly shaped by digital technologies, prompting transformations in how students engage with learning content. Within this evolving environment, Islamic Religious Education (IRE) plays a crucial role in shaping the moral and spiritual development of students. Traditionally, IRE has been delivered through conventional methods such as lectures, rote memorization, and reading, which often fail to capture the full attention and interest of young learners. As the interest in technology-enhanced learning grows, there is an increasing shift toward exploring innovative methods to improve engagement, such as gamification. This technique, which integrates game-like elements into educational contexts, has shown promise in various educational settings by increasing motivation and engagement (Zainudin & Huda, 2024a; Safroni & Hidayah, 2024).
In the realm of IRE, where the objective is to instill not only knowledge but also moral and religious values, gamification offers a unique opportunity to create a more engaging and interactive learning experience. Gamification includes elements like points, badges, leaderboards, and challenges, which are designed to motivate students through both intrinsic and extrinsic rewards. Research has shown that these elements can enhance motivation and increase student participation in learning activities (Zourmpakis et al., 2023). However, there is a limited body of research focusing specifically on the application of gamification in IRE for primary students, highlighting a gap in the literature that needs to be addressed to understand its potential fully.
Studies in other educational contexts have demonstrated that gamification can lead to higher engagement, greater enjoyment in learning, and better retention of content (Zourmpakis et al., 2023). In science education, for example, gamified approaches have resulted in significant improvements in students’ motivation and academic performance. Similar trends could potentially apply to IRE, where complex religious concepts and values may be made more accessible through interactive and fun learning experiences.
Despite the promising potential of gamification in education, challenges remain, particularly in the application of these techniques within IRE. Primary students often face issues like a lack of motivation, limited emotional engagement with the material, and difficulty in grasping abstract religious concepts (Arafah et al., 2024). Traditional methods do not always address these challenges effectively, which can lead to passive learning and disengagement. Here, gamification could serve as a solution by encouraging active participation and emotional investment in the learning process.
However, implementing gamification in IRE requires careful consideration of both pedagogical and technological factors. The integration of digital tools and gamified content must be done strategically to align with educational objectives while also maintaining the core values of Islamic teachings (Arafah et al., 2024; Arlina et al., 2023). Furthermore, teachers need appropriate training and support to effectively incorporate these new methods into the classroom. This includes equipping them with the skills to design and deliver gamified content that resonates with students’ emotional and cognitive needs (Fawaid et al., 2024).
Various gamification strategies and tools have been employed successfully in different educational fields. For example, platforms like Baamboozle and Kahoot! have been used to enhance student interaction and participation, with studies showing that such tools can increase students' motivation and improve learning outcomes (N. Azizah, 2022). In IRE, similar tools could be adapted to present religious knowledge through interactive quizzes, challenges, and leaderboards, thereby fostering a competitive yet cooperative environment that encourages deeper engagement with the material.
Additionally, the use of augmented reality (AR) and artificial intelligence (AI) has been explored in some gamified learning contexts. These technologies have shown potential in improving students' understanding of complex concepts by providing immersive and interactive learning experiences (Mohd Zainudin & Huda, 2024a). The integration of these tools into IRE could offer a more dynamic approach to teaching religious content, helping students visualize and internalize concepts related to Islamic faith and practices.
Gamification in IRE has the potential to increase student motivation, particularly by tapping into intrinsic motivators such as the desire for mastery and personal growth. According to Self-Determination Theory (Akcaoglu et al., 2018), intrinsic motivation is enhanced when students feel competent, autonomous, and connected to their learning. Gamified environments, which provide immediate feedback and allow for personalized learning paths, can fulfill these psychological needs, leading to increased engagement and motivation (Zainudin & Huda, 2024b).
Furthermore, emotional engagement is critical in IRE, as students are not only expected to acquire religious knowledge but also to develop a personal connection to their faith. Gamification has the potential to facilitate this emotional engagement by creating an enjoyable and immersive learning experience that aligns with students' interests and emotional needs. For instance, the use of game elements like narratives and challenges can make religious content more relatable and emotionally compelling, encouraging students to invest in their learning process (Arafah et al., 2024).
The integration of gamification into Islamic Religious Education holds great potential to transform the learning experience for primary students. By addressing key challenges such as lack of motivation and emotional engagement, gamification can foster a more interactive, enjoyable, and meaningful approach to learning religious content. However, successful implementation will require careful planning, teacher training, and the strategic use of digital tools that align with both educational goals and the values of IRE. Further research is needed to fully understand the impact of gamification on learning outcomes in this specific context and to develop best practices for its application in Islamic education.





2. Research Method
In This study adopts a library research methodology, which involves systematically collecting, analyzing, and synthesizing academic literature related to the topic of gamification in Islamic Religious Education (IRE) (Creswell, 2009). The primary goal is to understand how gamification influences key aspects such as motivation, emotional engagement, and learning outcomes for primary school students in the context of Islamic education. The methodology outlined below explains the key steps taken in conducting this systematic review.
The first step in the review process was conducting a comprehensive literature search across various academic databases, such as Google Scholar, JSTOR, ERIC, and other relevant platforms. The search focused on a set of specific keywords, including "gamification," "Islamic Religious Education," "primary students," "motivation," "emotional engagement," and "learning psychology." This approach ensured a broad yet focused search, capturing a wide range of studies related to gamification and its applications within educational settings. The keywords selected were essential in ensuring that the review could identify studies that addressed the intersection of gamification, Islamic education, and student learning outcomes (Mohd Zainudin & Huda, 2024a; Safroni & Hidayah, 2024).
A search strategy that combined these keywords with filters for peer-reviewed journal articles, books, and conference papers published between 2010 and 2025 was employed to gather the most up-to-date and relevant research on the topic. Studies focused on early years or primary education were prioritized, as the review sought to explore the influence of gamification specifically on younger students. This comprehensive approach helped gather relevant studies that address both general gamification in education and its specific use in the context of Islamic Religious Education (Arafah et al., 2024; Zourmpakis et al., 2023).
Once the relevant studies were identified, key information was extracted from each study. This included the research objectives, methodologies, findings, and conclusions related to the impact of gamification on motivation, emotional engagement, and learning outcomes. The focus was particularly on how these factors influence primary students’ experience in IRE. 
The studies were analyzed to identify common themes, trends, and gaps in the literature. Key themes that emerged included the positive impact of gamification on student motivation and emotional engagement, with many studies highlighting how gamified learning environments fostered intrinsic motivation, improved concentration, and led to better learning outcomes. For example, studies on gamification in Islamic education have shown that tools like interactive quizzes and competitions can enhance students' connection to the material.
Moreover, the analysis revealed some gaps in the literature, particularly regarding the specific challenges faced when integrating gamification in Islamic Religious Education. While gamification has been explored in secular educational contexts, there is still limited research on its effectiveness in religious education, especially within primary schools. This indicates a need for further investigation into how gamified elements can be tailored to meet the unique pedagogical and moral goals of Islamic education.

3. Results and Discussion
Impact of Gamification on Motivation in Islamic Religious Education
The studies reviewed consistently demonstrate that gamification plays a crucial role in boosting student motivation in Islamic Religious Education (IRE) by creating engaging and interactive learning environments. By incorporating elements like points, badges, leaderboards, and challenges, gamification encourages a sense of achievement and accomplishment among students. These features not only increase participation but also promote intrinsic motivation, prompting students to engage more deeply with the material. Additionally, gamification taps into psychological motivators, such as offering rewards and recognition, which further enhances students' desire to succeed in their religious studies.
In a study by Arafah et al., the use of gamified learning tools in IRE was found to significantly improve students' academic performance and self-motivation (Arafah et al., 2024). The study revealed that students involved in gamified learning environments showed higher levels of enthusiasm and engagement with Islamic content compared to their peers taught through traditional methods. This supports earlier, who explored the use of gamified quizzes and interactive activities in IRE, concluding that these gamified elements sparked greater interest and participation in learning about Islamic concepts, leading to increased enjoyment and motivation. The incorporation of points and rewards in the classroom has proven to be an effective way to create a dynamic learning environment and enhance student motivation.
Similarly, research by azizah, et.al. showed that gamification techniques, such as rewarding correct answers and encouraging friendly competition, significantly raised motivation levels in religious education (S. S. Azizah et al., 2024). Other studies, such as those by Zainudin and Huda, support this, emphasizing that gamification can enrich the overall learning experience in religious studies (Mohd Zainudin & Huda, 2024b). By adding competitive elements like leaderboards and offering intrinsic rewards, students become more invested in their learning not just for external incentives, but also for the personal satisfaction of achieving their own milestones.
Additionally, a study by Safroni and Hidayah further corroborates these findings, showing that students in Islamic Religious Education classes experienced increased motivation when gamification was integrated (Safroni & Hidayah, 2024). Their research found that the use of digital platforms and gamified elements made lessons more interactive and engaging, leading to better student participation and improved learning outcomes. The ability to track progress through digital badges and leaderboards reinforced students' commitment to their educational journey, making religious studies not only more enjoyable but also more meaningful.
The use of technology-enhanced learning tools, such as gamification, offers an effective solution to the problem of student disengagement in Islamic education. These tools provide students with a dynamic and interactive learning environment, which is particularly important in a subject like religious studies. By making the learning process enjoyable and rewarding, gamification helps students develop a deeper understanding of Islamic concepts while maintaining their interest and motivation throughout the course (Zainudin & Huda, 2024). The psychological benefits, including the development of a growth mindset and positive emotional connections to learning, are well-documented in recent research (Arafah et al., 2024; Safroni & Hidayah, 2024).
While the studies indicate a positive impact of gamification on student motivation in IRE, there are also challenges to consider. Teacher training and the availability of adequate technological infrastructure are identified as key factors influencing the success of gamified learning environments. Research by Zainudin and Huda underscores the need for professional development to help teachers effectively integrate gamification techniques into their classrooms (Zainudin & Huda, 2024b). The lack of technological resources and the time constraints many teachers face can limit the successful implementation of gamification, making it essential for schools to invest in both teacher training and the necessary infrastructure.
The evidence suggests that gamification can have a transformative impact on student motivation in Islamic Religious Education. By integrating gamified elements such as points, badges, and challenges, educators can create a more engaging and interactive learning environment that fosters both intrinsic and extrinsic motivation. However, for gamification to be successful, it requires thoughtful planning, teacher training, and access to adequate technological resources. With the right strategies in place, gamification has the potential to revolutionize the teaching and learning of Islamic concepts, making them more accessible, enjoyable, and effective for students.
Emotional Engagement in Islamic Education
Emotional engagement plays a vital role in effective learning, especially in Islamic Religious Education (IRE), where the aim is to instill profound values and beliefs that shape students' moral and spiritual development. Gamification, which incorporates game-like elements into the educational process, has proven to be highly effective in enhancing emotional engagement. Features such as storytelling, immersive scenarios, and personalized feedback create a more emotionally engaging learning experience. By connecting students emotionally to the material, gamification can make Islamic teachings more relevant and meaningful in their everyday lives. The emotional ties built through gamified learning help ensure that religious education goes beyond simple memorization, fostering a deeper, lasting connection to the content.
A study Zourmpakins found that students participating in gamified Islamic education activities showed increased emotional involvement (Zourmpakis et al., 2023). They felt a stronger connection to the subject matter, especially during role-playing activities that allowed them to take on the roles of historical Islamic figures or characters from Islamic stories (Alimni et al., 2022; Hendrik et al., t.t.). Engaging students emotionally by immersing them in scenarios linked to Islamic history and values helped deepen their understanding and personal connection to the material (Atkins et al., 2023). The use of storytelling and character-driven quests in the gamified environment created a space where students could explore and emotionally invest in Islamic teachings. This approach was supported by Safroni & Hidayah, who observed that students felt more connected to the Islamic values being taught through gamified elements like interactive challenges and rewards (Safroni & Hidayah, 2024).
Gamification’s potential to enhance emotional engagement is particularly evident in multicultural or multiethnic educational settings, which are common in many Islamic schools. A study by Fawaid Kholil examined how culturally responsive gamification could enhance self-engagement in Islamic education for multiethnic students (Fawaid et al., 2024). The research found that gamified platforms, tailored to diverse cultural backgrounds, created stronger emotional connections by making the content more relatable. By incorporating culturally relevant themes and narratives into gamified activities, educators can foster empathy, understanding, and emotional connections key components of Islamic moral education. In this way, gamification doesn’t just improve academic learning but also builds emotional intelligence and social cohesion among students from diverse cultural backgrounds (Byker, 2019; Anleu et al., 2016).
The integration of emotional intelligence (EI) into Islamic education highlights the importance of emotional engagement. EI, which includes self-awareness, self-regulation, empathy, and social skills, is essential in religious education, where character development is a central goal. A study by Sofiani et al. explored how emotional intelligence can be nurtured through Islamic education methods (Sofiani et al., 2024). By incorporating EI development into the curriculum, educators can enhance students' emotional engagement with the subject matter, their peers, and the broader community. The study found that emotional intelligence fostered a more harmonious learning environment, where students felt more connected to each other and the values being taught. This approach aligns with Islamic educational principles that emphasize moral and spiritual development as integral to learning.
In addition to fostering emotional engagement, gamification also encourages students to actively participate in their own learning. By tapping into intrinsic motivation through game mechanics like challenges and rewards, students develop a stronger emotional investment in their studies. This is particularly important in Islamic education, where the goal isn’t just academic achievement but the internalization of moral and spiritual values. Research by Alimni et al. showed that emotional engagement through gamified activities like group learning and prayer rituals improved students' social relationships, empathy, and compassion qualities central to Islamic teachings (Alimni et al., 2022).
Emotional engagement through gamification in Islamic education not only deepens students' connection to the material but also promotes emotional intelligence and social responsibility. The combination of game mechanics and Islamic values creates a dynamic and emotionally enriching learning environment that supports both intellectual and moral growth. As the research suggests, integrating gamification into IRE classrooms could revolutionize how students connect with Islamic teachings, making the learning experience more meaningful, enjoyable, and deeply engaging.
Learning Psychology and Cognitive Benefits
Gamification has been shown to positively impact the learning psychology of students, particularly by promoting active learning and boosting cognitive development. Active learning plays a crucial role in fostering critical thinking, problem-solving skills, and higher-order thinking skills essential for the well-rounded growth of students (Fauzian, 2019). By involving students in tasks that require them to engage directly with the content, gamified environments encourage them to take ownership of their learning. This leads to deeper cognitive engagement and better retention (Zandniapour & Deterding, 2018). Furthermore, gamified elements like interactive quizzes, badges, and progress tracking offer instant feedback, reinforcing learning and supporting metacognitive awareness (Dwijayanti et al., 2022; Karim, 2024). This feedback loop motivates students to keep pushing forward in their learning, improving their ability to recall information and apply it in different situations.
Research shows that problem-solving activities, a key part of gamified learning environments, significantly enhance students' cognitive abilities. These activities require students to critically analyze information, make decisions, and experiment with different solutions, ultimately improving their cognitive flexibility and adaptability (Duncan, 2018). When students face challenges or complex problems in a gamified setting, they are encouraged to use trial-and-error methods, which fosters a learning atmosphere where mistakes are seen as valuable learning opportunities rather than failure (Zourmpakis et al., 2023). This process helps develop essential cognitive skills like decision-making, problem-solving, and creative thinking skills that are important not just for academic success, but for life beyond school.
Additionally, the stress-free environment created by gamification plays a big role in improving cognitive outcomes. Traditional learning settings, which can sometimes be seen as rigid or punitive, may discourage students from taking risks or trying new approaches. In contrast, gamification promotes experimentation by offering students the freedom to fail in a low-stakes context, which reduces the fear of failure and encourages them to engage more fully with the material. As a result, gamified environments tend to cultivate positive attitudes toward learning, boost intrinsic motivation, and enhance long-term retention critical factors in subjects like Islamic education, where students need to internalize complex concepts and religious values.
The effectiveness of gamification in boosting cognitive engagement is also tied to its ability to cater to diverse learning styles. By incorporating interactive features such as visual aids, storytelling, and simulation-based learning, gamification provides different pathways for students to engage with the material. This multimodal approach helps accommodate various cognitive processing styles and allows students to interact with content in ways that align with their individual learning preferences (Gant & Luttbeg, 1987). Moreover, gamification’s blend of competition, collaboration, and rewards creates an environment where students can actively apply their knowledge, work together with peers, and compete in ways that foster both individual and collective learning.
In the context of Islamic education, gamification’s ability to enhance cognitive engagement and memory retention is especially valuable. Islamic teachings, which often require students to grasp abstract concepts and internalize religious values, can be made more accessible and engaging through gamified learning strategies. This approach helps bridge the gap between abstract theological ideas and students' real-world experiences, ultimately improving both cognitive and emotional engagement with the subject matter (Abdullah, 2020).

4. Conclusion
This systematic review underscores the significant positive impact of gamification on motivation, emotional engagement, and learning psychology in Islamic Religious Education (IRE) for primary students. The research highlights that gamification, by introducing elements like rewards, challenges, and interactive activities, has the potential to create a dynamic and motivating learning environment that fosters active participation. These game-like features can increase students’ enthusiasm for learning and encourage a deeper emotional connection with the material, which is essential in the context of IRE, where the aim is to instill values, beliefs, and moral guidance. Moreover, gamification can enhance cognitive outcomes by encouraging active learning and improving memory retention. The interactive nature of gamified tasks also promotes deeper engagement, making learning more enjoyable and memorable. The findings suggest that incorporating gamified elements into IRE curricula can significantly enhance the educational experience and effectiveness of teaching strategies. Given these promising results, it is recommended that educators, curriculum developers, and policymakers explore and integrate gamification strategies into primary school IRE curricula. However, while the current research shows positive outcomes, further studies are necessary to assess the long-term effects of gamification on student learning and emotional development. Future research should also focus on identifying the most effective practices for integrating gamification within Islamic educational settings.
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