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Abstract: This study aims to evaluate the effectiveness of 
the implementation of Game Based Learning (GBL) in 
improving students' understanding of Islamic Religious 
Education (PAI) subjects at SDN Cowek II. The research 
method used is qualitative with data collection techniques 
through observation and in-depth interviews. Data analysis 
uses the Miles and Huberman model which includes data 
reduction, data presentation, and verification. The results of 
the study indicate that the implementation of the GBL 
strategy is able to create an interactive and enjoyable 
learning atmosphere, and encourage students to be more 
active and confident in understanding religious material. 
This strategy not only improves the cognitive aspect, but 
also has a positive impact on the affective and social aspects 
of students.  
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Abstrak: Penelitian ini bertujuan untuk mengevaluasi 
efektivitas penerapan Game Based Learning (GBL) dalam 
meningkatkan pemahaman siswa terhadap mata pelajaran 
Pendidikan Agama Islam (PAI) di SDN Cowek II. Metode 
penelitian yang digunakan adalah kualitatif dengan teknik 
pengumpulan data melalui observasi dan wawancara 
mendalam. Analisis data menggunakan model Miles dan 
Huberman yang meliputi reduksi data, penyajian data, dan 
verifikasi. Hasil penelitian menunjukkan bahwa penerapan 
strategi GBL mampu menciptakan suasana belajar yang 
interaktif dan menyenangkan, serta mendorong siswa untuk 
lebih aktif dan percaya diri dalam memahami materi 
keagamaan. Strategi ini tidak hanya meningkatkan aspek 
kognitif, tetapi juga berdampak positif pada aspek afektif 
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dan sosial siswa.  

Kata Kunci: Implementasi; Game Based Learning; 
Pemahaman Siswa; Pendidikan Agama Islam. 

 

A.  Introduction 

Primary school education is an important foundation in a child's academic 

journey, focusing not only on knowledge transfer but also on attitude formation, 

character strengthening and the development of fundamental learning skills. In practice, 

learning at this level is often not fully geared towards fostering students' independence, 

innovation, democratic spirit and responsibility, making it difficult to achieve holistic 

educational goals. Therefore, it is important to develop good learning habits such as 

discipline, perseverance, responsibility and a positive attitude towards learning from an 

early age. These positive habits can provide constructive stimulation, improve the 

quality of the learning process, and have a long-term impact on students' academic 

success and character building. (Makki and Aflahah 2019) 

E $ducation is a guidance$ proce$ss that aims to form individuals who are $ 

inde$pe$nde$nt, re$sponsible $, innovative $, and have $ noble $ characte $r. In this conte $xt, Islamic 

Re $ligious E$ducation (PAI) has a strate $gic role$ in shaping stude $nts' spiritual and moral 

value$s. PAI not only conve$ys the $ore$tical re $ligious te $achings, but also instills faith, 

morals, and the$ application of Islamic value $s in e $ve $ryday life $. (Sire $gar e$t al. 2024) This 

is in line$ with Allah's words in Surah Al-Mujadilah ve$rse $ 11, which e$mphasize $s that 

Allah will e $le $vate$ the $ de$gre$e$s of those $ who be$lie $ve $ and have $ knowle $dge $. The $ ve $rse $ 

shows that faith and knowle $dge$ are$ two important e $le $me $nts that must go hand in hand 

in forming a noble$ pe$rson. 

Le$arning approache $s that pre$dominantly use $ le $cture$s and passive$ discussions te $nd 

to be$ te$ache $r-ce$nte $re$d and lack active $ stude $nt participation. As a re $sult, many stude $nts 

fe$e$l bore$d and lose$ the $ir e$nthusiasm for le $arning. Although the $ le $cture$ me $thod has 

historical roots dating back to the $ time $ of Prophe$t Muhammad SAW as a form of 

conve$ying knowle $dge$, in practice$ today it is ofte$n le $ss e $ffe$ctive $ if not accompanie $d by 
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inte $ractive$ skills such as que$stion and answe$r, which can incre $ase$ stude $nt e $ngage $me $nt 

in le $arning. (Rohayah e$t al. 2024) 

Le$arning Islamic Re $ligious E $ducation (PAI) should not only focus on de $live $ring 

re$ligious mate$rial, but also cre $ating an inte $ractive $, fun, and conte $xtual le $arning 

atmosphe$re$ with the $ ne$e$ds and daily live$s of stude $nts. The $ main goal is that re $ligious 

value$s are$ not only unde $rstood cognitive $ly, but also inte $rnalize$d and practice $d in daily 

be$havior. Le$arning that active$ly involve $s stude $nts will make $ the $m fe $e $l more $ involve $d, 

be$tte $r unde$rstand the$ mate$rial, and more$ motivate $d in the $ le $arning proce $ss. 

In this conte $xt, it is important for te$ache$rs to unde $rstand e$ach stude$nt's le $arning 

style$ so that the $ le $arning strate $gie $s applie $d can be $ more $ e $ffe$ctive $ and appropriate $. 

Unde$rstanding le$arning style$s not only he $lps te $ache$rs de$sign the $ right approach, but also 

he$lps stude$nts re$cognize$ the $ir pote $ntial and the $ way of le $arning that suits the $m be $st. 

This will have $ a positive $ impact on stude $nts' ove $rall se$lf-de$ve $lopme $nt and acade $mic 

succe$ss,(Wibowo 2016) As in MAN 17 Jakarta, le $arning is still dominate $d by the $ 

le$cture$ me $thod which te$nds to be$ boring and le$ss inte$re$sting, thus re$ducing stude $nt 

inte $re$st and participation in the $ te $aching and le $arning proce$ss. This condition indicate $s 

the$ ne$e$d for a more $ inte $ractive$ and fun le $arning approach. One $ pote $ntial alte $rnative$ is 

Game $ Base$d Le$arning, which is be$lie $ve $d to be $ able $ to incre $ase $ stude $nts' curiosity, 

e$ngage$me $nt and unde$rstanding. The$re$fore$, this study aims to e$valuate $ the $ e $ffe$ctive $ne $ss 

of Game $ Base$d Le$arning imple $me $ntation in improving the $ quality of Islamic Re $ligious 

E $ducation le $arning, e$spe $cially in te$rms of mate$rial unde $rstanding and stude$nts' active $ 

participation. (Naashir and Hindun 2023) 

Innovative$ and cre $ative $ le $arning approache $s are$ ne $e $de $d to ove $rcome $ low stude $nt 

participation in the$ le $arning proce$ss. Game$ Base$d Le $arning (GBL) is one $ me $thod that 

has be$e$n prove$n e$ffe$ctive $ in improving stude $nt unde $rstanding, motivation and 

e$ngage$me $nt. Through the$ use $ of spe$cially de $signe $d game $ e $le $me $nts, GBL cre $ate $s a 

le$arning e$nvironme $nt that is fun, inte$ractive$ and re$le $vant, allowing stude$nts to 

unde$rstand abstract conce$pts in a more $ concre $te $ way. In the $ conte$xt of le $arning Islamic 

Re $ligious E$ducation (PAI), GBL is ve $ry suitable$ be $cause $ it is in line $ with Islamic value $s 

that te $ach e $nthusiasm and joy in studying. Base$d on re$se $arch at SDN Cowe $k II, it was 
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found that some$ stude $nts we$re$ passive $, lacke$d confide $nce$, and we$re $ re $luctant to inte $ract 

or ask que $stions in le$arning PAI. This hampe $rs unde$rstanding and le $arning outcome $s. 

The$re$fore$, the $ application of GBL is se$e $n as an e $ffe$ctive $ solution to cre $ate $ a more $ 

ple$asant le$arning atmosphe$re$ and e$ncourage $ stude $nts to participate $ active $ly. 

Game $ Base$d Le$arning (GBL) has gre$at pote $ntial in improving conce $pt 

unde$rstanding, including in scie $nce$ le $arning and Islamic Re $ligious E $ducation (PAI). 

This me $thod allows stude $nts to le$arn through dire $ct e $xpe $rie $nce $, making the $ mate $rial 

e$asie$r to unde$rstand and re$ligious value $s e $asie $r to inte $rnalize$. (Widiana 2022) Proble $ms 

such as low stude$nt active$ participation and lack of unde $rstanding of PAI mate $rials 

indicate$ the $ ne$e$d for a more$ innovative $ approach. The $re$fore$, this study raise $s the $ title $ 

“Application of Game $ Base$d Le$arning Strate $gy to Improve $ Stude$nts' Unde $rstanding in 

PAI Le $arning at SDN Cowe $k II”, with the$ aim of providing le $arning solutions that are $ 

more$ inte $re$sting, e$ffe$ctive$, and able $ to incre $ase$ stude $nts' motivation and unde$rstanding 

of re$ligious mate $rials. 

 

B.  Methods 

The$ me $thodology use $d in this re$se $arch is qualitative $ re$se $arch that aims to e $xamine$ 

the$ strate$gy of imple $me $nting game $-base $d le $arning (GBL) in Islamic re$ligious e$ducation. 

Data analysis was conducte$d using Mile$s and Hube $rman's frame $work, which include $s 

thre$e$ main ste $ps: data re$duction, in which the $ re$se $arche $r summarize $s and se $le $cts 

re$le$vant information; data pre$se$ntation, which organize $s information into a cle $ar and 

unde$rstandable $ format; and data ve $rification, to confirm the$ accuracy and consiste$ncy of 

the$ re$sults. This me$thodology allowe $d the $ re$se $arche $r to inve $stigate $ the $ e $xpe$rie $nce $s of 

stude $nts and te$ache $rs in de$tail, as we$ll as gain an unde$rstanding of the $ challe $nge $s and 

succe$sse$s e$ncounte$re$d in the $ imple $me $ntation of GBL, thus offe $ring a valuable $ 

pe$rspe$ctive$ for the$ future$ advance$me $nt of e $ducational me$thods. (Kurniati, Khasanah, 

and Mufid 2023) 

This re$se$arch se $e$ks to e $xplore$ how a game $-base $d le $arning (GBL) approach can 

e$nhance$ stude $nts' unde $rstanding and e $ngage $me $nt in the$ e $ducational proce$ss. Data we $re $ 

colle$cte$d through compre$he$nsive $ inte $rvie$ws and dire$ct classroom obse $rvations to gain 
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an in-de$pth unde $rstanding of the$ le $arning dynamics. This te $chnique $ was chose $n so that 

the$ re$se$arche $r can capture $ the $ proce$sse $s and inte $ractions that occur during te $aching and 

le$arning activitie $s naturally and comple $te $ly. 

This study use$d a qualitative $ approach to e$xplore $ the $ application of game $-base $d 

le$arning at SDN Cowe$k II. Anothe$r re$ason for using a qualitative $ approach is that this 

study focuse$s on planning activitie $s, which include$ pre$paration for PAI le $arning, 

imple $me$ntation of PAI le $arning through game $-base $d le $arning or GBL me $thods to 

improve$ stude $nt unde $rstanding, as we $ll as factors that facilitate $ or hinde $r PAI le $arning 

with a game $-base $d approach. Data we$re $ colle $cte$d through obse $rvation, inte $rvie $ws, and 

othe$r me$thods commonly use $d in qualitative$ re$se $arch. 

In qualitative $ re$se $arch, the $ pre$se $nce$ of re$se $arche $rs indicate $s the $ir active $ 

involve $me $nt in the$ data colle $ction proce$ss, which include $s dire $ct obse $rvation and 

inte $rvie$ws at the$ re$se$arch location, name $ly the $ UPT E $ducation Unit of SDN Cowe $k II. 

This allows re$se$arche $rs to e$ngage$ dire$ctly with PAI te $ache$rs at SDN Cowe $k II, so that 

the$y can gain a de$e$pe$r unde$rstanding of the$ conte$xt and e$xpe$rie $nce $s unde $r study, as 

we$ll as colle$ct data or information from stude $nts of SDN Cowe $k II for analysis. 

The$re$fore$, the $ pre$se$nce$ of re$se $arche $rs can affe$ct the $ dynamics of inte $ractions and the $ 

re$sults of the $ study, so it is important to conside $r the $ e $xte $nt of the $ir involve $me $nt in the $ 

obse$rve$d situation. 

This re$se$arch was conducte $d at the $ location of the$ UPT E $ducation Unit of SDN 

Cowe$k II, which is locate$d in Se $mpu Hamle $t, Cowe$k Village $, Purwodadi Subdistrict, 

Pasuruan Re $ge$ncy, E $ast Java 67163. 

The$ data source$s in this study consist of primary data and se $condary data. Primary 

data was obtaine$d dire$ctly from inte $rvie$ws with te $ache $rs and stude$nts at SDN Cowe$k II 

re$garding the$ application of Game $ Base $d Le $arning (GBL) strate $gie $s in le $arning. 

Se $condary data (Wibawa e $t al. 2020) is information that has be $e $n colle $cte $d by othe $r 

partie $s, such as statistics and re $se $arch re $ports, which are $ use $d to support the $ argume $nts 

in the $ study. This re$se$arch use$s obse $rvation, inte $rvie $ws, and docume $ntation to e$valuate $ 

the$ e$ffe$ctive$ne$ss of the $ application of GBL in le $arning Islamic Re $ligious E $ducation 

(PAI). 
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Data colle$ction me $thods in this study include $ obse $rvation, inte $rvie $w, and 

docume$ntation. Obse $rvation was conducte $d to e $valuate $ stude $nts' activitie $s and the $ir 

participation in le$arning using the $ Game $ Base$d Le $arning (GBL) strate$gy, as we$ll as to 

asse$ss stude $nts' unde $rstanding of the $ mate $rial. Inte $rvie $ws we$re$ conducte $d with Islamic 

Re $ligious E$ducation te $ache $rs at SDN Cowe$k II to find out the $ planning, 

imple $me$ntation, and impact of the$ GBL strate $gy in le $arning. Docume $ntation was use $d 

to re$cord le $arning outcome $s and stre$ngthe $n re$se $arch findings. The $se $ thre $e $ me $thods we $re $ 

use$d to asse$ss the $ e$ffe$ctive $ne$ss of GBL imple $me $ntation in improving stude $nts' 

unde$rstanding in Islamic E $ducation le $arning. 

Data analysis in this study followe$d the $ approach propose $d by Mile $s and 

Hube$rman, (Thalib 2022) which include $s se $ve $ral main ste $ps. First, data re $duction was 

conducte$d by ide $ntifying and summarizing important information, as we $ll as discarding 

irre$le$vant de$tails for the$ re$se $arch focus. This proce$ss aims to find compone $nts that can 

improve$ stude $nts' unde $rstanding of PAI le $arning through the$ Game $ Base $d Le $arning 

(GBL) strate$gy. Furthe$rmore$, data pre $se $ntation was done$ by organizing the $ colle $cte $d 

data in an e $asy-to-unde$rstand format, such as table $s, graphs, or structure $d narrative $s, 

which aime $d to provide $ a cle $ar picture$ of the $ re$se $arch findings re$late $d to the $ planning, 

imple $me$ntation, and impact of GBL. Finally, conclusion drawing was done $ by 

analyzing the$ data to ide$ntify e $me $rging patte $rns and the$me $s, which we $re $ the $n use $d to 

provide$ insights into the$ e$ffe$ctive $ne $ss of GBL imple $me $ntation in improving stude $nts' 

unde$rstanding in PAI le $arning at SDN Cowe $k II. 

 

C.  Results and Discussion 

Game Based Learning (GBL) Strategy Planning 

The$ planning of Game $ Base$d Le $arning (GBL) strate $gy in PAI le $arning at SDN 

Cowe$k II is organize$d through a se$rie$s of structure $d ste $ps, taking into account the $ ne $e $ds 

of stude$nts, the$ characte $ristics of the $ mate $rial, and the$ le $arning conditions in the$ 

classroom. In this planning proce$ss, te $ache$rs not only re $ly on the $ pre $paration of formal 

le$arning tools, but also ide $ntify stude$nt le $arning ne $e $ds informally through classroom 

obse$rvations, light dialogue $, and re$fle$ction on the $ imple $me $ntation of pre$vious le $arning. 
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Te$ache $rs re$alize$ that PAI le $arning cannot be $ de $live $re$d only by the $ le $cture$ me $thod 

be$cause $ the $ characte $ristics of the$ mate $rial that is value $, moral, and spiritual re $quire $ a 

more$ applicable $ unde$rstanding. The$re $fore$, the $ planning of game $-base $d le $arning 

strate$gie$s is de $signe $d with an orie$ntation on stre$ngthe $ning stude$nt participation, 

improving me $mory, and cre $ating a fun le $arning atmosphe $re$. 

The$ initial ste $p of planning is done $ by mapping mate $rials that te $nd to be $ 

challe $nging for stude $nts to unde $rstand, e$spe $cially mate$rials that contain abstract 

conce$pts and me$morization. Te$ache $rs mappe$d that mate $rials such as daily praye $rs, 

ablution se $que$nce$s, praye $r move$me $nts, storie $s of apostle $s, to the$ conce$pt of qada and 

qadar ne$e$d diffe$re$nt handling. Furthe $rmore$, te $ache $rs choose $ the $ type $ of game $ that the $y 

fe$e$l is most appropriate$ to facilitate$ stude $nt unde $rstanding base$d on age $ and grade $ le $ve $l. 

In addition to choosing the$ type $ of game $, te $ache $rs also plan the$ imple $me $ntation 

time $, how to pre$se$nt the $ que$stions, stude$nt grouping, and e $valuation strate $gie $s. In 

planning, te $ache $rs also pay atte $ntion to the$ dive $rsity of activitie $s in le $arning, from 

ope$ning activitie$s that attract stude $nts' atte $ntion, to re$fle $ction se $ssions to stre$ngthe $n 

post-game$ unde$rstanding. Te$ache $rs have $ also pre$pare$d a me $chanism for monitoring 

stude $nt activity, including anticipatory ste $ps for stude$nts who do not participate $, by 

providing small tasks that invite$ participation. 

This planning is fle $xible$ and adaptive $, adjuste $d to the $ dynamics of the $ class and 

the$ de$ve$lopme $nt of stude$nts' inte$re$sts. Te $ache $rs avoid monotonous game $ patte $rns, by 

constantly looking for variations of game$s and cre $ative $ forms of que $stion de$live $ry. This 

is done $ to avoid bore$dom and maintain stude $nt e $nthusiasm in e $ve $ry me $e $ting. 

In othe $r words, the $ planning of the $ GBL strate $gy at SDN Cowe $k II is not just 

about choosing a me $thod, but is the$ re$sult of a re$fle $ctive $ proce$ss that conside $rs the $ 

characte$r of the $ le $arne $rs, the$ challe $nge $s of the $ mate$rial, and the$ de $sire $ to cre$ate $ a more $ 

me$aningful le$arning e$xpe$rie$nce$. 

The$ GBL strate $gy planning carrie $d out by te $ache $rs at SDN Cowe $k II is in line $ 

with John De$we$y's the $ory which e$mphasize $s the $ importance$ of “le $arning by doing” or 

le$arning through e $xpe$rie$nce$. De$we $y argue$s that dire $ct e $xpe $rie $nce$ in le $arning will form 

a de$e$pe$r and more$ me $aningful unde$rstanding for stude $nts. In this case $, the $ use $ of game $s 
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in PAI le$arning is a me$ans for stude$nts to e$xpe $rie $nce$ the $ le $arning proce $ss dire $ctly, not 

just passive $ly re$ce$iving information. 

Te$ache $rs not only de$sign le $arning formally, but also involve $ stude $nts active $ly 

through obse$rvation and dialogue $, which re $fle $cts the $ stude $nt ce $nte $re $d approach as 

e$mphasize$d by De$we$y. Fle $xible $ and adaptive $ planning shows an aware$ne $ss that e $ach 

class has diffe$re$nt dynamics, and te $ache$rs ne$e $d to cre$ate $ a le $arning e$nvironme $nt that is 

de$mocratic and re$le $vant to stude $nts' live$s. 

 
Implementation of Game Based Learning (GBL) Strategy 

The$ imple $me $ntation of the $ GBL strate $gy at SDN Cowe $k II take $s place $ in an 

inte $ractive$ and participatory atmosphe$re $. The $ te $ache$r starts the$ le $arning proce$ss with an 

e$xplanation of the$ mate$rial that is package $d in a concise $ and communicative$ manne $r, 

the$n proce$e$ds with the$ imple $me $ntation of the $ planne $d game $. 

The$ imple $me $ntation is not only fun-orie $nte $d, but dire $cte $d to gradually build 

conce$pt unde $rstanding. E $ach game $ be $gins with a cle $ar e $xplanation of the$ rule $s of the$ 

game$, the $ division of he $te $roge$ne $ous groups, and the$ pre$paration of varie $d que $stions. 

The$ te$ache$r positions himse$lf as a facilitator who obse $rve$s stude $nt involve $me $nt, dire $cts 

the$ course $ of the $ game$, and provide$s stimulus in the $ form of lighte $r que $stions to 

e$ncourage$ participation. 

The$ type$s of game $s use $d vary, ranging from simple $ gue $ssing, arranging cards, 

matching picture$s, to group quizze$s. In the $ ablution se $que $nce$ game$, for e $xample $, 

stude $nts not only play with the $ cards, but are$ also aske $d to e $xplain the $ ste $ps in front of 

the$ir frie $nds, cre$ating a collaborative$ le $arning atmosphe $re$ and stre$ngthe $ning se $lf-

confide $nce$. 

Compe$titive$ game$s, such as group quizze $s on the $ signs of doomsday or the $ story 

of the$ apostle$, are$ conducte $d by prioritizing the$ value $s of sportsmanship and 

coope$ration. The $ te $ache $r always e $mphasize $s that the $ game $ is not to find a winne $r, but to 

train unde$rstanding and build toge$the $rne$ss. 

In the $ final stage$ of imple $me $ntation, the $ te $ache $r provide$s space $ for re $fle $ction 

through ope$n discussion. In this se$ssion, the$ te $ache $r re$vie $ws the $ stude $nts' answe $rs, 

provide$s corre $ctions in a non-judgme $ntal way, and provide $s additional e $xplanations in 
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simple$ language$ for e $asy unde$rstanding. The$ te $ache $r also provide $s opportunitie $s for 

stude $nts to ask que$stions, so that le$arning truly be $come $s dialogic. 

With consiste$nt imple$me $ntation, the $ imple $me $ntation of GBL at SDN Cowe $k II is 

not only a variation of le $arning, but also part of a fun le $arning culture $, foste $ring 

active $ne$ss, and building stude$nts' courage$ in e $xpre $ssing opinions. 

The$ imple $me $ntation of the$ GBL strate $gy carrie $d out by the $ te $ache$r is in line $ with 

John De$we$y's the $ory which e$mphasize $s that le $arning must involve $ dire $ct e $xpe $rie $nce $ 

(e$xpe$rie$ntial le $arning) so that stude$nts can build unde $rstanding active$ly. Activitie $s such 

as arranging the$ orde$r of ablutions, matching picture $s, and group quizze$s cre$ate $ a 

conte$xtual and participatory le$arning atmosphe $re$, in accordance$ with the $ principle $ of 

“le$arning by doing” which is at the $ core$ of De$we $y's thinking. 

In addition, the $ imple $me $ntation of GBL also illustrate $s the $ principle $s in 

constructivism the$ory, whe$re$ stude $nts construct the $ir knowle $dge $ through inte $raction 

with the $ le $arning e$nvironme$nt. The $ game$s de $signe $d not only facilitate $ conce $pt 

unde$rstanding, but also e$ncourage$ re$fle$ction and discussion, which are $ important parts 

of the$ constructive $ proce$ss in le $arning. The $ te $ache$r acts as a facilitator, guiding stude$nts 

to think critically and find the $ir own unde$rstanding of the$ PAI mate $rial be $ing studie $d. 

 
Impact of Game Based Learning (GBL) Strategy 

The implementation of the GBL strategy in PAI learning at SDN Cowek II shows 

a broad impact, both from the cognitive, affective, and social aspects. The most obvious 

impact is seen in the increase in students' enthusiasm in participating in learning. 

Students who previously tended to be passive became more active, began to dare to ask 

questions, answer questions, and engage in group discussions. 

In terms of understanding the material, GBL helps students remember and 

understand concepts that were initially difficult. In lower grade students, the game helps 

overcome the difficulty of memorization and the sequence of worship steps. In upper 

grade students, GBL facilitates the understanding of abstract concepts by simplifying 

the material into a more concrete and digestible form. 

In addition to the impact on understanding, the application of GBL also fosters 

self-confidence. Students who were usually hesitant to perform began to dare to speak 
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in front of friends, especially when asked to answer questions or explain the results of 

group work. Healthy competition in the games also shapes sportsmanship character, 

where students learn to accept defeat gracefully and encourage other friends. 

Another positive impact is the creation of a pleasant and not boring learning 

environment. Students regard PAI lessons as something to look forward to, not a 

burdensome lesson. Social interaction is also increasingly built, especially through 

group game activities that require cooperation, discussion, and mutual respect for 

opinions between friends. 

Teachers also felt that after the implementation of GBL, the classroom 

atmosphere became more dynamic. The teacher is no longer the only center, but rather a 

facilitator who facilitates student exploration. From the evaluation, the teacher found 

that students understood the material more quickly after going through a game session 

followed by a discussion. 

However, teachers also realize that these positive impacts do not come without 

challenges. Some students who are still passive need special attention, and variations of 

the games must continue to be pursued so as not to cause boredom. Therefore, teachers 

continue to evaluate each implementation of GBL to find the best pattern that can 

optimally involve all students. 

Overall, the impact of the implementation of the GBL strategy in PAI learning at 

SDN Cowek II is very positive, proving that this strategy is not just an alternative, but 

can be the main method in building student understanding, increasing activeness, 

strengthening social character, and creating a fun and meaningful learning experience. 

The positive impact that arises from the implementation of the GBL strategy is in 

line with the views of John Dewey, who believes that the learning process will be more 

meaningful when students are directly involved in contextual and social activities. 

Through games that demand cooperation, discussion and reflection, students not only 

acquire knowledge, but also develop social and emotional skills. 

In addition, the theory of constructivism also seems relevant in this context. 

Students construct their understanding actively through play experiences and 

interactions, rather than passively receiving information. GBL facilitates this process by 
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providing space for exploration, critical thinking, and collaboration, which ultimately 

strengthens mastery of the material and positive attitudes towards PAI learning. 

 

  D.  Conclusion 

Islamic Religious Education (PAI) has an important role in shaping the character 

and morals of students from an early age. However, in practice, learning PAI in 

elementary schools still faces various challenges, especially in terms of students' 

motivation and understanding of the subject matter. Many teachers still use the lecture 

method as the main approach, which tends to be one-way and less interesting for 

elementary school students who are at the concrete cognitive stage of development. This 

can have an impact on students' low active participation and understanding of PAI 

lessons. 

The application of GBL strategies in Islamic Education learning is expected to be 

able to overcome student boredom, increase learning motivation, and ultimately 

improve student understanding of the subject matter. Therefore, this research is 

important to find out the extent to which the effectiveness of the application of Game 

Based Learning strategies in improving student understanding in learning Islamic 

Religious Education at SDN Cowek II. 

The Game Based Learning (GBL) strategy in learning Islamic Religious 

Education (PAI) at SDN Cowek II shows positive results in improving students' 

understanding, engagement, and motivation to learn. Through careful planning and 

selection of game media in accordance with the characteristics of the material and the 

needs of students, the learning process becomes more fun, interactive, and meaningful. 

Teachers do not only act as material deliverers, but also as facilitators who guide 

students in active and contextual learning experiences. 

The results showed that GBL had a significant impact on students' cognitive, 

affective, and social aspects. Students became more active, confident, and able to 

understand religious concepts more concretely. Despite some challenges, such as 

varying levels of participation and game saturation, teachers were able to make 

evaluations and adjustments to improve the effectiveness of this method. This finding 
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reinforces the relevance of the constructivist approach and John Dewey's learning 

theory that emphasizes the importance of learning by doing and experiential learning. 

Therefore, GBL can be one of the strategic alternatives in innovating PAI learning that 

is more contextual, participatory, and fun for elementary school students. 
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