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Low student interest in Islamic Religious Education and Character Building at 

the vocational high school (SMK) level remains a challenge, especially under 

conventional, teacher-centered approaches. This study aimed to enhance 

students’ learning interest by applying the gamified MURDER strategy in the 

classroom. Using the Kurt Lewin Classroom Action Research model, the research 

was conducted in two cycles comprising planning, action, observation, and 

reflection stages. Data were collected through observation, questionnaires, 

interviews, tests, and documentation. Findings showed a significant increase in 

student learning interest, with student activity rising from 65.5% (pre-cycle) to 

95.5% (cycle II), and teacher activity from 81.1% to 95.5%. Students responded 

positively, describing the learning as more engaging, interactive, and confidence-

building. The gamified MURDER strategy proved to be an effective alternative 

for improving both student interest and instructional quality in Islamic Religious 

Education and Character Building, and it is recommended for broader use in 

character-focused, student-centered learning contexts. 

 

Keywords: MURDER Strategy, Gamification, Learning Interest, Islamic 

Religious Education, Character Building 

 

Abstrak 

Minat belajar peserta didik terhadap mata pelajaran Pendidikan Agama Islam dan 

Budi Pekerti di tingkat SMK masih rendah, terutama dalam model pembelajaran 

konvensional yang kurang melibatkan siswa secara aktif. Penelitian ini bertujuan 

meningkatkan minat belajar siswa melalui penerapan strategi MURDER berbasis 

gamifikasi. Penelitian menggunakan model Penelitian Tindakan Kelas (PTK) 

Kurt Lewin dalam dua siklus yang meliputi perencanaan, tindakan, observasi, dan 

refleksi. Data dikumpulkan melalui observasi, angket, wawancara, tes, dan 

dokumentasi. Hasil menunjukkan peningkatan signifikan minat belajar siswa; 

aktivitas siswa meningkat dari 65,5% (pra-siklus) menjadi 95,5% (siklus II), dan 

aktivitas guru dari 81,1% menjadi 95,5%. Respons siswa sangat positif; mereka 

merasa pembelajaran lebih menarik, interaktif, dan membangun rasa percaya diri. 

Strategi MURDER berbasis gamifikasi terbukti efektif meningkatkan minat dan 

kualitas pembelajaran PAI dan Budi Pekerti, serta layak diterapkan dalam 

pembelajaran lain yang berfokus pada penguatan karakter dan keterlibatan aktif 

siswa. 

 

Kata Kunci: Strategi MURDER, Gamifikasi, Minat Belajar, Pendidikan Agama 

Islam, Budi Pekerti 
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INTRODUCTION  

Education is a conscious effort to help students reach their fullest potential in all 

aspects of life spiritual, religious, personal, intellectual, moral, and social (Hidayat et 

al., 2018). This is achieved through the intentional design of learning environments that 

foster these qualities (Romiyati et al., 2023).  Education plays a strategic role in shaping 

individuals who are not only intellectually competent but also morally upright. It also 

functions to develop the whole potential of a person, including spiritual and social 

aspects, as emphasized in Islamic teachings  (Iqbal et al., 2024). 

Islamic Religious Education (IRE) is not solely aimed at instilling spiritual 

values, but also at shaping responsible, tolerant individuals with commendable character 

(Achmad, 2024). This aligns with the Islamic view that education is a central pillar for 

nurturing a generation that is faithful, knowledgeable, and righteous in conduct (Sapitri 

& Maryati, 2022). The learning process plays a key role in this development, involving 

collaboration between students, teachers, and supportive environments. How these 

parties experience the learning process ultimately determines the achievement of 

educational goals and outcomes (Dedy Herawan & Sudarsana, 2017). 

From an Islamic perspective, education is a holistic human development process, 

where knowledge, action, and ethics are inseparable, as emphasized in the Qur’an 

(Harun, 2021). Therefore, the implementation of Islamic Religious Education must 

integrate the spiritual, intellectual, moral, and social dimensions of the learner (Nur’aini 

& Hamzah, 2023).  

However, preliminary observations and information obtained from Islamic 

Religious Education and Character-Building teachers at Grade XI of SMK Negeri 2 

Palopo indicate that students’ learning interest in general subjects outside their 

vocational major such as Islamic Religious Education is still relatively low.  Most 

students prefer to focus on subjects related to their specialization, as they perceive them 

to be more relevant to future career paths. Consequently, student engagement in IRE 

classes is minimal. Some exhibit passive behavior and a lack of interest in the subject. 

Inconsistent class attendance is also common, which disrupts the overall learning 

process. 

The lack of student interest in IRE is not always due to the teaching methods 

used by instructors but is often influenced by internal factors such as students’ 

perception of the subject’s importance, low motivation, and the tendency to devalue 

non-major subjects (Kartika & Arifudin, 2024). External factors also play a role, 

including limited learning media, unconducive classroom environments, peer 

distractions, and high noise levels (Handayani et al., 2017; Mashburn et al., 2008; 

Sulfikram et al., 2023).  In this context, the use of innovative instructional media 

becomes essential. Gamification as a game-based learning approach has been proven 

effective in increasing motivation and student engagement, including in early childhood 

education (Mukarromah & Agustina, 2021). Media based on digital applications are 

also relevant in the digital era, particularly in enhancing students' literacy and learning 
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interest (Bastin, 2022; Murro Nuril Chasanah & Hasibuan, 2024; Rafita & Puspa 

Juwita, 2025).  

Several studies emphasize the importance of developing digital and web-based 

media in Islamic education (Fathia & Kamilia, 2024; Hasriadi, 2022). Tools such as 

smart cards and Macromedia Flash have been effectively used to strengthen 

comprehension of abstract materials, including in subjects like Akidah Akhlak and 

Arabic (Boonroungrut et al., 2022; Muhaemin & Wahyuni, 2021). Without instructional 

innovation, students may struggle to focus, comprehend materials, and achieve optimal 

learning outcomes. 

Therefore, a learning strategy is needed to address these challenges and enhance 

students’ interest. One such strategy is MURDER (Mood, Understand, Recall, Digest, 

Expand, Review), which, when integrated with gamification media, is designed to 

create a more interactive, enjoyable, and effective learning experience (Dehghanzadeh 

et al., 2021; Shortt et al., 2023; Wulan et al., 2024). A study by Suriyah et al., (2022) 

showed that MURDER significantly improved student achievement in Islamic Religious 

Education. Similarly, Afifah et al., (2023) found the strategy effective in enhancing both 

mathematics achievement and learning interest by fostering active student participation. 

Learning interest plays a critical role in educational success, particularly when a 

contextual approach is used (Iskandar et al., 2025; Rehny & Sari, 2023). When lessons 

are linked to students’ real-life experiences, their interest increases because the content 

feels relevant and meaningful (Fathia & Kamilia, 2024).  With the support of engaging 

instructional media such as gamified and interactive applications learning becomes 

more impactful and encourages greater student involvement. Based on this background, 

to improve students’ learning interest in Islamic Religious Education and Character 

Building at Grade XI of SMK Negeri 2 Palopo, the researcher deems it necessary to 

conduct a classroom action research study aimed at identifying and implementing 

strategies and media that can significantly enhance students’ learning interest. 

 

METHODS 

This study employed a Classroom Action Research (CAR) approach aimed at 

increasing students’ learning interest in Islamic Religious Education and Character 

Building through the implementation of the MURDER strategy integrated with 

gamification-based media. The research adopted Kurt Lewin’s action research model, 

which consists of four key stages: planning, acting, observing, and reflecting. The study 

was conducted over two cycles, with each cycle comprising two meetings and being 

evaluated continuously to assess the effectiveness of the interventions. 

 

Subjects, Location, and Duration 

The research subjects were 14 male students of Class XI Listrik B at SMK 

Negeri 2 Palopo, 12 of whom identified as Muslim. The study was conducted at SMK 

Negeri 2 Palopo, located on Jalan Dr. Ratulangi, Kelurahan Balandai, Kecamatan Bara, 
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Palopo City, South Sulawesi. The research was carried out during the second semester 

of the 2024/2025 academic year, specifically from February to April 2025. 

Research Procedure 

The research process followed the stages outlined in Kurt Lewin’s model. The 

planning stage involved curriculum analysis and the identification of prior learning 

obstacles. Based on this, a learning strategy was designed by combining the MURDER 

approach with gamification media as an innovative instructional model. 

The acting stage involved the direct application of the designed strategy in 

classroom instruction. Observations were carried out to monitor student engagement, 

media usage, and implementation fidelity. The reflecting stage focused on analyzing the 

observational results to evaluate the effectiveness of the intervention and determine 

necessary improvements for the subsequent cycle. 

The research was deemed successful if it met the following criteria: increased 

student participation in learning activities, positive responses to the learning strategy (as 

measured by questionnaires), and improved academic performance as evidenced by 

comparison of pre-test and post-test scores. If these indicators were not met, the 

research would proceed to the next cycle with revised interventions. 

 

Research Instruments 

Data were collected using observation sheets, questionnaires, interviews, tests, 

and documentation. Observation sheets recorded both student and teacher activities 

during instruction. The questionnaire was developed to measure students’ interest in 

learning the topic of etiquette in using social media. Interviews were conducted to 

gather in-depth insights from both students and teachers about their experiences with the 

MURDER strategy and gamified learning media. The pre-test and post-test measured 

instructional effectiveness. Documentation including photographs, student work 

samples, and instructional modules served as supporting evidence for the data collected. 

 

Data Collection Techniques 

Data were obtained through direct observation, semi-structured interviews, 

Likert-scale questionnaires, and learning achievement tests. Documentation was used to 

enhance data validity by triangulating field findings. Observations focused on students’ 

behaviors, engagement, and participation. Interviews captured the perceptions of 

students and teachers. Questionnaires provided quantitative data on student interest, 

while tests measured changes in academic outcomes. 

 

Data Analysis Techniques 

Both qualitative and quantitative descriptive methods were employed for data 

analysis. Qualitative data from observations, interviews, and documentation were 

analyzed thematically to identify emerging patterns and trends. Quantitative data from 

questionnaires and tests were analyzed using percentage and mean score calculations. 
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To assess learning improvement, the average class scores from pre-tests and 

post-tests were compared. Student success was evaluated based on the Minimum 

Mastery Criteria (KKTP), where a score of 75 was considered the passing threshold. 

The Wilcoxon Signed-Rank Test was used via SPSS version 30 to determine whether 

there was a statistically significant difference between pre-test and post-test scores, 

given that the paired data were non-normally distributed. A significance level of ≤ 0.05 

indicated a meaningful difference and acceptance of the alternative hypothesis. 

 

RESULTS AND DISCUSSION 

Based on the observation sheets used during both cycles of the research, there 

was a significant increase in student engagement during the Islamic Religious Education 

and Character Building lessons. In Cycle I, student activity percentage reached 76.25%, 

which falls into the “Fair” category. After reflection and improvement in Cycle II, this 

percentage increased to 86.25%, classified as “Good.” 

Table 4.1 Percentage of Student Activity Observation Scores 

Cycle Score Percentage Category 

Cycle I 76.25% Fair 

Cycle II 86.25% Good 
 

This indicates that the application of the MURDER strategy integrated with 

gamified media had a positive impact on student engagement. Improvements were also 

observed in the clarity of instructions and students’ active participation during lessons. 
 

Questionnaire Results 

The questionnaire was used to measure students’ interest in learning before and 

after the implementation of the learning strategy. In Cycle I, the average percentage 

score for student interest was 78.75%, which is categorized as “Moderate.” In Cycle II, 

the score increased to 88.75%, classified as “High.” 

Table 4.2 Recapitulation of Students’ Learning Interest Questionnaire Scores 

Cycle Average Score (%) Category 

Cycle I 78.75% Moderate 

Cycle II 88.75% High 
 

This improvement shows that integrating gamification elements such as point 

systems and interactive challenges can increase student enthusiasm and motivation 

toward the subject matter. 

Test Results (Pre-test and Post-test) 

To assess student learning outcomes, a pre-test and post-test were administered. 

The average pre-test score was 68.21, categorized as “Moderate.” After the intervention, 

the average post-test score increased to 82.14, categorized as “High.” 
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Table 4.3 Pre-test and Post-test Score Comparison 

Test Type Average Score Category 

Pre-test 68.21 Moderate 

Post-test 82.14 High 

This increase indicates that the MURDER strategy combined with gamification 

was effective in enhancing students’ comprehension and retention of the material. 

 

Hypothesis Testing 

To determine the statistical significance of the difference between pre-test and 

post-test results, the Wilcoxon Signed-Rank Test was conducted using SPSS version 30. 

The test result showed a significance value (Sig.) of 0.000 < 0.05, indicating that H₀ is 

rejected and H₁ is accepted. Thus, there is a statistically significant difference in 

students’ interest and learning outcomes before and after the implementation of the 

MURDER strategy integrated with gamified media. 

The findings of this study affirm that the implementation of a gamified learning 

strategy particularly a structured one like the MURDER strategy positively impacts 

student interest and academic achievement. The observed increase in participation, 

interest scores, and post-test performance aligns with the findings of (Suriyah et al., 

2022). who reported that the MURDER strategy effectively enhances learning outcomes 

in Islamic Religious Education. Additionally, Afifah et al., (2023) emphasized that 

active student involvement through the MURDER strategy contributes to increased 

learning motivation. Gamification elements support engagement theory by providing 

enjoyable and interactive learning mechanisms, as discussed by (Mukarromah & 

Agustina, 2021). This study demonstrates that contextually adapted instructional 

innovations, enriched with digital media, are not only necessary but also impactful in 

improving student learning outcomes, both affective and cognitive, particularly in the 

context of Islamic religious education. 

 

CONCLUSION 

The classroom action research conducted in Grade XI at SMK Negeri 2 Palopo 

demonstrates that the implementation of the MURDER strategy integrated with 

gamification effectively enhances students' learning interest in Islamic Religious 

Education and Character Development. This strategy successfully fostered greater 

student engagement, strengthened intrinsic motivation, and created a more interactive 

and enjoyable learning environment. Observations, questionnaires, and test results 

revealed consistent improvement in student involvement and academic performance. 

Students also responded positively to the learning process, showing increased 

enthusiasm and confidence in expressing their opinions. These findings indicate that 

combining a structured instructional strategy with gamification elements offers a 

promising alternative to deliver relevant and engaging education aligned with the 

learning characteristics of the digital generation. 



 

The MURDER Strategy Based on Gamification to Enhance Students’ Interest in Islamic Education and Character 
Building 

DOI: 10.31958/jies.v5i2.15637 

JIES: Journal of Islamic Education Students, 5 (2), 2025 |339 
 

REFERENCES 

Achmad, F. (2024). Filosofi Pendidikan Islam: Membentuk Jiwa Anak Usia Dini 

Sebagai Cerminan Fitrah Dan Akhlak Mulia. Jurnal Ilmiah Cahaya Paud, 6(2), 

188–206. https://doi.org/10.33387/cahayapd.v6i2.9040 

Afifah, I. N., Satriani, S., & Husniati, A. (2023). Efektivitas Strategi Murder (Mood, 

Understand, Recall, Digest, Expand, Review) Terhadap Hasil Belajar Matematika 

Siswa. Delta:Jurnal Ilmiah Pendidikan Matematika, 11(2), 197. 

https://doi.org/10.31941/delta.v11i2.2968 

Bastin, N. (2022). Keterampilan Literasi, Membaca, dan Menulis. Nahason Bastin. 

Boonroungrut, C., Saroinsong, W. P., & Kim, O. (2022). A Ten-Year Bibliometric 

Network Review On Massive Open Online Courses (Moocs) Research: 2011-2020. 

Turkish Online Journal of Distance Education, 23(2), 31–44. 

https://doi.org/10.17718/tojde.1095739 

Dedy Herawan, K., & Sudarsana, I. K. (2017). Relevansi Nilai Pendidikan Karakter 

Dalam Geguritan Suddhamala Untuk Meningkatkan Mutu Pendidikan Di 

Indonesia. Jurnal Penjaminan Mutu, 3(2), 223. 

https://doi.org/10.25078/jpm.v3i2.203 

Dehghanzadeh, H., Fardanesh, H., Hatami, J., Talaee, E., & Noroozi, O. (2021). Using 

gamification to support learning English as a second language: a systematic 

review. Computer Assisted Language Learning, 34(7), 934–957. 

https://doi.org/10.1080/09588221.2019.1648298 

Fathia, N., & Kamilia, R. (2024). Analisis Pengaruh Permainan Saintifik Perubahan 

Wujud Benda bagi Anak Sekolah Dasar. Jurnal Lingkar Pembelajaran Inovatif, 

5(10), 40–48. 

Handayani, S., Sumarno, S., & Haryati, Y. (2017). UpayaMeningkatkan Kemampuan 

Kognitif Dalam Memperkenalkan Konsep Pengukuran Anak Usia Dini Melalui 

Metode Bermain Peran. Jurnal Karya Pendidikan Matematika, 4(1), 43. 

https://doi.org/10.1017/CBO9781107415324.004 

Harun, S. (2021). Tafsir Tarbawi : Nilai-nilai Pendidikan dalam Al-Quran (S. Supriyadi 

(ed.)). Lentera Hati. 

Hasriadi, H. (2022). Metode Pembelajaran Inovatif di Era Digitalisasi. Jurnal 

Sinestesia, 12(1), 136–151. 

Hidayat, T., Rizal, A. S., & Fahrudin, F. (2018). Pendidikan Dalam Perspektif Islam 

Dan Peranannya Dalam Membina Kepribadian Islami. Jurnal MUDARRISUNA: 

Media Kajian Pendidikan Agama Islam, 8(2), 218. 

https://doi.org/10.22373/jm.v8i2.3397 

Iqbal, M., Panjaitan, A. Y., Helvirianti, E., Nurhayati, N., & Ritonga, Q. S. P. (2024). 

Relevansi Pendidikan Karakter dalam Konteks Pendidikan Islam: Membangun 

Generasi Berkarakter Islami. Indonesian Research Journal on Education, 4(3). 



 

The MURDER Strategy Based on Gamification to Enhance Students’ Interest in Islamic Education and Character 
Building 

DOI: 10.31958/jies.v5i2.15637 

JIES: Journal of Islamic Education Students, 5 (2), 2025 |340 
 

https://doi.org/10.31004/irje.v4i3.568 

Iskandar, E., Irawati, I., & Chai, N. (2025). Effective Classroom Management : Proven 

Engagement and Minimize Discruptions Techniques to Fostr. Journal of 

Educational Teaching and Trends, 1(1), 28–41. 

Kartika, I., & Arifudin, O. (2024). Strategi Guru Pendidikan Agama Islam (Pai) Dalam 

Mengatasi Kesulitan Belajar Siswa Di Sekolah Dasar. Jurnal Al-Amar (JAA), 5(2), 

171–187. 

Mashburn, A. J., Pianta, R. C., Hamre, B. K., Downer, J. T., Barbarin, O. A., Bryant, 

D., Burchinal, M., Early, D. M., & Howes, C. (2008). Measures of Classroom 

Quality in Prekindergarten and Children’s Development of Academic, Language, 

and Social Skills. Child Development, 79(3), 732–749. 

https://doi.org/10.1111/j.1467-8624.2008.01154.x 

Muhaemin, M., & Wahyuni, A. S. (2021). Pengembangan Media Interaktif Berbasis 

Macromedia pada Pembelajaran Bahasa Arab Isim Dhomir Kelas VII MTs. Olang. 

AL IBRAH: Journal of Arabic Language Education, 4(1). 

https://doi.org/10.24256/jale.v4i1.2504 

Mukarromah, T. T., & Agustina, P. (2021). Gamifikasi Berbasis Aplikasi dan 

Pembelajaran Anak Usia Dini. Edukids: Jurnal Pertumbuhan, Perkembangan, Dan 

Pendidikan Anak Usia Dini, 18(1), 18–27. 

https://doi.org/10.17509/edukids.v18i1.33338 

Murro Nuril Chasanah, L., & Hasibuan, R. (2024). Analysis of the Role of Facial 

Expression in Media Presence in the Development of Social, Emotional, and 

Expressive Language Skills in Children Aged 3-4 Years. Journal of Islamic 

Education Students (JIES), 4(1), 142. https://doi.org/10.31958/jies.v4i1.12312 

Nur’aini, N., & Hamzah, H. (2023). Kecerdasan Emosional, Intelektual, Spiritual, 

Moral dan Sosial Relevansinya Dengan Pendidikan Agama Islam Perspektif Al-

Qur’an. Jurnal Educatio FKIP UNMA, 9(4), 1783–1790. 

https://doi.org/10.31949/educatio.v9i4.5867 

Rafita, M., & Puspa Juwita, R. (2025). Developing a Local Wisdom-Based E-Book to 

Instill Moral Values in Kindergarten Children. Journal of Islamic Education 

Students (JIES), 5(1), 236. https://doi.org/10.31958/jies.v5i1.15212 

Rehny, Z., & Sari, N. P. (2023). Upaya Mengembangkan Kemampuan Kognitif Pada 

Proses Sains Menggunakan Model Project Based Learning Kelompok A Tk. Jurnal 

Inovasi, Kreatifitas Anak Usia Dini (JIKAD), 3(2). 

https://doi.org/10.20527/jikad.v3i2.9132 

Romiyati, E., Ardi Rahman, A., & Budiyono, E. (2023). Development of Mathematical 

Student Worksheets Based on Scientific Approaches and PQ4R Learning 

Strategies on Associated Materials. Journal Evaluation in Education (JEE), 4(1), 

17–20. https://doi.org/10.37251/jee.v4i1.296 



 

The MURDER Strategy Based on Gamification to Enhance Students’ Interest in Islamic Education and Character 
Building 

DOI: 10.31958/jies.v5i2.15637 

JIES: Journal of Islamic Education Students, 5 (2), 2025 |341 
 

Sapitri, A., & Maryati, M. (2022). Peran Pendidikan Agama Islam Dalam Revitalisasi 

Pendidikan Karakter Role of Islamic Education in Revitalization of Character 

Education. Journal for Islamic Studies, 5(1), 252–266. 

Shortt, M., Tilak, S., Kuznetcova, I., Martens, B., & Akinkuolie, B. (2023). 

Gamification in mobile-assisted language learning: a systematic review of 

Duolingo literature from public release of 2012 to early 2020. Computer Assisted 

Language Learning, 36(3), 517–554. 

https://doi.org/10.1080/09588221.2021.1933540 

Sulfikram, S., Baderiah, B., Makmur, M., Jasmin, N., & Sanusi, S. (2023). Strategi 

Guru Pendidikan Agama Islam dalam Meningkatkan Minat Belajar Siswa Melalui 

Kegiatan Extrakurikuler Rohani Islam di SMAN 2 Palopo. Jurnal Pendidikan 

Refleksi, 12(3), 161–170. 

Suriyah, A. F., Karoma, K., & Fauzi, M. (2022). Penerapan Strategi Pembelajaran 

Murder (Mood, Understand, Recall, Digest, Expand, Review) Dalam Peningkatan 

Hasil Belajar Siswa Pada Mata Pelajaran Pendidikan Agama Islam Kelas Vii Di 

Smp Patra Mandiri01 Palembang. Jurnal PAI Raden Fatah, 4(1), 1–14. 

https://doi.org/10.19109/pairf.v4i1.8184 

Wulan, S., Zainuddin, F., Yamin, M., Selviana, S., & ... (2024). Pengembangan Media 

Pembelajaran Smart Card pada Mata Pelajaran Akidah Akhlak Kelas VI di MI 01 

Bonepute. Jurnal Pendidikan …, 12(4), 211–222. 

 


