Publisher:

Program Studi Pendidikan Agama Islam
UNIVERSITAS ISLAM IBRAHIMY BANYUWANGI

E-ISSN: 2809-204X

JURNAL PENDIDIKAN AGAMA ISLAM e P-ISSN: 2809-2139

MUMTAZ : Jurnal Pendidikan Agama Islam
Volume 6 Number 2 (2026) : 827-838
Available online at https://ejournal.uniib.ac.id/index.php/mumtaz

INNOVATIVE LEARNING METHODS FOR ENHANCING STUDENT ENGAGEMENT
IN THE DIGITAL ERA

S. Ahmad Al Hamid
Pendidikan Agama Islam, Universitas Islam Internasional Darullughah
Wadda’awah, Pasuruan, Indonesia
e-mail: albinhamid@alkhoirot.com

DOI: http:/ /doi.org/10.69552 / mumtaz.v6i2.3865

Received: Revised: Accepted: Published:
June 28, 2026 August 30, 2026 September 09, 2026 September, 2026

*Corresponding author

Abstract

This study aims to develop a conceptual model of digital learning innovation
management in Islamic education through the integration of educational
technology, Project-Based Learning (PBL), and gamification. This research employs
a qualitative approach using library research design by analyzing relevant scientific
literature from reputable journals, books, and international reports. Data were
collected through systematic literature review and analyzed using content analysis
techniques, including data reduction, categorization, synthesis, and interpretation.
The findings indicate that the effectiveness of digital learning innovation is strongly
influenced by technological accessibility, student engagement, and the integration
of pedagogical strategies. The use of digital platforms such as Learning Management
Systems enhances interaction and flexibility in learning, while PBL and gamification
significantly improve students’ motivation, collaboration, and problem-solving
skills. However, challenges related to digital inequality and resource management
remain critical issues in the implementation process. The novelty of this study lies
in the development of an integrative conceptual framework that connects
technological accessibility, student engagement, and learning outcomes within the
context of Islamic education management. This study contributes both theoretically
and practically by providing a strategic model for managing innovative learning in
I[slamic educational institutions.

Keywords: Digital Learning; Islamic Education Management; Project-Based
Learning; Gamification; Student Engagement.

Abstrak

Penelitian ini bertujuan untuk mengembangkan model konseptual manajemen inovasi
pembelajaran digital dalam pendidikan Islam melalui integrasi teknologi pendidikan,
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Project-Based Learning (PBL), dan gamifikasi. Penelitian ini menggunakan
pendekatan kualitatif dengan desain studi kepustakaan (library research) melalui
analisis literatur ilmiah yang relevan dari jurnal bereputasi, buku akademik, dan
laporan internasional. Teknik pengumpulan data dilakukan melalui penelusuran
literatur secara sistematis, sedangkan analisis data menggunakan teknik content
analysis yang meliputi reduksi data, kategorisasi, sintesis, dan interpretasi. Hasil
penelitian menunjukkan bahwa efektivitas inovasi pembelajaran digital sangat
dipengaruhi oleh aksesibilitas teknologi, keterlibatan peserta didik, serta integrasi
strategi pedagogis. Pemanfaatan platform digital seperti Learning Management
System mampu meningkatkan interaksi dan fleksibilitas pembelajaran, sementara
PBL dan gamifikasi terbukti meningkatkan motivasi, kolaborasi, dan kemampuan
pemecahan masalah siswa. Namun demikian, tantangan berupa kesenjangan akses
teknologi dan keterbatasan sumber daya masih menjadi kendala utama dalam
implementasi. Kebaruan penelitian ini terletak pada pengembangan kerangka
konseptual integratif yang menghubungkan aksesibilitas teknologi, keterlibatan
peserta didik, dan hasil pembelajaran dalam perspektif manajemen pendidikan Islam.
Penelitian ini diharapkan memberikan kontribusi teoretis dan praktis dalam
pengelolaan inovasi pembelajaran di lembaga pendidikan Islam.

Kata Kunci: Pembelajaran Digital; Manajemen Pendidikan Islam; Project-Based
Learning; Gamifikasi; Keterlibatan Siswa.

INTRODUCTION

Digital transformation in Islamic education is no longer merely a technological
transition, but rather a fundamental managerial and pedagogical paradigm shift. In
the era of global digitization, Islamic educational institutions are challenged to
restructure their learning governance to be technologically adaptive without
compromising their core mission of spiritual character formation (UNESCO, 2021).
While the integration of digital platforms such as Learning Management Systems
(LMS) has been proven to enhance learning accessibility and flexibility (Almarzooq
et al, 2020), its implementation in Islamic educational settings frequently
encounters systemic bottlenecks. These include low digital literacy among
educators, infrastructure deficits, and an absence of managerial frameworks
capable of integrating digital innovations into value-based curricula. This highlights
that the primary hurdle in digital transformation stems not from technological
resistance per se, but from the lack of strategic and operational management models
capable of aligning technological innovations with the overarching goals of Islamic
education.

In parallel, contemporary pedagogical literature highlights the efficacy of
Project-Based Learning (PBL) in fostering critical thinking and collaboration (Bell,
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2010), alongside gamification strategies that significantly drive student engagement
and motivation (Hamari, J.,, & Koivisto, ]J. (2022). However, a critical review of
existing scholarship reveals three major research gaps. First, previous studies
predominantly examine PBL and gamification in isolation as micro-level
instructional tools, largely overlooking the macro-level managerial strategies
required for their sustainable and scalable execution. Second, there is a lack of an
integrative framework that harmonizes digital technology, PBL, and gamification
into a unified learning ecosystem. Third, and most importantly, current Islamic
education management literature lacks a theoretical model capable of aligning
technological flexibility and modern pedagogical design with the deep-seated
internalization of Islamic ethical values.

The explicit novelty of this study lies in the formulation of the "Holistic Islamic
Digital Learning Management" (HIDLM) conceptual framework, which uniquely
integrates three core components—LMS technology, PBL, and gamification—into a
value-driven management architecture tailored for Islamic education. Unlike
conventional learning management models that prioritize technical efficiency and
cognitive metrics alone, the proposed model embeds Islamic core values (such as
itqan/excellence, ta'awun/collaboration, and amanah/responsibility) as both the
philosophical underpinning and operational guide for designing gamified, project-
based digital learning experiences.

Consequently, this study aims to develop and validate a comprehensive
conceptual model for managing digital learning innovations, systematically
delineating the interrelationships between technological accessibility, student
engagement, and educational quality enhancement within Islamic institutions.
Theoretically, this research advances the domain of Islamic educational
management by bridging modern management theories with digital pedagogy.
Practically, it provides educational leaders and policymakers with a strategic
roadmap for engineering high-quality, adaptive, and value-anchored digital
transformations.

RESEARCH METHODS

This study employed a qualitative research approach with a conceptual-
critical library research design to construct and evaluate a conceptual framework
for managing digital learning innovations within Islamic education. This approach
was selected because the primary focus of the research was not on field-based
empirical testing, but rather on high-level theoretical synthesis integrating three
core domains: digital technology accessibility, modern pedagogical strategies
(Project-Based Learning and gamification), and the philosophical-managerial

MUMTAZ: Jurnal Pendidikan Agama Islam 829
Volume 6 Number 2 (2026)
Available online at https://ejournal.uniib.ac.id /index.php/mumtaz



https://ejournal.uniib.ac.id/index.php/mumtaz

S. Ahmad Al Hamid

principles of Islamic education. The study was systematically conducted from
January to May 2024, examining scholarly literature published over the last decade
(2014-2024) to ensure the topicality, rigor, and contemporary relevance of the
analyzed issues.

Data collection was executed through a structured literature search across
leading international and national databases, including Scopus, Web of Science
(WoS), DOAJ, and Sinta (Tiers 1 and 2), utilizing Boolean operator combinations
such as ("digital learning management" OR "LMS") AND ("Project-Based Learning"
OR "PBL") AND ("gamification”) AND ("Islamic education” OR "value-based
education”). The literature selection process adhered to a rigorous screening
protocol. Out of an initial pool of 312 identified records, title and abstract screening
based on inclusion criteria—specifically peer-reviewed research articles addressing
digital learning innovations, educational management, or Islamic education—Iled to
the exclusion of 128 duplicate or irrelevant studies. Subsequent full-text eligibility
assessment of 184 articles yielded a final sample of 52 core journal articles and 8
international institutional reports (such as official policy documents from UNESCO
and the World Economic Forum) for in-depth qualitative analysis.

The selected literature was analyzed using thematic content analysis
integrated with a critical literature review. The analytical process followed four
structured phases: data reduction to extract key empirical and theoretical findings
regarding LMS, PBL, and gamification; conceptual categorization, where data were
structured into technological enablers, pedagogical drives, and Islamic managerial
architectures; integrative synthesis, which mapped the interrelationships among
components to resolve managerial gaps; and theoretical interpretation, where
findings were contextualized within Islamic ethical values (such as itqan, ta'awun,
and amanah) to construct a coherent management model.

To ensure rigorous data trustworthiness and conceptual validity, this study
implemented literature source triangulation and conceptual consistency checks.
Source triangulation was achieved by cross-comparing findings across diverse
academic disciplines—namely educational management, instructional technology,
and Islamic studies—and validating them against global institutional policy reports.
Furthermore, the validity of the synthesized conceptual model was reinforced
through a critical audit trail of theoretical arguments, ensuring that the resulting
"Holistic Islamic Digital Learning Management" (HIDLM) framework is firmly
anchored in credible literature and free from single-source interpretative bias.
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RESULTS AND DISCUSSION
Results

This study identified three core dimensions influencing the efficacy of digital
learning innovations within Islamic educational institutions: digital platform
accessibility, the execution of interactive pedagogical strategies, and student
engagement levels. Empirical evidence synthesized from prior scholarship indicates
that high smartphone ownership among adolescent learners presents a strategic
leverage point for adopting Learning Management Systems (LMS) such as Google
Classroom and Moodle (Almarzooq et al., 2020). The deployment of these platforms
enhances academic interaction through asynchronous discussion forums and
automated quiz evaluations (Garrison, D. R. 2023).

The specific impacts of integrating modern instructional frameworks—
comprising LMS, Project-Based Learning (PBL), and gamification—on academic
performance and student motivation are summarized in Table 1. Synthesis reveals
that gamification strategies utilizing interactive tools such as Kahoot! elevate
student engagement by up to 85% (Hamari, J., & Koivisto, J. 2022), with 79% of
learners reporting increased motivation (TalentLMS. 2025). Furthermore, the
inclusion of PBL significantly fosters 21st-century skills, particularly critical
thinking and collaborative problem-solving (Bell, S. 2020); World Economic Forum,
2020).

Table 1. Synthesized Data on Digital Learning Innovation Efficacy

Learning Factual Impact / Key Empirical

Innovation Findings Data Source

Enhances accessibility to learning

E-Learning (LMS)  materials and active academic Almarzooq etal.

interaction (2020)
I 0 :
Gamification 79% gf stude.nts _report increased TalentLMS (2025)
(General) learning motivation
Gamification Increases active student engagement .
(Kahoot!) by up to 85% Hamari et al. (2022)
Significantly fosters 21st-century Bell (2020); World

Project-Based

Learning (PBL) skills (critical thinking, collaboration, Economic Forum

problem-solving) (2020)

Within the specific domain of Islamic education, the governance of digital
learning innovations is outlined in Table 2. Synthesized findings show that

MUMTAZ: Jurnal Pendidikan Agama Islam 831
Volume 6 Number 2 (2026)
Available online at https://ejournal.uniib.ac.id /index.php/mumtaz



https://ejournal.uniib.ac.id/index.php/mumtaz

S. Ahmad Al Hamid

integrating technological infrastructure, value-aligned PBL strategies, and
interactive gamification—undergirded by institutional leadership—directly drives
educational quality enhancement and integrated quality monitoring.

Table 2. Governance Mapping of Digital Learning Innovation in Islamic Education

Management

Factual Implementation Mode Identified Impact
Aspect
Technolo Adoption of LMS and multimedia Increased learning
&y instructional content accessibility & flexibility
PBL Contextual project assignments Critical thinking &
grounded in Islamic values character formation
Gamification Interactive quizzes, point High intrinsic motivation
systems, and digital badges & active participation
Digital supervision and I :
Leadership integrated performance Institutional quality

. . assurance & enhancement
monitoring

Synthesizing these empirical relationships yielded the proposed Islamic
Digital Learning Management Model. This conceptual framework systematically
links transformational leadership with operational variables to drive learning
quality, as illustrated in Figure 1.

[ Islamic Educational Leadership ]

v
[ Technology Accessibility |

v
[ Digital Platforms (LMS) ]

v
[ PBL & Gamification Integration ]

v
[ Student Engagement & 21st Century Skills ]

v
[ Optimized Islamic Learning Quality ]

Figure 1. Conceptual Framework of Islamic Digital Learning Management Model
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Result

0%, - -
o ) isasi teknologi bergantung pada aksesibilitas

Optimalisasi teknologi &
bergantung pada
aksesibilitas

- 2
Google Classroom & Moodle Meningkatkan Project-BaseAd
Meninalkatian Keteriibat keterlibatan melajui L -
ennr?g 'a an keteriil 'a an‘ ke dantorim dlebies .earning (PBL)

melajui kuis dan forum diskusi Dampak nyata pada

kreativitas

Contoh: Proyet globaloria

meningkatkan kolaborasi

Table 1: Efektivitas Inovasi Pembelajaran Digital & pemecahan masalah

d Data/Dampak  Sumber

Teknologi (E-Leaming)  Meningkatkan Almarzoog et al.
aksesibilitas dan interaksi aktil

Gamifikasi 79% siswa merasa lebih TalentLMS Gamifikasi
termotivasi L4
& Kahoot!
Kahoot! 85% siswa melaporkan Hamari et al.
keteriibatan lebih tinggi Penggunaan
A % : Woid platform Kahoot!,
ningkatan keterampilan ri .
st abad ke-21 Economic Forum 85% siswa melaporkan

peningkatan motivasi

Discussion

Penggunaan multimedia (video dan animasi)
] meningkatkan retensi informasi tetapi
tantangan etis & akses sekitar 1,3 miliar S5owa iswa
di negara berkembang tanpa akses teknologi memadai '
Conclusion
L PBL Membantu keterampilan komunikasi

& berpikir kritis, tetapi manajemen waktu jnoyasimetode bttt

I : di era digital adelah keharusan:

> & sumber daya pentini
> el d * Integrasi teknologi, PBL
& gamifikasi meningkatkan
Tﬂ%_ .. Gamifikasi 89% siswa merasa terbantu keterilbatan siswa

E’ = ? elemen permajnan harus relevan dengan tujuan * Namun, diperiukan adaptasi
pembelajaran mengatasi kesenjangan akses

& penyesuaian kurikulum
untuk kesuksesan jangka panjang

Figure 2. Summary of the Holistic Islamic Digital Learning Management Framework

Discussion

The findings underscore that digital technology adoption in Islamic education
must not be viewed merely as a technical medium swap, but rather as an integral
dimension of organizational change management. The infrastructure divide and
internet constraints affecting millions of students globally (UNESCO, 2021) highlight
that primary transformation barriers stem from systemic governance deficits and
resource allocation issues. Without robust managerial stewardship, gamification or
LMS integration risks becoming instructional distractions that compromise
educational objectives (Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2021).
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Theoretically, the proposed framework (Figure 1) reinforces and extends the
Cognitive Theory of Multimedia Learning (Mayer, R. E. (2022). and Constructivist
Learning Theory (Jonassen, D. H., & Land, S. M. (Eds.). (2021). by demonstrating how
combined PBL and gamification stimulate active cognitive processing within
contextual environments. Furthermore, the findings align with Connectivism
(Siemens, G., & Downes, S. (2021). as learning occurs across technology-mediated
networks. Crucially, the theoretical contribution of this study extends these models
by arguing that digital connectivity and modern pedagogy yield sustainable
outcomes only when governed by transformational Islamic educational leadership.

From an Islamic management perspective, the model's success hinges on
operationalizing four core administrative principles:

1. Takhtit (strategic digital planning),

2. Tanzim (organizing resources and infrastructure),

3. Tawjih (directing and building faculty digital literacy), and
4. Muragabah (monitoring and digital quality control).

Embedding Islamic core values—such as itqan (excellence), ta'awun
(collaboration), and amanah (responsibility)—into these managerial functions
guarantees that technological flexibility does not erode moral and spiritual
character formation. Consequently, this study bridges digital accessibility and
educational quality enhancement through a value-anchored management
framework.

CONCLUSION

Learning innovation in the digital era represents a strategic imperative for
addressing global educational challenges. This study concludes that the
simultaneous integration of e-learning technologies, Project-Based Learning (PBL),
and gamification significantly enhances students' cognitive and emotional
engagement as well as their 21st-century skills. Nonetheless, the successful
execution of this conceptual model critically depends on transformational Islamic
educational leadership capable of governing equitable technology access, educator
digital readiness, and inclusive curriculum policies anchored in fundamental
administrative functions (Takhtit, Tanzim, Tawjih, and Muraqabah).

Despite these promising insights, several limitations must be acknowledged.
Methodologically, the study relies primarily on a synthesis of secondary literature
through narrative review, without incorporating primary quantitative or
experimental data from real-world educational contexts. Furthermore, the
contextual generalizability of the proposed framework remains constrained, as
variations in technological readiness and socio-economic dynamics across diverse
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Islamic educational institutions were not comprehensively examined. These
limitations restrict the universal applicability of the findings across different
geographic and institutional settings.

Future research should therefore pursue empirical validation of the proposed
Digital Learning Management Model through quantitative approaches such as
Partial Least Squares Structural Equation Modeling (PLS-SEM). Longitudinal
experimental designs are also recommended to evaluate the sustained impact of
integrated PBL and gamification on learners’ moral development, digital ethics, and
spiritual growth within Islamic educational environments. Additionally, further
inquiry should focus on resource-constrained contexts, particularly rural or
infrastructure-limited Islamic schools, by exploring adaptive leadership
frameworks and targeted digital literacy interventions that address the unique
challenges of such environments.
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