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ABSTRACT

This research aims to develop a Word Wall Game learning media based on Blended Cooperative E-Learning
for figh education. The research method employed is Research and Development (R&D). The study involved a diverse
group of participants, including experts (media experts, learning experts, and figh teachers) and grade VIl students,
with a total of 210 participants. The sample was selected using a simple random sampling technique, involving 8
validators from experts and teachers, as well as 40 students for a small-scale trial and 30 students for a large-scale
trial based on Roscoe's theory. Data were collected through questionnaires, interviews, and tests and analyzed using
qualitative and quantitative descriptive methods. The results indicate that the Word Wall Game media is valid for use
in figh learning. Validation scores from media design experts reached 81.66% (valid category), learning experts
scored 91.66% (very valid), and figh teachers provided a score of 88.33% (valid), with recommendations for
improving contextual elements of figh content. The media was found to be effective in terms of appearance, materials,
and methods. In terms of practicality, it was rated as easy to use by students, with an average practicality score of
4.16. Furthermore, the media significantly enhanced student motivation and engagement in learning, particularly on
the topic of halal and haram food and beverages. The effectiveness of the media was demonstrated through improved
student comprehension, as measured by the N-Gain Score method. The average N-Gain score of 0.65 and 0.67
indicates a medium improvement in student understanding. In conclusion, the Word Wall Game media based on
Blended Cooperative E-Learning has been validated as a practical and effective tool for enhancing figh learning.
This media demonstrates potential for broader application and further refinement to optimize student learning
outcomes.
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INTRODUCTION

Technology-based learning has become one of the key strategies in improving the effectiveness of
21st century education.! This approach allows the integration of various teaching methods to create a more
interactive and participatory learning environment. In the context of Islamic education, especially figh
learning, this approach is relevant to instill religious values in a way that is adaptive to technological
developments.?2 However, the application of technology-based learning methods, such as blended learning,
still faces implementation challenges, especially at the junior high school level (Madrasah Tsanawiyah).?

Figh learning as one of the core subjects in the madrasah curriculum aims to form students who not
only understand Islamic law theoretically but are also able to apply it in daily life.* Setiawan et al. revealed
that one of the main difficulties in learning figh is creating a contextual and engaging learning experience.®
In addition, a UNESCO survey shows that the use of technology for religious learning is often minimal,
especially in areas with limited digital infrastructure.®

The application of technology-based learning methods is growing rapidly, especially after the
COVID-19 pandemic forced schools to switch to online learning. Blended learning models that combine
face-to-face and online learning have emerged as a promising solution in bridging the challenges of post-
pandemic education.” The hope is that this approach can increase student engagement, strengthen
collaboration, and provide a more varied learning experience.®

In the context of figh learning, a technology-based cooperative approach is also expected to
encourage cooperation between students and encourage deeper mastery of concepts. Educational game
media, such as word wall games, have proven to be one of the effective tools to increase student
engagement. This approach has the potential to combine elements of interactivity with collaboration,
making learning more interesting and meaningful.®

Word Wall Game media aims to increase students' access and significant interaction with learning
resources, so it is expected to improve the understanding of the material taught by teachers in a fun way.
Some of the advantages of word walls are that they can be used for free with a choice of several templates.

! Dr. Lohans Kumar Kalyani, ‘The Role of Technology in Education: Enhancing Learning Outcomes and
21st Century Skills’, International Journal of Scientific Research in Modern Science and Technology, 3.4 (2024),
05-10.

2 Mohammad Ali Mahmudi, ‘Integrating Technology in Islamic Religious Education: Echaning Engagement
and Learning Outcomes’, EScience Humanity Journal, 4.2 (2024), 505-13
<https://doi.org/10.37296/ESCI.V412.173>.

3 Abdullah Syahid Royyan, Supadi Supadi, and Fakhrudin Arbah, ‘Blended Learning Management in
Madrasah  Tsanawiyah During Covid-19 Pandemic’, Jurnal Paedagogy, 10.1 (2023), 126-33
<https://doi.org/10.33394/JP.VV1011.6504>.

4 Akma Khairun Nisa and others, ‘The Effectiveness of Figh Learning on Students’ Worship Practices at
Madrasah Tsanawiyah’, AL-IMAM: Journal on Islamic Studies, Civilization and Learning Societies, 5.1 (2024), 53—
60 <https://doi.org/10.58764/J.1M.2024.5.66>.

® Dedi Setiawan, Khodijah Khodijah, and Ahmad Mansyur, ‘Implementing Contextual Teaching and
Learning (CTL) Model to Teach Figh’, Journal of Research in Islamic Education, 2.2 (2020), 93-105
<https://doi.org/10.25217/JRIE.\VV212.1283>.

6 UNESCO, ‘Education in a Post-Pandemic World: Nine Ideas for Public Action’, UNESCO, 2022.

" Hidayati Azkiya and Hermawati Syarif, ‘Technology-Based Learning Innovation In the Pandemic Covid-
19°, Proceeding of International Conference on Language Pedagogy (ICOLP), 1.1 (2021), 74-82
<https://doi.org/10.24036/ICOLP.V111.23>.

8 Fernando Vera, ‘Enhancing Student Engagement and Learning Outcomes through Faculty’s Active
Learning Practices | Transformar’, Revista Transformar Junio, 4.2 (2023).

% Daniel Ari Widhiatama and Catharina Brameswari, ‘The Effectiveness of Wordwall in Enhancing Students’
Engagement and Motivation in Literature Classes’, International Journal of Linguistics, Literature and Translation,
7.4 (2024), 15-24 <https://doi.org/10.32996/1JLLT.2024.7.4.3>.
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The types of games offered by this program include crossword puzzles, quizzes, random cards, and many
more. An additional advantage is that the games that have been made printable, which will help students
who have problems with the internet network.°

The advantage of this media is its ability to make learning more interactive and fun. This was also
conveyed by Evandri, who stated that the use of Word Wall interactive game media can increase students'
motivation to learn.!* Word Walls can be used to design and evaluate assessments in learning, as well as
to develop critical and active reading and writing skills.*?> The learning process at Madrasah Tsanawiyah
Negeri (State MTs) Palembang City has implemented several innovations in learning strategies, one of
which is the development of game-based learning media. In addition, the facilities owned have met the
standards of its implementation.

The implementation of figh learning at State MTs in Palembang City is still dominated by the use
of lecture methods and written assignments. This approach is often less effective in attracting the attention
of students, especially Generation Z who are more accustomed to interactive media. Early observations
show that despite efforts to integrate technology, its use is still limited to the presentation of material in the
form of presentations or videos. In addition, collaboration between students is often not optimal due to the
lack of learning methods that encourage active interaction.™

This condition creates a significant gap between the expectations of modern, technology-integrated
figh learning and the reality faced by both students and teachers. Students often struggle to grasp complex
material due to the lack of innovative and engaging teaching methods. At the same time, teachers encounter
challenges stemming from limited training opportunities and insufficient resources to design and
implement interactive, technology-based learning media. These obstacles underscore the urgent need for
transformative approaches in figh education. One promising solution lies in the development of Word Wall
Games based on blended cooperative e-learning. By integrating elements of educational games,
collaborative group learning, and digital technology, this approach aims to bridge the gap between
theoretical learning goals and practical implementation.#

Previous research has demonstrated the effectiveness of game-based media in enhancing student
engagement and learning outcomes. For instance, a study by Ren et al. found that educational games can
significantly improve student learning outcomes. However, research related to the development of game
media for figh learning is still very limited, especially in the context of madrasas (Islamic schools) in
Indonesia.*® Therefore, this study aims to fill this gap by developing and evaluating word wall game media

10 Desy Safitri and others, ‘Improvement of Student Learning Motivation through Word-Wall-Based Digital
Game Media’, International Journal of Interactive Mobile Technologies (1JIM), 16.06 (2022), 188-205
<https://doi.org/10.3991/1JIM.VV16106.25729>.

11 Evandri, ‘Development Of Interactive Learning Media Based On Wordwall Games To Increase
Motivation And Elementary School Students’ Learning Interests’, Journal of Education and Culture (JEaC), 4.1
(2024), 84-102 <https://doi.org/10.47918/JEAC.V411.1642>.

12 Elhefni Elhefni and others, ‘Use of Word Wall Learning Media to Improve Learning Outcomes Indonesian
Learning in  Elementary  Schools’,  AL-ISHLAH: Jurnal Pendidikan, 15.2 (2023), 1556-62
<https://doi.org/10.35445/ALISHLAH.V1512.1447>,

13 Harianto Harianto, Mahyudin Ritonga, and Riki Saputra, ‘How Is the Ability of Islamic Religious
Education Teachers in Designing and Using ICT Media?’, Proceedings of the 1st International Conference on
Education, Humanities, Health and Agriculture, ICEHHA , 2021 <https://doi.org/10.4108/EAI.3-6-2021.2310749>.

14 Ridwan, ‘The Effect of Cooperative Learning in Blended Learning Environment on Students’ Learning
Achievement: A True-Experimental Study’, Proceedings of the 2nd International Conference on Innovation in
Education and Pedagogy (ICIEP 2020), 619 (2022) <https://doi.org/10.2991/ASSEHR.K.211219.029>.

15 Jiaopin Ren, Wei Xu, and Ziging Liu, ‘The Impact of Educational Games on Learning Outcomes: Evidence
From a Meta-Analysis’,  International Journal of Game-Based Learning (IJGBL), 14.1 (2024), 1-25
<https://doi.org/10.4018/1JGBL.336478>.
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based on blended cooperative e-learning in State MTs in Palembang City.

This study has several new things compared to previous research. First, the mixed cooperative e-
learning approach used integrates online and offline learning proportionally, so that it is relevant to post-
pandemic education needs.*¢ Second, the word wall game media is designed specifically for figh materials,
taking into account the cultural context and needs of students in MTs.Y” Third, this study not only focuses
on media development but also evaluates its effectiveness in improving student learning outcomes and
their involvement in the learning process.*® In addition, this research supports the global agenda to utilize
technology in education. This is in line with UNESCO's recommendation on the importance of promoting
inclusive and technology-based education, especially in developing countries.'® Thus, the research is not
only locally relevant but also has a contribution in an international context.

This research is important because it addresses some of the key challenges in figh learning, such as
the lack of innovation in teaching methods and the low level of student engagement. In addition, this
research provides practical guidance for teachers in developing relevant and effective technology-based
learning media. By adopting a blended cooperative e-learning approach, this research also contributes to
preparing students to face the challenges of the digital age, without abandoning the religious values that
are at the core of Islamic education.

The results of this research are expected to be a model for other madrasas in Indonesia that are facing
similar challenges. Thus, this research not only provides benefits for State MTs in Palembang City but also
has a wider impact on improving the quality of Islamic education in Indonesia. Seeing the potential of the
development of Word Wall Game media in supporting figh learning based on Blended Cooperative E-
Learning, this research focuses on the development and evaluation of the effectiveness of the media in the
State MTs in Palembang City.

RESEARCH METHODOLOGY

This study employs a Research and Development (R&D) model to create Word Wall Games, a
learning product designed for Blended Cooperative E-Learning-based figh education. The R&D model
aligns with the research objective of developing a valid, practical, and effective learning medium that
enhances students' understanding of figh through a combination of face-to-face and online learning.?°
Conducted at MTs Negeri 1 Palembang and MTs Negeri 2 Palembang during the odd semester of the
2023/2024 academic year, the research utilized these strategically located institutions for their supportive
infrastructure and accessibility, ensuring the seamless implementation of the Word Wall Games. Activities
included face-to-face lessons, online collaboration via e-learning platforms, and iterative development
through product testing, observation, and data collection.

6 Duong Huu Tong, Bui Phuong Uyen, and Lu Kim Ngan, ‘The Effectiveness of Blended Learning on
Students’ Academic Achievement, Self-Study Skills and Learning Attitudes: A Quasi-Experiment Study in Teaching
the Conventions for Coordinates in the Plane’, Heliyon, 8.12 (2022)
<https://doi.org/10.1016/J.HELI'YON.2022.E12657>.

17 Nurammida Nurammida, Nizarrahmadi Nizarrahmadi, and Alvina Yolanda, ‘The Effectiveness Of
Wordwall Game As Media To Teach Students English Vocabulary Mastery Of Eighth Grade’, JURNAL JENDELA
PENDIDIKAN, 4.03 (2024), 283-92 <https://doi.org/10.57008/JJP.\V4103.937>.

18 Leli Hasanah Lubis and others, ‘The Use of Learning Media and Its Effect on Improving the Quality of
Student Learning Outcomes’, International Journal Of Education, Social Studies, And Management (IJESSM), 3.2
(2023), 714 <https://doi.org/10.52121/IJESSM.V312.148>.

19 UNESCO.

20 Teresa Paiva, Maximiano Ribeiro, and Paula Coutinho, ‘R&D Collaboration, Competitiveness
Development, and Open Innovation in R&D’, Journal of Open Innovation: Technology, Market, and Complexity, 6.4
(2020), 116 <https://doi.org/10.3390/JO0ITMC6040116>.

Eduprof: Islamic Education Journal
Volume 6 Number 2, Februari 2025 | P-ISSN : 2723-2034 | E-ISSN: 2723-2034
DOI: https://doi.org/10.47453/eduprof.v6i2.281



67 | Development of Word Wall Game Media for Figh E-Learning Through a Blended Cooperative Learning Model
(63-75)
Available at: https://iaibbc.e-journal.id/xx/article/view/281

The population consisted of media experts, learning experts, figh teachers, and 210 eighth-grade
students from both schools. Using a simple random sampling method,? the study engaged eight validators
for product validation, 40 students for small-scale trials, and 30 students for large-scale testing, following
Roscoe’s sampling guidelines.?? Data collection involved questionnaires, observations, and tests.
Questionnaires were used to gather expert validation and student feedback on usability, practicality, and
motivation.?® Observations recorded real-time student engagement and comprehension,?* while pre-tests
and post-tests measured the effectiveness of the learning media in improving cognitive outcomes.?

Data analysis employed both qualitative and quantitative methods. Qualitative data from expert
feedback informed product refinement, while quantitative data from questionnaires and tests assessed
validity, practicality, and effectiveness.?® Validity was measured using a Likert scale, with a minimum
score of 75% deemed acceptable. Practicality was evaluated through student feedback on usability and
content relevance, categorized into levels from "very practical” to "very impractical". Effectiveness was
analyzed using N-gain scores to assess improvements between pre-test and post-test results, classified as
high, medium, or low.?’

RESULTS AND DISCUSSION
Validation of Word Wall Game Media in Learning Figh Based on Blended Cooperative E- Learning
Word Wall Game Media for figh learning based on Blended Cooperative E-Learning is proven to

be valid based on the validation results from various parties, namely media experts, learning experts, and

figh teachers. The validation scores obtained show high results in various aspects:

1. Media expert. Giving a score of 81.66% (valid category), judging that this medium is visually and
technically feasible, with some minor improvements needed.

2. Learning experts. It scored 91.66% (very valid category), indicating that the material and delivery of
this media are relevant and clear to students.

3. Figh Teacher. Giving a score of 88.33% (valid category), with the input of adding elements that are
more in line with the context of figh learning.

Overall, this media is stated to be very feasible to be used as a learning tool. Feedback from the
validation team has been implemented to improve the technical and substance aspects. This media not only
meets the validity criteria in terms of design, materials, and learning methods, but is also considered
effective in increasing students' understanding of figh materials, especially in the environment of MTs
Negeri 1 Palembang and MTs Negeri 2 Palembang. These findings confirm that Word Wall Game has the

2L John W. Creswell, Research Design: Qualitative, Quantitative, and Mixed Methods Approaches
(Thousand Oaks: SAGE Publications, Inc., 2014).

22 R. D. Roscoe, ‘Designing for Diversity: Inclusive Sampling’, Ergodesign & HCI, 9.1 (2021), 67-81.

23 Hamed Taherdoost, ‘Data Collection Methods and Tools for Research; A Step-by-Step Guide to
ChooseData Collection Technique for Academic and Business Research Project’, International Journal OfAcademic
Research in Management (IJARM), , 2021.

24 B. B. Kawulich and A. D’Alba, ‘Teaching Qualitative Research Methods with Second Life, A3-
Dimensional Online Virtual Environment’, Virtual Reality, 23.4 (2019), 375-84.

% Dickson Adom, Jephtar Adu Mensah, and Dennis Atsu Dake, ‘Test, Measurement, and Evaluation:
Understanding and Use of the Concepts in Education’, International Journal of Evaluation and Research in
Education, 9.1 (2020), 109-19 <https://doi.org/10.11591/1JERE.V911.20457>.

26 Hossein Nassaji, ‘Qualitative and Descriptive Research: Data Type versus Data Analysis’, Language
Teaching Research, 19.2 (2015), 129-32 <https://doi.org/10.1177/1362168815572747>.

21’3, Eko Putro Widyoko, Teknik Penyusunan Instrumen Penelitian (Yogyakarta: Pustaka Pelajar, 2016).
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potential to be a learning innovation that is practical, interactive, and supports the achievement of learning
goals.

Research shows that Word Wall Game media designed for blended e-learning-based figh learning
is valid based on validation results from various parties, namely media experts, learning experts, and figh
teachers. This validation underscores the effectiveness of media in supporting an interactive, relevant and
innovative learning process. Media Expert Validation Results Media experts gave a score of 81.66% which
is included in the valid category. The visual and technical aspects are the main focus of the assessment,
with some minor improvements suggested. This approach is in line with Mayer opinion in multimedia
learning, which states that effective visual and technical design can increase the attractiveness and
efficiency of learning media. Mayer also emphasized that interactive and visually appealing learning media
tend to increase student engagement in the learning process.?® In the context of Figh learning, the
importance of supportive visual design not only helps students understand concepts, but also creates a more
enjoyable learning experience. This is relevant to the research findings that technology-based interactive
media, such as Word Wall Games, can motivate students to learn more actively).?°

The validation results of 91.66% from learning experts show that this media is very valid from the
aspect of material delivery. The clarity and relevance of the content are the main points of success. This
opinion is supported by scaffolding theory, where media such as Word Wall Games can serve as tools that
support students to understand the material gradually. This media provides a learning mechanism that is
adaptive to student needs, especially in a mixed cooperative e-learning environment.®® In another study, it
was stated that game-based learning media can improve students' cognitive abilities and conceptual
understanding. In the context of figh learning, the clarity of the material conveyed through the Word Wall
Game can make it easier for students to understand abstract concepts in figh.3!

The figh teacher gave a validation score of 88.33%, with input to add elements that are more relevant
to the context of figh learning. This feedback reflects the need to adapt the content to the realities of
classroom learning. This approach is supported by Koehler's of pedagogical content knowledge, which
emphasizes the importance of integration between learning methods and taught content to suit the needs of
students®2. Teachers as the main users of this media play an important role in implementing the media
effectively. Teachers' input also reflects a collaborative approach to learning media development, which is
aligned with the concept of participatory design. The Potential and Advantages of Word Wall Games in
learning figh.

Word Wall Game Media has great potential in supporting figh learning, especially in madrasah
environments such as MTs Negeri 1 Palembang and MTs Negeri 2 Palembang. By integrating elements of
games, technology, and cooperative learning, this medium provides several advantages:

1. Student interactivity and engagement. This medium is designed to encourage active participation of
students through engaging game mechanics. As mentioned by Oviliani, game-based learning can create

2 R. E. Mayer, ‘Using Multimedia for E-Learning’, Journal of Computer Assisted Learning, 33.5 (2017),
403-23 <https://doi.org/10.1111/JCAL.12197>.

29 Jamilah Jamilah and others, ‘Wordwall Games Based Media To Improve Students’ Learning Outcomes’,
Proceedings of the 4th International Conference on Education and Technology (ICETECH), 2024, 485-94
<https://doi.org/10.2991/978-94-6463-554-6_40>.

%0 Nurammida, Nizarrahmadi, and Yolanda.

81 Amrini Shofiyani and Mar’atush Sholihah, ‘Development of Learning Media for Islamic Figh Educational
Games on Learning Interest’”, SCHOOLAR: Social and Literature Study in Education, 1.3 (2021), 142-46.

32 Matthew J. Koehler and others, ‘The Technological Pedagogical Content Knowledge Framework’,
Handbook of Research on Educational Communications and Technology: Fourth Edition, 2014, 101-11
<https://doi.org/10.1007/978-1-4614-3185-5_9>.
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a fun and immersive learning atmosphere, so students feel more motivated to learn33. Supporting
blended learning in a blended learning approach, Word Wall Game allows students to learn
independently outside of the classroom while collaborating with their classmates in group discussions.
This is relevant to Graham's findings which affirm that blended learning combines the advantages of
face-to-face and online learning to create a richer learning experience.3

2. Increasing understanding of figh materials. Figh learning often involves abstract concepts that require
a special approach. With this medium, abstract concepts can be presented visually and interactively,
making it easier for students to understand them. Tuti Aliyah's research shows that the visual and
structured presentation of material can increase student material absorption. Flexibility and Adaptability
Word Wall Game Media is easy to adapt to learning needs, both in terms of content and level of
difficulty. This makes it relevant for a variety of learning contexts.3®

Based on the results of validation and analysis, Word Wall Game media is proven to be valid and
very feasible to be used as a blended cooperative e-learning-based figh learning tool. Validation by media
experts, learning experts and figh teachers shows that this media not only meets technical and pedagogical
standards, but is also relevant to the needs of students and teachers. By integrating elements of games,
technology, and collaborative approaches, this medium is able to create interactive, effective and fun
learning.

This research emphasizes the importance of innovation in learning, especially in today's digital era.
With the support of validation results and input from experts, Word Wall Game has the potential to be one
of the effective solutions in improving the quality of figh learning in madrasas. Further studies are needed
to further explore the impact of this media on long-term student learning outcomes.

The Practicality of Word Wall Game Media in Figh Learning Based on Blended Cooperative E-
Learning

The results of the study show that Word Wall Game is considered very practical by students based
on the practicality questionnaire given. With an average score of 4.16, this medium has proven to be easy
to use and understand, and is able to actively involve students in the learning process. This practicality is
supported by its ability to create a fun learning atmosphere, thereby increasing students' motivation to
learn. This media is also effective in helping students understand figh subject matter, especially about halal
and haram food and beverages, with an interactive and interesting approach. Overall, Word Wall Games
are not only practical, but they also have a positive impact on the quality of learning and student
engagement in the classroom.

Good learning media must meet practical criteria, which are easy to use by users without requiring
complicated training. In this study, students considered Word Wall Game to be very practical because:

33 Titia Mita Oviliani and Ratnawati Susanto, ‘The Effect of Wordwall Educational Game-Based Learning
Media on Interest in Learning Natural Sciences’, Education and Social Sciences Review, 4.1 (2023), 27-33
<https://doi.org/10.29210/07ESSR322200>.

% F. Firmansyah, F. Ferianto, and 1. PehliA, ‘Challenges to the Implementation of Blended Learning in
Islamic Religious Education Learning in Indonesia’, AL-TARBIYAH: Jurnal Pendidikan (The Educational Journal),
34.1 (2024), 51-65.

% Tuti Aliyah and Aan Yuliyanto, ‘Application of Wordwall Learning Media to Improve The Creative
Thinking Ability OfThird GradePrimary School Students in Learning Science’, Conference: The 6th International
Conference in Elementary Education, 2024.
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1. Ease of access and use. Word Wall Game is digitally based and can be accessed through devices such
as computers, tablets, or smartphones. The simple interface makes it easy for students to understand
how this medium works, even for those who are less familiar with technology.2®

2. Attractive interactive design. The game is equipped with a variety of features such as quizzes, puzzles,
and other visually appealing games, thus creating a fun learning atmosphere.®’

3. Content flexibility. Teachers can adjust the content according to learning needs, both for certain
materials and the desired level of difficulty. In terms of this research, the content developed is related
to Figh materials on halal and haram food and beverages, so that it is relevant to the needs of students.3®

An important aspect of the use of learning media is its impact on student motivation and engagement.

Word Wall games have been shown to create a fun learning atmosphere, thus increasing students'

motivation to learn. Previous research has shown that game-based learning media has the potential to

increase student engagement because:

1. Elements of competition and awards. These elements can encourage students to actively participate in
learning activities, both individually and in groups.

2. Active interaction. Through the Word Wall Game, students not only become recipients of information,
but also actively participate in the learning process through exploration, problem-solving, and
reflection.

3. Positive learning experience. With a pleasant atmosphere, students tend to feel more motivated to
understand the material, so that the learning process becomes more effective.

The high motivation of students contributes directly to the improvement of learning outcomes. This
is in line with the constructivist learning theory, which states that the active involvement of students in
learning is the key to successful knowledge transfer. The effectiveness of Word Wall Game in learning
figh material is also recognized in this study, especially for the theme of halal and haram food and
beverages. The effectiveness of this media can be seen from several aspects:

1. Interactive material delivery. The concept of abstract figh can be explained concretely through games,
making it easier for students to understand.°

2. Context-based learning. Word Wall games allow teachers to present scenarios or situations that are
relevant to daily life, such as choosing halal food in a restaurant or understanding product labels.*°

3. Improved information retention. Students tend to remember longer the material delivered through
games because they are emotionally and cognitively involved in the learning process.*

% Nurammida, Nizarrahmadi, and Yolanda.

37 Surattana Adipat and others, ‘Engaging Students in the Learning Process with Game-Based Learning: The
Fundamental Concepts’, International Journal of Technology in Education, 4.3 (2021), 542-52
<https://doi.org/10.46328/1JTE.169>.

% Firman Mansir and Abdul Karim, ‘Islamic Education Learning Approaches in Shaping Students’
Emotional Intelligence in the Digital Age’, Hayula: Indonesian Journal of Multidisciplinary Islamic Studies, 4.1
(2020), 67-86 <https://doi.org/10.21009/004.01.04>.

39 Zihan Chen, ‘The Influence of School’s Reward Systems on Students’ Development’, Journal of
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This finding is in line with research conducted by Suraijiah et al, which stated that digital-based
interactive learning media can improve student learning outcomes, especially in learning based on religious
concepts.*? Additionally, research by Nadeem emphasizes the importance of interactive and fun elements
in digital learning to increase student engagement.*®

Overall, Word Wall Game has proven to be a very practical and effective learning medium. Its
practicality lies in its ease of use, flexibility in content customization, and attractive interactive design. Its
positive impact on student motivation, engagement, and learning outcomes cannot be ignored either.
Especially in learning Figh about halal and haram food and beverages, this media helps students understand
the concept more deeply through a relevant and interactive approach.

The application of learning media such as Word Wall Game in schools is highly encouraged,
especially for materials that require an innovative approach to make them more attractive to students.
However, for more optimal results, it is necessary to conduct training for teachers to make the best use of
this media. In addition, further research is also needed to examine its effectiveness in various other learning
contexts.

The Effectiveness of Word Wall Game Media in Improving Students' Figh Learning Outcomes
Through Blended Cooperative E-Learning Based Learning

The effectiveness test of the Wordwall Game was carried out through a comparative analysis of pre-
test and post-test scores using the N-Gain Score method, which showed positive results on improving
student understanding. The average N-Gain Score is in the medium category, namely 0.65 in MTs Negeri
1 Palembang and 0.67 in MTs Negeri 2 Palembang. Although in the moderate category, these results show
that this learning media is effective in helping students understand the concepts of halal and haram better.
The potential for further development continues to increase the effectiveness of this media, so that learning
outcomes can be optimized in the future. Overall, Word Wall Game is a proven learning tool that can
support the learning process with an engaging and interactive approach.

Research on the effectiveness of Word Wall Games as a learning medium reveals that it has the
potential to improve student understanding. Using the N-Gain Score analysis method, this study evaluated
the increase in scores from pre-test to post-test results in two different locations, namely MTs Negeri 1
Palembang and MTs Negeri 2 Palembang. The results showed that the average N-Gain Score was 0.65
(medium category) in MTs Negeri 1 Palembang and 0.67 (medium category) in MTs Negeri 2 Palembang.
Even in the medium category, the results still provide a positive picture of the effectiveness of Word Wall
Game. The increase in N-Gain Score of 0.65 and 0.67 indicates that there is significant progress in student
understanding, although it has not reached the high category. Based on the N-Gain scale, these results
reflect that students experience a fairly good increase in understanding, especially when compared to
traditional learning. This improvement can be attributed to Wordwall Game's ability to present material in
a relevant and fun way.

The use of Word Wall Game as a technology-based learning medium provides a more interesting
and interactive learning experience than conventional methods. This is in line with research that shows that
technology-based learning can increase students' learning motivation because it involves visual elements
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(2023), 335-49 <https://doi.org/10.25217/J1.V811.2760>.
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and active participation.** In the context of this research, the focus of the material on the concepts of halal
and haram which are usually theoretical in nature has been successfully packaged to be more interesting
through educational games.

The effectiveness of learning media such as Word Wall Game lies not only in academic outcomes,
but also in other aspects, such as student motivation and involvement in learning. According to research
by Adipat et al and Wahyuni et al, educational games have the potential to create a conducive learning
environment, where students feel more motivated to learn because of the interactive and competitive
approach.”® In addition, this media allows students to learn collaboratively, thereby improving
communication and cooperation between students. However, this effectiveness also depends on the design
of the game and its relevance to the curriculum. This research shows that while Word Wall Games are
effective in improving comprehension, there is room for further development. The use of additional
features, such as Higher Level Thinking Skills (HOTS)-based questions, can help to further improve
learning outcomes.

The results also show that there is potential to increase the effectiveness of this medium. The main
challenges in implementing Word Wall Games include the limitations of technology in some schools and
the difficulty in adapting the game design to specific learning needs. For example, if schools do not have
adequate technological infrastructure, the implementation of digital-based media like this is less than
optimal).*® In addition, game designs that are too simple or do not match the student's ability level can
reduce their effectiveness.

Potential developments could include improved personalization features in the game, so that they
are better suited to the needs of students at different skill levels. Additionally, integrating live feedback in
games can also help students understand their mistakes and improve their understanding in real-time. This
research has important implications for teachers and learning media developers. Teachers can take
advantage of Word Wall Games to create a more enjoyable learning atmosphere, especially on materials
that require a deep understanding of concepts such as halal and haram. For developers, the results of this
research can be the basis for creating more effective educational games by prioritizing design elements that
suit the needs of students.

Other recommendations include the integration of technology-based evaluations that can help
teachers track student progress in more detail. In addition, training for teachers in utilizing this media
optimally is also important to ensure effective implementation. The results showed that Word Wall Game
was an effective learning medium in improving student understanding, even with moderate N-Gain Score
results. This media has succeeded in creating a more interesting and interactive learning experience,
especially in learning the concepts of halal and haram. The potential for the development of this media
remains, especially in terms of game design that is more in line with the needs of modern learning. With
adequate technology support and training, Word Wall Game can be one of the more optimal learning tools
in the future.
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CONCLUSION

Word Wall Game Media has been shown to be a viable learning medium to improve figh learning
in the Blended Cooperative E-Learning. The design aligns with the needs of modern educational
approaches by combining engaging interactive elements with a strong instructional foundation. These
media can be adapted to a variety of learning environments, offering visual and technical features that are
user-friendly and conducive to fostering student understanding. In addition, it effectively promotes active
participation and motivation, creating a more enjoyable learning experience. The integration of contextual
elements in the material ensures relevance and supports the learning of key figh concepts, such as halal
and haram principles. These findings suggest that Word Wall Game Media has significant potential for
wider implementation in similar educational settings, with opportunities for continuous improvement to
further enhance their effectiveness.
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