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Abstract

This study aims to analyze the influence of implementing Digital Role
Playing on students' learning interest in Islamic Religious Education at SMP
Negeri 23 Makassar. The background of this research is based on the low level of
student engagement, which is often attributed to conventional teaching methods
that are predominantly one-way and lack active student involvement or
experiential learning. The integration of digital innovations into the role-playing
method is expected to create a more interactive and engaging learning
environment.

This research employed a quantitative approach using an ex post facto
design. The data collection instrument was a Likert-scale questionnaire, and data
were analyzed descriptively and inferentially using simple linear regression. The
findings revealed that the average score of Digital Role Playing implementation
was 4.09, and the average student learning interest was 4.20, both categorized as
high. Regression analysis indicated a significant influence of Digital Role Playing
on students' learning interest, contributing 44.9% to the variance.

These findings demonstrate that transforming Islamic Religious Education
through Digital Role Playing can enhance students' learning interest by fostering
an interactive, contextual, and reflective classroom atmosphere. Therefore, this
method is recommended for broader implementation in Islamic education at the
junior high school level as part of a digital transformation effort in contemporary
[slamic learning.

Keywords: Digital Role Playing, Learning Interest, Islamic Religious Education,
Interactive Learning, Junior High School


mailto:Putriziljian@Unismuh.ac.id
mailto:Alamsyah@unismuh.ac.id

Journal of Contemporary Islamic .
L.'_J Education Research (JCIER) Vol. 1, No. 1, Februari 2025
INTRODUCTION

Islamic Religious Education (IRE) plays a vital role in shaping students'
religious character, social ethics, and spiritual integrity amidst the challenges of
the digital era (Taufik, 2020; Siregar et al., 2020; Pabbajah et al., 2021; Mohd
Yusoff et al., 2022; Suryati, Giatman, et al., 2023; Afriyanto & Anandari, 2024;
Zakiyyah, 2024; Abubakari & Kalinaki, 2024; Arif et al., 2025). As part of the
national character education framework, IRE not only serves as a vehicle for
religious knowledge transmission but also functions as a tool for nurturing moral
values and social piety (Suryati, Simatupang, et al., 2023). However, in practice,
IRE often faces challenges related to students' low active participation (Oktavia et
al., 2021). The lack of motivation and attention toward religious subjects results
in the insufficient internalization of Islamic values (Izzah et al., 2025). One of the
main contributing factors is the lack of innovative methods that can stimulate
emotional and cognitive engagement among students (Hidayat, 2024). Therefore,
pedagogical approaches that align Islamic values with interactive and contextual
methods are urgently needed (Prayoga et al., 2024), including the integration of
digital media into value-based learning (Hasibuan & Igbal, 2021); (Ferdinan &
Pewangi, Mawardi, 2024).

Learning interest is a psychological variable that significantly determines
the quality of student engagement in the learning process (Roure et al,, 2019;
Huang & Cherng, 2021; Purnomo et al., 2021; Firduas & Sulandra, 2021; Bai et al,,
2023; Verdeflor et al., 2024; Chen et al., 2024; Sidiq et al., 2025). The higher the
interest in learning, the greater the likelihood that students will participate
actively, absorb the material, and apply it in their behavior (Wardani & Budiono,
2023). However, in IRE subjects, students' learning interest tends to be low due
to the prevailing use of one-way, monologic teaching methods (Sugiarto &
Dewantara, 2021). When students do not feel involved in the learning process,
they tend to become passive and unmotivated (Siregar* et al, 2023).
Consequently, the development of activity- and experience-based learning
methods, such as Role Playing, becomes highly relevant (Amalia & Julia, 2022).
This approach enables students not only to conceptually understand religious
teachings but also to experience and reflect on them directly (Muhammad et al,,
2024). Furthermore, this active learning model has been shown to improve
critical thinking and social skills (Rahman et al., 2024).
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The Role Playing method provides ample space for the holistic
development of Islamic values through role simulation in real-life contexts
(Widaningsih et al.,, 2023). This activity allows learners to develop empathy,
decision-making abilities, and communication skills within relevant social
situations (Aji, 2022). Such learning experiences strengthen the connection
between Islamic teachings and students’ everyday life dynamics (Ibrahim &
Megawati, 2025). Moreover, this method encourages emotional and intellectual
participation from students who were previously passive (Noveliana & Ghani,
2022). In the context of the Merdeka Belajar (Freedom to Learn) policy,
approaches like Role Playing are crucial to realizing learning that is autonomous,
creative, and enjoyable (Anggara & Enramika, 2024). This is also aligned with the
demands of 21st-century learning management that emphasizes collaboration,
communication, and student engagement (Adri et al, 2021). Furthermore,
supportive school leadership in fostering active learning has been proven to
create a more adaptive learning atmosphere (Setiawan et al., 2023).

The application of the Role Playing method has proven effective in
enhancing student participation across various studies, including the
development of e-learning-based student worksheets (LKPD) that emphasize
interaction and value reflection (Agustina et al., 2022). In addition to improving
conceptual understanding, this method encourages emotional and social
involvement in the learning process (Wahyugi & Fatmariza, 2021). When
students engage in role-playing, they learn to internalize religious values through
action rather than merely listening (Purba et al., 2021). This has a direct impact
on increasing learning interest, particularly among previously passive students
(Bagaskara & Putra, 2022). The simulated context offered by Role Playing brings
religious learning closer to the students’ social realities (Partono et al., 2021).
Moreover, this approach enables students to express values through observable
behavior and actions, which teachers can evaluate (Javanis et al., 2024). Thus,
Role Playing provides a concrete pathway for the internalization of values in
I[slamic Religious Education (Afriansyah et al., 2024).

Although many studies have highlighted the importance of innovation in
IRE learning, few have specifically examined the effectiveness of the Role Playing
method in enhancing students’ learning interest within formal education settings
in public schools, particularly at the junior high school level. Furthermore, the
integration of experiential approaches and Islamic values through this method



Journal of Contemporary Islamic .
L.'_J Education Research (JCIER) Vol. 1, No. 1, Februari 2025

has not been extensively explored within the local educational culture of
Makassar. Therefore, this study seeks to fill that gap.

The aim of this study is to analyze the influence of the Role Playing method
on students’ interest in learning Islamic Religious Education at SMP Negeri 23
Makassar. Specifically, this study investigates the extent to which the method
encourages active participation, emotional involvement, and motivation in IRE
learning.

The implications of this study serve as a basis for IRE teachers in
developing more active, reflective, and contextual learning strategies. The
findings are expected to contribute significantly to the development of
experiential and value-based IRE learning models and provide input for schools
in implementing pedagogical approaches that are responsive to the needs of
today’s learners.

RESEARCH METHOD
1. Type and Approach of the Study

This study employed a quantitative approach with a correlational research
design. The quantitative approach was chosen because the research aims to
examine the relationship between two variables: the implementation of the
Digital Role Playing method as the independent variable (X) and students’ interest
in learning Islamic Religious Education as the dependent variable (Y). The
correlational design was used to determine the extent to which the application of
the Digital Role Playing method influences students’ learning interest at SMP
Negeri 23 Makassar.
2. Research Hypotheses

The hypotheses proposed in this study are as follows:

a. Hp (Null Hypothesis): There is no significant influence of the Digital Role
Playing method on students’ interest in learning Islamic Religious
Education.

b. H, (Alternative Hypothesis): There is a significant influence of the Digital
Role Playing method on students’ interest in learning Islamic Religious
Education.

3. Data Processing Techniques
The data collection technique utilized a Likert-scale questionnaire with
five response options (Strongly Agree, Agree, Disagree, Strongly Disagree,
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Strongly Disagree), supported by observation and documentation. The collected
data were processed through the following stages:
a. Editing: Checking the completeness of questionnaire responses.
b. Scoring: Assigning scores to each item response.
c. Tabulation: Organizing the data for further analysis.
4. Hypothesis Testing Techniques and Data Analysis
The data analysis was carried out through several stages:
a. Descriptive Statistical Analysis to identify the tendency of each variable.
b. Validity and Reliability Tests to ensure the appropriateness of the research
instruments.
c. Simple Linear Regression Test to measure the influence of variable X on
variable Y, using the formula Y = a + bX.
d. t-test to assess the statistical significance of the relationship, with a
significance level of 0.05.
e. Coefficient of Determination (R?) to determine the extent of contribution
of the independent variable to the dependent variable.
All analyses were performed using SPSS version 26 for Windows.

RESEARCH FINDINGS AND DISCUSSION
1. Implementation of the Digital Role Playing Method in Islamic Religious
Education Learning

The implementation of the Digital Role Playing method at SMP Negeri 23
Makassar was carried out systematically through four key stages: preparation,
execution, discussion-reflection, and evaluation.

In the preparation stage, the teacher introduced the concept of role playing
to students, selected learning themes relevant to Islamic Religious Education
(IRE) content, and assigned specific roles to the students. This stage achieved an
average score of 4.02 (categorized as good), indicating that the teacher effectively
provided initial guidance, enabling students to clearly understand the objectives
and flow of the activity.

The execution stage, where students engaged in role-playing
simulationsrecorded the highest average score of 4.15. In this phase, students
played the roles of prominent figures in Islamic history or portrayed everyday
social situations infused with Islamic values. The active participation of students
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demonstrated that the method effectively stimulated emotional and social
engagement.

The discussion and reflection stage, conducted after the simulation,
obtained an average score of 4.08. The teacher facilitated reflection sessions
where students discussed their experiences, explored the values embedded in
their roles, and connected them to real-life situations. This helped reinforce
students’ understanding of Islamic teachings as not merely theoretical, but
practical and applicable.

The evaluation stage achieved an average score of 4.12, suggesting that the
teacher conducted effective assessments of students’ engagement and
comprehension. Evaluation was conducted both orally and in written form,
reinforcing students' grasp of Islamic values learned through the Digital Role
Playing activity.

Overall, the average score for the implementation of the Digital Role
Playing method reached 4.09, categorized as good. This indicates that the method
was optimally implemented in fostering active, contextual, and engaging learning
for students.

The successful application of the Digital Role Playing method in IRE
learning at SMP Negeri 23 Makassar, through the four main stages, reflects the
teacher’s success in designing and delivering a participatory and meaningful
learning experience. The preparation stage’s average score of 4.02 confirmed
clarity in conveying learning objectives and student responsibilities. The
execution stage, with the highest score of 4.15, showcased the effectiveness of role
playing in activating emotional and social student engagement.

The discussion-reflection stage’s score of 4.08 indicated that students
were able to internalize and connect values to real-life contexts. Meanwhile, the
evaluation stage’s score of 4.12 demonstrated the teacher’s ability to assess
students’ comprehension and participation thoroughly.

Thus, the method not only created an active and engaging learning
environment but also fostered contextual and applicable understanding of Islamic
values in students’ lives.

2. Students’ Learning Interest in Islamic Religious Education
Students’ learning interest was measured through four main indicators:
attention, enthusiasm, perseverance, and curiosity.
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The attention indicator recorded an average score of 4.22, showing that
students remained focused, listened attentively to the teacher, and expressed
interest in the material. This highlights the effectiveness of the Digital Role Playing
approach in capturing student attention.

The enthusiasm indicator achieved the highest average score of 4.25.
Students were actively involved, showed excitement during role-playing sessions,
and expressed enjoyment in interacting during the learning process.

The perseverance indicator had an average score of 4.18, indicating that
students became more diligent in attending classes and consistently completed
assigned tasks.

The curiosity indicator scored 4.16, suggesting that students were
motivated to ask more questions and seek additional information related to the
I[slamic content presented.

The overall average score of students’ learning interest was 4.20,
categorized as high. This indicates that the Digital Role Playing method
successfully enhanced student engagement, emotional involvement, and learning
motivation in Islamic Religious Education.

These results affirm that all indicators of students’ learning interest
increased positively following the implementation of the Digital Role Playing
method. The attention indicator (4.22) reflected students' strong focus and
interest throughout the lessons. Students were actively engaged with the
teacher’s explanations and the lesson content, validating the method’s ability to
foster deep learning concentration.

The enthusiasm indicator (4.25), the highest among all, signified that
students were not only cognitively but also emotionally involved. Their
engagement in role play, enthusiastic participation, and overall energy in the
learning process showed that this method created a joyful and meaningful
learning experience.

The perseverance indicator (4.18) showed improved discipline and
consistency. Students became more punctual, showed dedication in completing
assignments, and maintained active involvement throughout the learning
sessions.

Lastly, the curiosity indicator (4.16) reflected students' desire to explore
the subject further, ask questions, and seek out additional knowledge related to
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[slamic values. This suggests that the method effectively stimulated students’
intrinsic motivation to learn.

In conclusion, the Digital Role Playing method not only increased students'
active participation but also nurtured learning interest holistically by
strengthening the elements of attention, enthusiasm, perseverance, and
curiosity—all of which are essential foundations for meaningful and sustainable
learning in Islamic Religious Education.

3. The Influence of Digital Role Playing Implementation on Students’
Interest in Learning Islamic Religious Education

The statistical analysis using simple linear regression yielded a t-count
value of 7.813, with a significance value of 0.000 (<0.05). This indicates a positive
and statistically significant influence of the Digital Role Playing method on
students’ interest in learning. The result supports the acceptance of the
alternative hypothesis (H,), confirming that this method contributes
meaningfully to enhancing student engagement in Islamic Religious Education.

The coefficient of determination (R?) was found to be 0.449, meaning that
44.9% of the variation in students’ learning interest can be explained by the
implementation of the Digital Role Playing method. In other words, nearly half of
the changes in students’ interest in learning are influenced by how effectively the
method is applied in the learning process.

The remaining 55.1% of the variation is likely attributed to other external
factors not directly examined in this study, such as students’ intrinsic motivation,
individual learning styles, family support, and their social and cultural learning
environment. These factors should also be considered in the future development
of instructional strategies.

Overall, the findings affirm that the Digital Role Playing method is not
merely a learning aid but an effective pedagogical strategy that transforms a
traditionally passive classroom atmosphere into one that is active, creative, and
character-oriented. The direct experiential learning through role simulation
allows students to grasp Islamic teachings more contextually and applicably,
while simultaneously increasing their motivation to learn.

The ability of students to actively engage in simulations, reflect on values,
and connect those experiences to daily life promotes deeper comprehension
beyond theoretical understanding. Thus, Digital Role Playing serves as a powerful
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tool to develop students’ character, foster participation, and stimulate curiosity
and sustained interest in Islamic Religious Education.

DISCUSSION

The findings of this study demonstrate that the Digital Role Playing
method has a significant influence on enhancing students’ interest in learning
Islamic Religious Education (IRE). With an average implementation score of 4.09
and a student interest score of 4.20, the results confirm that role-based
instructional approaches are capable of effectively stimulating students’
emotional and cognitive engagement.

Through role simulations, students are not only encouraged to develop
conceptual understanding of IRE material but also to express Islamic values
through real-life actions. This is supported by Agustina et al. (2022), who found
that the Role Playing method improves interactivity in e-learning-based
instruction. Wahyugi and Fatmariza (2021) also noted that participatory learning
media positively impact elementary students' learning motivation.

The coefficient of determination (R?) of 44.9% affirms that a substantial
portion of the variation in students' learning interest is explained by the use of
the Digital Role Playing method, while the remaining 55.1% is attributed to
external factors such as parental support, individual character traits, and school
environment. These findings align with those of Purba et al. (2021), who noted
that interactive, value-based online learning fosters greater student
understanding. Similarly, Bagaskara and Putra (2022) emphasized that student
engagement increases significantly when they are given active roles in the
learning process.

From a psychological perspective, this method also addresses the
persistent challenge of low student interest in religious subjects, which are often
perceived as theoretical and monotonous. This contextual approach bridges the
gap between learning experiences and students' social realities, as demonstrated
in Partono et al's (2021) study on interactive learning strategies at the
Indonesian School in Kuala Lumpur. Javanis et al. (2024) also highlighted the
importance of experiential learning as an effective medium for instilling character
values in students.

Furthermore, the role-playing experience provides students with
opportunities for deep reflection on the meaning behind Islamic teachings, going
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beyond mere memorization. This is reinforced by Afriansyah et al. (2024), who
concluded that the Role Playing method effectively mediates between conceptual
knowledge and students’ social practices in daily life.

In conclusion, the implementation of the Digital Role Playing method not
only enhances students’ cognitive learning outcomes, but also strengthens the
internalization of Islamic values and character development. As such, it is a highly
relevant strategy for addressing the challenges of religious education in the digital
era and is recommended as an innovative pedagogical tool for IRE teachers
seeking to create more meaningful, engaging, and value-oriented classroom
experiences.

CONCLUSION

This study concludes that the implementation of the Digital Role Playing
method significantly and positively influences students’ interest in learning
[slamic Religious Education (IRE) at SMP Negeri 23 Makassar. The findings reveal
that both the application of the method (average score of 4.09) and students'
learning interest (average score of 4.20) are categorized as high, indicating that
this approach is effective in creating an active, engaging, and meaningful learning
environment.

The simple linear regression analysis confirms that 44.9% of the variation
in learning interest is explained by the method, while the remaining 55.1% is
influenced by other factors such as intrinsic motivation, learning style, family
support, and socio-cultural context.

By promoting emotional engagement, contextual understanding, and
active participation, Digital Role Playing serves not only as an innovative
instructional technique but also as a transformative strategy to internalize Islamic
values and foster students’ motivation. Therefore, this method is strongly
recommended for broader implementation in Islamic education to respond to the
challenges of the digital learning era and to support character development in a
more reflective and experiential way.
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