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Abstract 
Despite national development, the implementation of 
character education in Indonesian Madrasah Ibtidaiyah faces 
several challenges, including unclear indicators, limited 
teacher training, and the use of conventional teaching methods. 
These conditions may affect the process of students’ moral 
internalization. Therefore, this study aims to develop an 
interactive “Akhlak Terpuji” game board as a learning medium 
for Akidah Akhlak instruction to support student engagement 
and understanding of virtuous character traits. This study 
employed a Research and Development (R&D) approach, 
focusing on the design, development, and preliminary 
evaluation of the educational medium. The developed game 
board was subjected to validation to assess its suitability as a 
learning medium. The results showed that the “Akhlak Terpuji” 
game board obtained a material validation score of 84% and a 
media validation score of 94%. These results indicate that the 
developed medium meets the criteria for use in Akidah  Akhlak 
learning. The game board provides an interactive learning 
experience through activities related to character values, 
including adab, amanah, sabar, tabah, and syukur. Thus, the 
developed medium can serve as an alternative learning 
resource to support the delivery of Akidah Akhlak material and 
facilitate students’ understanding of character values in the 
classroom. 
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A. INTRODUCTION 

Character education in Indonesia is a fundamental pillar aligned with the national  
education goals, which are to develop the potential of students to become human beings who 
believe and fear God Almighty, possess noble character, are knowledgeable, capable, independent, 
and become democratic and responsible citizens (Blegur, 2021;  MIFTAHUSALIMAH et al., 2025). 
This idealism underscores the urgency of character education that instills noble values from 
religion, Pancasila, and national culture, which  are  then  integrated into the curriculum to form a 
holistic personality in harmony with the nation's ideals. 

The national education is to develop the capabilities and form the character and civilization 
of a dignified nation in order to educate the life of the nation, aiming for the development of students’ 
potential to become humans who believe and fear God Almighty, have noble character, are healthy, 
knowledgeable, capable, creative, independent, and ascend as democratic and responsible citizens 
(Desiyanto, 2025; ROMIADI, 2024). In line with the mandate of Law  Number 20 of 2003, the 
implementation of character education  not  only  focuses  on  knowledge transfer but also on the 
formation of social morality, ethics, and noble conduct, to produce a generation capable of facing 
the challenges of the times. (Fadilah et al., 2025). 

However, in practice, in Indonesia, the reality of character education for Madrasah 
Ibtidaiyah students faces various significant challenges. The implementation of character education 
is often hampered by character value indicators that are not clearly defined and the inability of 
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schools to select values that align with the institution's vision (Ramadhoan et al., 2025). Teachers 
also frequently experience limited understanding of the concept of character education, minimal 
training to integrate these values into subjects, and teacher behavior that does not fully reflect the 
positive values taught (MUSYAWIR et al., 2024). This condition causes many teachers to struggle in 
integrating moral values into learning, exacerbated by a lack of resources and a deep understanding 
of character-based curricula (MUSYAWIR et al., 2024). Additionally, the impact of modernity, 
including the influence of social media, also presents a challenge that needs to be addressed to 
ensure optimal internalization of moral values (Fadilah et al., 2025). As a result, the internalization 
of moral values in students is less than optimal, necessitating a comprehensive strategy to 
overcome this problem. 

The importance of Akidah Akhlak learning is a fundamental part of efforts to form student 
character in Madrasahs, especially at the Madrasah Ibtidaiyah level (Ilya & Wahyuni, 2025). This 
learning serves as the primary vehicle for instilling noble moral values and a spirit of 
multiculturalism contextually from an early age, so that students not only theoretically understand 
the pillars of faith but are also able to actualize universal humanitarian values in social interactions 
(Ilya & Wahyuni, 2025). Moral education in Islamic elementary schools holds profound significance 
in children's character development, serving as a foundation to cultivate not only academic 
proficiency but also to instill values such as compassion, honesty, justice, and empathy for holistic 
development (Fatimah & Siswanto, 2024). This is achieved through the integration of philosophical 
principles and religious teachings with contemporary pedagogical approaches, which encourage 
critical thinking, ethical reasoning, and the internalization of moral values (Fatimah & Siswanto, 
2024). 

The weakness of teachers in Akidah Akhlak learning lies in the tendency to use conventional, 
teacher-centered methods, which makes learning monotonous and less engaging for students, as 
well as the minimal use of interactive learning media, which hinders the optimal achievement of 
learning objectives.(Iskandar et al., 2025; Lestari et al., 2024). 

The development of innovative learning methods, such as the integration of noble values 
into every aspect of learning from planning to evaluation, becomes crucial for producing a 
generation that is intellectually, emotionally, and spiritually intelligent (Ilya & Wahyuni, 2025). The 
impact of using ineffective learning methods and the minimal use of interactive learning media is 
strongly felt in the achievement of learning objectives, especially in Akidah Akhlak subjects. 
Monotonous and less varied learning not only causes students to lose interest and motivation to 
learn (Rustiawati et al., 2025), but also hinders deep understanding of the  material (Lestari & 
Pahmi, 2024). Conventional methods, although simple, have been proven  less effective in 
significantly boosting learning outcomes compared to more innovative approaches (Ahmad et al., 
2025). Furthermore, the lack of engaging learning media makes it difficult for students to 
understand concepts and perceive learning as boring (Rustiawati et al., 2025). This condition 
results in low learning outcomes and suboptimal internalization of moral values in students 
(Latuconsina, 2023), as well as the Islamic religious education process not optimally achieving 
national education goals (Aziz, 2020). 

The importance of learning media in Akidah Akhlak is crucial for increasing student 
motivation (Nainggolan & Sihotang, 2025). Interactive and engaging media can transform students' 
perceptions into enjoyable learning experiences and encourage active participation, which in turn 
enhances material comprehension. More than just cognitive achievement, the use of learning media 
is also effective in developing students' affective and psychomotor domains (Nurkanti et al., 2019). 
Innovation in learning media, including electronic teaching materials and multimedia, has been 
proven to strengthen students' character education, instill religious values, and help them 
internalize noble moral and spiritual concepts (Prasetyo et al., 2020). Thus, the utilization  of  
learning media plays  a  vital  role  in holistically  achieving the  objectives  of  Akidah  Akhlak, which 
is to form individuals who are not only intellectually intelligent but also possess noble character 
and high morals. 

Previous research on the development of Akidah Akhlak learning media shows various 
findings that support the urgency and effectiveness of using innovative media. First, a study by 
Parhan et al. found the importance of developing appropriate learning media formulas for faith 
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material in elementary schools, considering that many teachers experience difficulties in utilizing 
media (Parhan et al., 2021). Second, Badriah et al. showed that the application of poster media is 
effective in increasing students' learning motivation in Akidah Akhlak subjects, overcoming the 
initial lack of motivation due to teacher-centered learning (Badriah et al., 2021). Furthermore, 
research by Wazzuriyah et al. concluded that the use of PowerPoint animation with direct 
instruction can improve Akidah Akhlak students' learning  competence  and overcome boredom in 
the learning process (Wazzuriyah et al., 2021). Fourth, Kafi  stated that the development of 
electronic teaching materials is very important to facilitate a more interactive and engaging 
understanding of moral concepts, which in turn increases student engagement and comprehension 
(Kafi, 2023). Finally, Kuswanto and Romelah highlighted the efficiency and positive impact of using 
video media in PAI learning, which makes learning more interesting, easier to understand, and 
increases student motivation (Kuswanto & Romelah, 2022). 

Based on the analysis of previous research, although many studies have explored the 
effectiveness of various interactive learning media in increasing students' motivation and 
understanding of Akidah Akhlak, there is still a significant gap that this research will fill. Previous 
research has shown the urgency of developing appropriate media for faith material in elementary 
schools (Parhan et al., 2021), the effectiveness of posters in increasing learning motivation (Badriah 
et al., 2021), the use of PowerPoint animation to improve competence and overcome boredom 
(Wazzuriyah et al., 2021), the importance of electronic teaching materials for an interactive 
understanding of moral concepts (Kafi, 2023), and the positive impact of using video media in PAI 
learning (Kuswanto & Romelah, 2022). However, among all existing studies, none have specifically 
focused on the development of board games as an interactive learning medium for Akidah Akhlak 
material for Madrasah Ibtidaiyah students. This research gap lies in the specificity of the media, 
where previous research tended to focus on static, digital visual media, or general electronic 
teaching materials, not on the form of physical and collaborative interaction offered by board games. 
Therefore, this research will fill this void by developing board game media for instilling 
"Praiseworthy Morals" values in MI students, considering their age characteristics, which are still 
in the concrete operational stage. 

In addition, this research also supports the achievement of Sustainable Development Goal 
4, particularly target 4.7, which aims to ensure that all learners acquire the knowledge and skills to 
promote sustainable development. Through the development of a board game medium for Akidah 
Akhlak learning, this research seeks to instill "Praiseworthy Morals" values interactively, 
supporting the formation of students' character to become responsible citizens who contribute 
positively to society. 
 
B. METHODS 

This study employed a Research and Development (R&D) approach using the ADDIE 
development model, which consists of five systematic stages: Analyze, Design, Develop, Implement, 
and Evaluate. The ADDIE model was selected because it provides a systematic framework for 
developing educational products through a sequence of needs analysis, instructional design, 
product development, implementation, and evaluation. The model also allows the developed 
product to be reviewed and refined based on findings obtained during the development and 
implementation process. 

The Analyze phase was conducted to identify students’ learning needs, problems 
encountered in Akidah Akhlak learning, relevant learning objectives, and the characteristics of 
Madrasah Ibtidaiyah students. The Design phase involved developing the concept, learning content, 
game mechanics, rules, visual elements, assessment instruments, and supporting materials for the 
“Akhlak Terpuji” board game. In the Develop phase, the initial design was transformed into a 
physical prototype, followed by internal testing and expert validation to assess the quality and 
suitability of the media and learning content. 

The Implement phase involved applying the developed board game in the target Madrasah 
Ibtidaiyah classroom. Students participated in learning activities using the media, while 
observations and teacher feedback were collected to assess its practicality and student engagement. 
Finally, the Evaluate phase assessed the learning outcomes and students’ responses through 
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pretest- posttest results, questionnaires, observations, and interviews. The results of the evaluation 
were used to determine the feasibility and effectiveness of the developed learning media and to 
identify aspects that could be improved. 

The ADDIE model used in this study follows the instructional design framework described 
by Branch (2009), which presents ADDIE as a systematic approach consisting of Analyze, Design, 
Develop, Implement, and Evaluate stages. 

 
C. RESULT & DISCUSSION 

This research applied the ADDIE model to implement an “Akhlak Terpuji” board game 
media for Madrasah Ibtidaiyah students. Below are the results and discussion in accordance with 
the stages of this model. 
1. Analyze Phase 

In the needs analysis phase, it was identified that MI students experienced difficulties in 
understanding and internalizing praiseworthy moral values through traditional teaching 
methods, which tended to be abstract and less interactive. Initial observations and interviews with 
teachers showed a gap between the curriculum material on morals and practical, engaging 
applications for elementary school-aged students. Further literature review confirmed that 
although many interactive learning media have been explored (Badriah et al., 2021; Kafi, 2023; 
Kuswanto & Romelah, 2022; Parhan et al., 2021; Wazzuriyah et al., 2021), none specifically 
focused on developing a board game as an interactive learning medium for Akidah Akhlak material 
for Madrasah Ibtidaiyah students. This underscored the urgency of developing appropriate media 
for faith-based material in elementary schools, particularly in the form of a board game that can 
facilitate physical and collaborative interaction. 

This finding strongly validates the need for innovative learning media that can bridge the 
gap between theory and practice in moral education. The lack of interactive media specific to 
praiseworthy moral material at the MI level indicates that this research will fill that void, aligning 
with the objective of the analysis phase in the ADDIE model to identify specific needs and learning 
gaps. This aligns with established research indicating that a thorough analysis of learner 
characteristics and existing pedagogical shortcomings is paramount for developing effective 
educational interventions (Andrianti & Widiyono, 2025). Thus, the analyze phase confirmed the 
necessity for a novel, interactive board game tailored to the unique learning requirements and 
developmental stage of Madrasah Ibtidaiyah students, particularly concerning the Akidah Akhlak 
curriculum (Hanifah et al., 2022) (Murtikusuma et al., 2025). 
2. Design Phase 

The design phase resulted in a comprehensive design for the "Akhlak Terpuji" board  game 
media. This design included thematic elements relevant to moral values (e.g., Etiquette, 
Steadfastness, Trustworthiness, Patience, and Peacefulness), game mechanics that encourage 
ethical decision-making (challenge cards, dilemma scenarios, reward/punishment systems based 
on moral choices), and appealing, child-friendly visual aesthetics. The game rules were designed 
to promote collaborative learning and discussion, ensuring that moral dilemmas were presented 
relevantly and could be resolved through character-building actions. Additionally, a detailed 
facilitator's guide was also designed. 

This design successfully translated the needs identified in the analysis phase into a 
concrete and interactive learning tool. The focus on game mechanics that encourage interaction 
and ethical discussion ensures that this board game is pedagogically aligned with the goal of 
teaching "Akhlak Terpuji" values and is appropriate for the developmental stage of MI students. 
This meticulous planning during the design phase is crucial, as it lays the groundwork for the 
subsequent development of a functional and engaging educational product (Octaviani et al., 2025) 
(Iskandar et al., 2025). This stage also involved the selection of appropriate materials and 
components for the physical game board, ensuring durability and safety for its intended young 
users. The conceptualization also meticulously outlined the scoring system and progression 
mechanisms, ensuring that players are rewarded for demonstrating virtuous conduct and 
cooperative play, thereby reinforcing the desired moral behaviors (Nugroho & Zulfikasari, 2025).  
This comprehensive blueprint not only informed the subsequent production but also served as a 
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critical reference for validating the design's alignment with pedagogical objectives and usability 
constraints (Jalaluddin et al., 2024). Furthermore, the iterative nature of this design process 
incorporates considerations for visual appeal, incorporating engaging graphic elements and 
animations to capture and sustain student interest, which aligns with effective interactive media 
development (Cahyani et al., 2025). 

 

 
 

3. Develop Phase 
In the development phase, a prototype of the "Akhlak Terpuji" board game media was 

successfully produced. This prototype used durable materials, clear iconography, and was equipped 
with instructional cards and a facilitator's guide. Internal testing was conducted involving a small 
group of educators and students to ensure clarity of rules and functionality. The results of the 
internal test showed positive initial engagement and good understanding of the game rules. Some 
minor feedback regarding layout and card wording was then implemented for refinement. This 
stage successfully transformed the design concept into a functional product. Validation through 
internal testing provided crucial initial feedback, allowing for improvements before broader 
implementation. This is a critical step in the ADDIE model to ensure the product is ready for field 
trials. Subsequently, expert validation by material and media specialists was conducted to 
rigorously assess the game's pedagogical soundness and technical feasibility, alongside feedback 
from teachers regarding its practicality in classroom settings (Pasambuna et al., 2025). This expert 
validation is crucial because, as demonstrated in research by Azizi on the development of science 
worksheets, validation by material and design experts is essential to declare the learning material 
suitable and effective for use as a learning resource (Azizi, 2021). 

The expert validation results, encompassing media, material, and learning experts, 
consistently rated the game as "very good," indicating its high quality and alignment with 
educational objectives (Nurdin et al., 2023). Specifically, the results of this expert validation 
indicated that the material expert provided an average score of 84%, affirming the content's 
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substantive accuracy and curricular alignment, while the media expert's score of 94% highlighted 
areas for technical and design refinement. These evaluations often employ Likert scales to quantify 
expert opinions on aspects such as content accuracy, instructional design, and overall user 
experience (Alfan et al., 2025). 
4. Implement Phase 

A pilot implementation was conducted in two Madrasah Ibtidaiyah classes (total 28 
students) over a two-week period. Observations showed high student enthusiasm and active 
participation in the game. Increased interaction among students, collaboration in problem-solving, 
and lively discussions regarding the ethical scenarios presented by the game were highly evident. 
Teachers reported that students were more engaged with the “Akhlak Terpuji" concepts compared 
to traditional teaching methods. Initial qualitative feedback from students highlighted the enjoyable 
and interactive aspects of learning moral values through the game. 

The implementation phase demonstrated the potential of the "Akhlak Terpuji" board game 
media in creating an engaging and effective learning environment. High student engagement and 
positive interaction show that this media successfully achieved its goal of facilitating interactive 
learning of moral values in the classroom setting. 

The application of game media in moral education aligns with research indicating that game- 
based learning is a promising method for teaching moral and ethical values, leveraging the nature 
of games as an effective educational tool (Audu & Asino, 2024; Schrier, 2017). This approach allows 
students to actively engage in ethical scenarios, practice decision-making, and develop a deeper 
understanding of the application of moral values in daily life, which is often difficult to achieve 
through traditional teaching methods. 

 
5. Evaluate Phase 

Evaluation was conducted using both quantitative and qualitative methods. 
1. Quantitative: Post-test scores for understanding "Praiseworthy Morals" values in the 

intervention group increased by an average of 25% (p < 0.01) compared to pre-test scores. 
2. Qualitative: Focused group discussions with students revealed an increased understanding of 

value application in daily life and improved confidence in making ethical decisions. Interviews 
with teachers confirmed increased student participation, better retention of moral  concepts,  
and a noticeable positive shift in classroom dynamics during game sessions. Challenges  
identified included the initial time investment required for teachers to learn facilitation and 
occasional rule ambiguities, which were addressed through clarifications provided by the guide. 

The comprehensive evaluation confirmed the pedagogical effectiveness and user acceptance 
of the "Praiseworthy Morals" board game media. The improved understanding and internalization 
of praiseworthy moral values, supported by both quantitative and qualitative data, demonstrate 
that the developed product successfully achieved its educational objectives. The   mixed-methods 
approach provided a thorough insight into its impact and areas for further refinement. 

These robust findings confirm that integrating interactive pedagogical tools, such as the 
"Akhlak Terpuji" board game, is highly effective in moral education. By actively engaging students 
in ethical scenarios and decision-making, such approaches go beyond rote learning, fostering critical 
thinking and ethical reasoning skills crucial for developing moral autonomy and the practical 
application of values in daily life (Fatimah & Siswanto, 2024). This mixed-methods evaluation 
framework, combining empirical data with qualitative insights, provides a comprehensive 
understanding of the game's impact on student learning and behavioral development. 
 
D. CONCLUSION 

The implementation and evaluation of the "Akhlak Terpuji" board game demonstrated 
significant success in fostering moral education among students. The pilot implementation phase 
revealed high student enthusiasm, active participation, and increased interaction, collaboration, 
and lively discussions regarding ethical scenarios. Teachers reported enhanced engagement with 
"Akhlak Terpuji" concepts compared to traditional methods, with initial qualitative feedback from 
students highlighting the enjoyable and interactive aspects of learning moral values through the 
game. This indicates that the game media effectively created an engaging learning environment, 
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successfully facilitating interactive moral values education. 
The comprehensive mixed-methods evaluation further confirmed the pedagogical 

effectiveness and user acceptance of the game. Quantitatively, post-test scores showed a 25% 
increase in understanding of “Akhlak Terpuji" values, alongside high student motivation scores for 
enjoyment and perceived learning effectiveness. Qualitatively, focused group discussions and 
teacher interviews revealed improved understanding of value application, enhanced confidence in 
ethical decision-making, better retention of moral concepts, and a positive shift in classroom 
dynamics. These robust findings affirm that integrating interactive pedagogical tools, such as the 
"Akhlak Terpuji" board game, is highly effective in moral education, successfully achieving its 
educational objectives by promoting critical thinking and ethical reasoning. 
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