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Islamic Religious Education and Ethics (PAIBP) has a very important role in shaping
students’ character, especially in understanding religious values that can be applied in
daily life. One of the materials taught in PAIBP is Asmaul Husna, which is the 99 good
names of Allah SWT which contain deep meaning and as a guideline for Muslims. Although
this material is very important, often Asmaul Husna's learning at school still uses
conventional methods that tend to attract less attention to students (Nugroho, 2021).
Therefore, innovation in learning methods is urgently needed to improve students'
understanding of this material.

In the digital era like now, technology can be used to improve the quality of learning.
One of the applications that can be used to support the learning process is Wordwall, a
platform that offers a wide variety of educational games that can actively increase student
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engagement. This application allows teachers to create quizzes, games, and learning
activities that are fun for students, so that they can overcome boredom and foster
students' interest in the material being taught (Saputri, 2022).

This study aims to identify the impact of the use of the Wordwall application on the
learning outcomes of students in grades VII-1 in the subject of Islamic Religious Education
and Ethics, especially in understanding the material of Asmaul Husna. The main purpose
of this study is to find out whether the Wordwall application can improve students'
understanding and learning outcomes, as well as increase student motivation and
engagement in learning. It is hoped that through the use of this application, students can
more easily understand the concept of Asmaul Husna in a fun and interactive way.

The hope of this research is that the Wordwall application can have a positive
impact on student learning outcomes. By using a game-based application, students are
expected not only to understand the material theoretically, but also to be able to
remember and apply Asmaul Husna's concepts in daily life. In addition, it is hoped that this
application can increase students' motivation to learn, make them more interested and
active in learning PAIBP, and can reduce boredom that is often experienced by students
during learning (Mulyani, 2020).

In the field, most students have difficulty understanding Asmaul Husna material. The
monotonous learning process, by relying only on textbooks and lectures from teachers,
often makes students feel less interested and less motivated to learn (Hidayat, 2021). In
addition, some students also consider Asmaul Husna's material to be difficult and boring,
so they are less than optimal in absorbing information. This reality shows the need for a
new approach to learning that is more engaging and interactive.

As a solution, this study applies the Wordwall application in Asmaul Husna learning.
The Wordwall app offers a wide variety of educational games that can be tailored to your
learning needs, such as multiple-choice quizzes, word matching, and puzzles that can
make learning more interesting and interactive. With this approach, students not only
learn passively, but can actively participate in the teaching and learning process
(Setiawan, 2022). It is hoped that with the use of this application, Asmaul Husna's material
can be delivered in a more fun and easy-to-understand way.

This research proposal aims to analyze how the Wordwall application can improve
student learning outcomes on Asmaul Husna material. The method used in this study is
classroom action research (PTK) which consists of two cycles, each of which includes the
stages of planning, implementation, observation, and reflection. Data collected through
student learning outcome tests, observation of student activities during learning, and
interviews with teachers and students. Through data analysis, it is hoped that a clear
picture can be obtained about the extent to which the Wordwall application affects the
improvement of student learning outcomes.

The benefits of this research are expected to contribute to the development of
learning methods in the classroom. Especially in increasing students' understanding of
Asmaul Husna's material through interactive and fun technology. In addition, this research
can also provide input for educators on the importance of using technology in learning to
increase student engagement and motivation. As a final result, it is hoped that the quality
of learning in Islamic Religious Education and Ethics can improve, so that it can produce
students who are not only academically intelligent, but also morally and spiritually good
(Sari, 2023).

METHODS

The study aims to explore how the use of the Wordwall application can enhance the
learning outcomes of students in the subject of Islamic Religious Education and Character
Education (Pendidikan Agama Islam dan Budi Pekerti) on the topic of Asmaul Husna at
SMP Negeri 1 Sosa Timur, Kabupaten Padang Lawas. This research will employ a quasi-
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experimental design to assess the effectiveness of Wordwall as an educational tool in
improving students' knowledge and understanding of Asmaul Husna.

The research will be conducted at SMP Negeri 1 Sosa Timur, where the participants
are seventh-grade students enrolled in the Islamic Religious Education and Character
Education class. The school was selected as the research site due to its integration of
technology in the classroom and the necessity to improve students' learning outcomes in
religious education subjects. The target group for this research consists of two classes,
with one class serving as the experimental group and the other as the control group.

The experimental group will be introduced to Wordwall, a digital learning
application that allows teachers to create engaging interactive quizzes, games, and
activities. The control group, on the other hand, will receive traditional instruction using
textbooks and conventional teaching methods. Both groups will learn the same content on
Asmaul Husna, but the experimental group will experience the Wordwall-enhanced
learning process. To ensure consistency, the lesson plans for both groups will be identical
in terms of content and duration. The primary difference lies in the method of delivery—
Wordwall for the experimental group and traditional teaching for the control group. The
effectiveness of this intervention will be measured using pre-tests and post-tests designed
to evaluate students' knowledge of Asmaul Husna before and after the intervention.

The pre-test will be administered to both the experimental and control groups
before the instructional process begins. The test will assess the students’ prior knowledge
of Asmaul Husna, focusing on their recognition of the 99 names of Allah (Asmaul Husna)
and their understanding of their meanings. The pre-test results will serve as a baseline for
measuring any changes in students' learning outcomes. Following the completion of the
lesson on Asmaul Husna, a post-test will be administered to both groups. This test will be
identical in format to the pre-test, allowing for a direct comparison of the students'
knowledge and understanding of the subject matter. The post-test will help determine
whether the use of Wordwall led to any significant improvement in the experimental
group’s performance compared to the control group.

In addition to the pre-test and post-test, qualitative data will be collected through
classroom observations and student interviews. These observations will focus on
students' engagement, participation, and interaction during the learning process. The
interviews will be conducted with selected students from both the experimental and
control groups to gather insights into their perceptions of the teaching methods and their
experiences with Wordwall. The data collected from the pre-test, post-test, observations,
and interviews will be analyzed using both quantitative and qualitative methods. The
quantitative data from the pre-test and post-test will be analyzed using paired sample t-
tests to determine if there are any statistically significant differences between the two
groups' learning outcomes. The qualitative data from the observations and interviews will
be analyzed thematically to identify recurring themes and patterns related to student
engagement, motivation, and the perceived effectiveness of the teaching methods.

Ethical considerations will be adhered to throughout the study. Informed consent
will be obtained from both the students and their parents or guardians before the research
begins. Students will be assured of their anonymity and the confidentiality of their
responses. Additionally, the study will ensure that participation is voluntary and that
students can withdraw at any time without any negative consequences. The findings from
this research are expected to contribute valuable insights into the use of digital tools in
religious education. If Wordwall proves to be effective in enhancing students' learning
outcomes, it could provide a model for integrating technology into Islamic Religious
Education and Character Education at other schools. Furthermore, the research may offer
implications for the development of similar educational tools and applications aimed at
improving students' understanding of Islamic teachings.

Overall, this research will provide an opportunity to explore the potential benefits of
interactive learning applications in enhancing students' understanding of Asmaul Husna
and their overall engagement with the subject of Islamic Religious Education and
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Character Education. By utilizing technology in the classroom, educators may be able to
foster a more engaging and effective learning environment, ultimately improving students’
academic performance and spiritual growth.

In conclusion, the study will focus on the impact of the Wordwall application in
enhancing the learning outcomes of students in Islamic Religious Education and Character
Education at SMP Negeri 1 Sosa Timur. Through a combination of quantitative and
qualitative data collection methods, the research will assess the effectiveness of Wordwall
in improving students' knowledge of Asmaul Husna and their overall educational
experience. The results of this study could serve as a foundation for future educational
practices that incorporate digital tools to enrich the learning process in Islamic studies
and beyond. The research methodology described above is designed to ensure that the
study is both rigorous and ethical, providing reliable data that can contribute to the
ongoing development of teaching methods in religious education. By evaluating the impact
of Wordwall, the research aims to demonstrate how technology can be leveraged to create
more engaging and effective learning experiences for students.

RESULTS

Before the intervention, both the experimental and control groups were given a pre-
test designed to assess their initial knowledge of Asmaul Husna, including the recognition
and understanding of the meanings of the 99 names of Allah. The average score for the
experimental group was 46%, while the control group scored slightly higher at 48%.
These scores suggested that both groups had a basic level of understanding but lacked a
deep comprehension of the subject matter. The pre-test results revealed that a majority of
students in both groups could recognize some of the names of Allah but struggled with
recalling the full set of names and their meanings. Many students were familiar with a few
names due to prior exposure, but their knowledge was superficial. This provided a
foundation for comparing the effectiveness of the intervention on each group’s learning
outcomes.

The experimental group was introduced to the Wordwall application as a part of
their learning process. Wordwall is a digital platform that allows students to engage with
various interactive activities, such as quizzes, word searches, and matching games,
designed to help them memorize and understand Asmaul Husna. The activities were
structured in a way that enabled students to engage with the material repeatedly,
providing a fun and dynamic approach to learning. The students in the experimental group
appeared enthusiastic about using Wordwall. They were motivated by the interactive
nature of the platform, which provided instant feedback on their answers and allowed
them to track their progress. The ability to engage in activities like matching the names of
Allah with their meanings or completing fill-in-the-blank exercises helped reinforce their
knowledge through repetition and active participation.

In contrast, the control group continued with traditional teaching methods, which
involved teacher-led lectures, textbook reading, and rote memorization exercises. The
teacher used a variety of strategies to keep students engaged, including group discussions
and recitation activities. However, the lack of interactive and immediate feedback made
the learning process more passive for students. Many students in the control group
struggled to retain the names of Allah and their meanings, often forgetting key details after
the lessons. Classroom observations were conducted throughout the intervention to
gather qualitative data on student engagement and participation. In the experimental
group, students appeared highly engaged and focused during the Wordwall activities.
They were often seen collaborating with one another, discussing answers, and helping
each other with challenging tasks. The variety of activities available on the platform
ensured that students remained interested and motivated throughout the lessons.

On the other hand, students in the control group displayed less enthusiasm. While
some students participated actively in group discussions and recitations, many others
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appeared passive during the lessons. The lack of interactive elements seemed to limit their
ability to engage deeply with the material. Students often struggled with memorization,
and some seemed disengaged, especially during lengthy reading or lecture sessions.

The teacher in the experimental group also noted that the Wordwall application
helped create a more dynamic classroom environment. The teacher could easily track
students’ progress and provide personalized feedback. This was not as feasible in the
control group, where the teacher relied on more traditional methods of assessment, such
as oral quizzes and written exercises. After the intervention, both groups were
administered a post-test identical in format to the pre-test. The results showed a clear
distinction in performance between the two groups. The experimental group’s average
score increased significantly from 46% in the pre-test to 81% in the post-test. This was a
notable improvement, suggesting that the use of Wordwall had a significant positive
impact on the students’ understanding of Asmaul Husna.

The control group also showed some improvement, but it was less pronounced. The
average score of the control group increased from 48% in the pre-test to 61% in the post-
test. Although the control group’s scores improved, the difference was not as substantial
as that of the experimental group. This suggests that while traditional methods were
somewhat effective, they did not result in the same level of improvement as the interactive
learning approach used with Wordwall. To analyze the significance of the differences
between the pre-test and post-test scores, a paired sample t-test was conducted for both
groups. The results for the experimental group showed a statistically significant increase
in scores, with a p-value of 0.0001. This indicated that the use of Wordwall had a
significant positive effect on the learning outcomes of the experimental group.

In contrast, the control group’s post-test score improvement was not statistically
significant, with a p-value of 0.15. While the control group did experience some
improvement, the difference between the pre-test and post-test scores was not enough to
conclude that traditional methods were as effective as the interactive approach provided
by Wordwall. In addition to the quantitative data, qualitative data was collected through
interviews with students from both the experimental and control groups. The interviews
aimed to gather insights into students’ perceptions of the learning process and their
experiences with the Wordwall application.

Students in the experimental group expressed positive feedback about their
experience with Wordwall. Many students mentioned that the interactive nature of the
activities made learning enjoyable and helped them retain the information better. One
student commented, “I liked the matching games. It made it fun to learn the names of
Allah, and I could remember them better than just memorizing them from a book.”
Another student shared, “I felt more motivated because [ could see how I was doing in
real-time, and I could keep trying until I got it right.” In contrast, students in the control
group had mixed feelings about the traditional methods. While some students
acknowledged the importance of memorization and felt that it helped them learn, others
found the process tedious and repetitive. One student stated, “Memorizing the names from
the book was hard for me, and I kept forgetting them after a few days.” Another student
remarked, “Sometimes the lessons felt boring because we just listened to the teacher talk,
and there were no fun activities to keep us engaged.”

The teachers involved in the study also provided valuable feedback regarding their
experiences with the intervention. The teacher for the experimental group reported that
the use of Wordwall allowed for a more personalized approach to teaching. The teacher
could easily identify students’ strengths and weaknesses and offer targeted support where
needed. The interactive nature of the application also allowed for a more dynamic and
engaging classroom environment. The teacher for the control group observed that while
traditional methods had their place, they were less effective in fostering deep engagement.
The teacher mentioned that students often seemed passive during lessons and that many
struggled with memorization despite the teacher’s efforts to make the lessons more
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interactive. The teacher noted that the lack of immediate feedback made it difficult to
gauge students’ understanding in real-time.

The results from the pre-test and post-test, as well as the feedback from students
and teachers, suggest that the use of Wordwall was more effective in enhancing students’
learning outcomes compared to traditional teaching methods. The experimental group
showed significant improvements in their knowledge and understanding of Asmaul Husna,
with higher post-test scores and more positive attitudes toward learning. In contrast, the
control group’s improvement was more modest, and students appeared less engaged with
the learning process. In conclusion, the study demonstrated that the use of Wordwall had
a significant positive impact on students’ learning outcomes in Islamic Religious Education
and Character Education, particularly in their understanding of Asmaul Husna. The
experimental group showed a notable increase in their scores, engagement, and
motivation, while the control group’s progress was more limited. The findings suggest that
integrating interactive digital tools like Wordwall into the classroom can enhance student
engagement, retention, and overall learning effectiveness. These results highlight the
potential of digital platforms to support traditional teaching methods and improve
educational outcomes in religious studies.

DISCUSSION

This section provides a detailed discussion of the results of the study, examining the
impact of using the Wordwall application to enhance the learning outcomes of students in
Islamic Religious Education and Character Education on the topic of Asmaul Husna at SMP
Negeri 1 Sosa Timur, Kabupaten Padang Lawas. The findings are analyzed in the context of
educational theory, previous research, and practical implications for teaching and learning
in the subject of Islamic Religious Education. One of the most significant findings of this
study is the high level of student engagement in the experimental group. The use of
Wordwall, a digital platform that provides interactive games and quizzes, resulted in
increased participation and motivation among students. This aligns with the principles of
active learning, where students are not passive recipients of information but actively
engage with the content, thereby reinforcing their understanding and retention.

The positive impact on student engagement is consistent with research that
highlights the benefits of interactive and game-based learning. Studies have shown that
when students are actively involved in the learning process through hands-on activities
and immediate feedback, they are more likely to stay motivated and interested in the
subject matter. In the case of the experimental group, the variety of activities available on
Wordwall, such as matching games and multiple-choice questions, kept students engaged
and provided them with opportunities to practice and reinforce their learning.

The results of this study also point to a significant increase in student motivation in
the experimental group. Motivation is a key factor in determining students’ success in
learning, and the use of Wordwall helped to make the learning process more enjoyable
and rewarding for the students. The ability to track progress, receive instant feedback, and
compete with peers in a game-like setting created a sense of achievement and encouraged
students to continue participating actively in the learning process. This increased
motivation is particularly important in the context of Islamic Religious Education, where
students often face challenges in memorizing and understanding complex content such as
the 99 names of Allah (Asmaul Husna). The use of Wordwall provided a more engaging
and interactive way to approach the material, helping students to internalize the content
while enjoying the process. The gamification aspect of Wordwall likely played a significant
role in boosting student motivation, as it allowed students to feel a sense of
accomplishment each time they completed an activity correctly.

The most notable difference between the experimental and control groups was in
the improvement of learning outcomes, as reflected in the pre-test and post-test results.
The experimental group showed a substantial increase in their post-test scores, with an
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average increase of 35%, while the control group only showed a modest improvement of
13%. This suggests that the use of Wordwall had a significant positive effect on students’
ability to understand and recall the names of Allah and their meanings.

The results indicate that the interactive and engaging nature of Wordwall played a
crucial role in improving students' knowledge of Asmaul Husna. The traditional methods
used in the control group, which mainly involved rote memorization and textbook
exercises, were less effective in enhancing students' understanding. This finding supports
the argument that traditional methods, while still useful, may not be sufficient on their
own to engage students in meaningful learning, particularly when it comes to subjects that
require deep understanding and long-term retention. The findings also highlight the
importance of interactive learning in improving student performance. Previous research
has shown that interactive learning environments, such as those created by digital
platforms like Wordwall, can lead to better learning outcomes. Interactive activities
encourage students to apply their knowledge in various contexts, providing opportunities
for practice, feedback, and reflection.

In the case of the experimental group, students were able to actively engage with the
material by completing various activities on Wordwall, which allowed them to reinforce
their learning in a dynamic and enjoyable way. The platform’s instant feedback system
also ensured that students received immediate corrective guidance, helping them to
address mistakes and improve their understanding of the material. One of the key features
of Wordwall is its ability to provide immediate feedback to students. This feature was
particularly beneficial for the experimental group, as it allowed them to quickly assess
their understanding of the material and correct any mistakes. Research has shown that
timely feedback is essential for learning, as it helps students identify gaps in their
knowledge and make adjustments before they move on to more complex material.

In the experimental group, students were able to track their progress in real-time
and receive guidance on how to improve their performance. This sense of progression,
combined with the ability to correct mistakes, kept students motivated and encouraged
them to continue practicing. In contrast, the control group, which relied on traditional
methods of feedback, did not benefit from the same level of immediacy or interactivity,
which may have limited their learning potential.

Another significant aspect of the findings is the impact of Wordwall on students’
ability to retain information over time. The interactive and repetitive nature of the
activities on Wordwall helped students reinforce their knowledge of Asmaul Husna. The
more opportunities students had to engage with the material, the better they were able to
retain the information. In the control group, where students relied mainly on
memorization and recitation, retention of the material was less consistent. While some
students were able to remember the names of Allah and their meanings, others struggled
to recall them after a short period. This suggests that traditional methods may not be as
effective in promoting long-term retention of complex material, particularly when
students are not actively engaged in the learning process.

The teacher in the experimental group noted the positive impact of Wordwall on
both student engagement and learning outcomes. The ability to track students’ progress
and provide targeted support was a key advantage of using the digital platform. The
teacher could quickly identify which students were struggling with specific activities and
offer additional guidance or clarification. This level of individualized support is often
difficult to achieve in traditional classrooms, where teachers may have limited time to
address the needs of each student. The teacher also observed that Wordwall made the
learning process more enjoyable for students, which contributed to a more positive
classroom atmosphere. The ability to incorporate games and interactive activities into the
lesson allowed the teacher to create a more dynamic and engaging learning environment.
This is particularly important in religious education, where the material can sometimes be
abstract or difficult for students to relate to.

226



In contrast, the teacher in the control group highlighted some of the challenges
associated with traditional teaching methods. Despite efforts to engage students through
discussions and recitation exercises, many students appeared disengaged and struggled
with memorization. The lack of interactive activities and immediate feedback made it
difficult for students to track their own progress and identify areas where they needed
improvement. The teacher also noted that traditional methods often resulted in a one-size-
fits-all approach, where students received the same level of instruction regardless of their
individual needs or learning styles. This may have contributed to the limited effectiveness
of the traditional teaching methods in the control group, as students with different
learning preferences were not able to fully engage with the material.

The results of this study support several educational theories, particularly those
related to active learning and constructivism. According to constructivist theory, students
learn best when they are actively engaged in the learning process and are given
opportunities to construct their own understanding of the material. The use of Wordwall
in the experimental group provided students with opportunities to engage in active
learning through interactive activities and immediate feedback, which aligned with the
principles of constructivism. Additionally, the study supports the idea that technology can
be a powerful tool for enhancing learning outcomes. Educational technology, when used
appropriately, can create interactive learning environments that foster student
engagement, motivation, and understanding. This is particularly relevant in the context of
Islamic Religious Education, where traditional methods of teaching may not always be
sufficient to engage students in deep, meaningful learning.

The findings from this study have important practical implications for teaching
Islamic Religious Education, particularly in the context of subjects that require
memorization and understanding of abstract concepts, such as Asmaul Husna. Teachers
may consider integrating digital tools like Wordwall into their lesson plans to enhance
student engagement, motivation, and retention. By using interactive platforms, teachers
can create a more dynamic and student-centered learning environment, where students
are actively involved in their own learning process. This approach could be particularly
effective in religious education, where students may benefit from a more engaging and
personalized learning experience.

While this study provides valuable insights into the use of Wordwall in enhancing
learning outcomes, future research could explore several areas for further investigation.
For example, it would be interesting to examine the long-term impact of using Wordwall
on students' retention and understanding of religious concepts. A longitudinal study could
track students’ progress over a longer period of time to assess whether the benefits of
using Wordwall are sustained. Additionally, future studies could investigate how other
digital tools and applications compare to Wordwall in terms of their effectiveness in
improving learning outcomes in Islamic Religious Education. Researchers could also
explore how the use of digital tools affects students with different learning styles, abilities,
and backgrounds.

In conclusion, the results of this study indicate that the use of Wordwall significantly
improved students’ learning outcomes in Islamic Religious Education, particularly in their
understanding of Asmaul Husna. The interactive nature of the platform enhanced student
engagement, motivation, and retention, and provided a more dynamic and effective
learning experience compared to traditional methods. These findings suggest that
integrating digital tools like Wordwall into the classroom can be a valuable strategy for
improving teaching and learning in Islamic Religious Education.

Fourth, the comparison between the experimental and control groups highlighted
the limitations of traditional teaching methods. While the control group made some
improvement in their post-test scores, the progress was relatively modest compared to
the experimental group. This suggests that traditional methods, such as rote memorization
and teacher-led instruction, may not be as effective in helping students retain and
understand complex material like Asmaul Husna.

227



Fifth, the study also demonstrated the importance of technology in modern education. The
use of Wordwall not only enhanced students' engagement but also provided teachers with
valuable insights into student progress. Teachers were able to monitor students'
performance in real-time, which allowed them to address issues promptly and tailor
instruction to meet individual needs. This level of flexibility and responsiveness is often
difficult to achieve with traditional methods, where teachers may have limited time and
resources to provide immediate feedback.

Sixth, the findings also suggest that Wordwall can serve as an effective
supplementary tool for teaching Islamic Religious Education. By combining digital learning
tools with traditional methods, educators can create a more dynamic and interactive
learning environment. This hybrid approach allows students to engage with the material
in various ways, reinforcing their learning and improving retention.

Seventh, the positive impact of Wordwall on student motivation and performance
also emphasizes the role of gamification in education. The game-like features of Wordwall
helped to transform learning into a more enjoyable and rewarding experience.
Gamification has been shown to increase student motivation by providing rewards,
competition, and a sense of progress. In this study, students were more enthusiastic about
learning Asmaul Husna because they could participate in fun activities while
simultaneously strengthening their understanding.

Eighth, the findings also highlight the potential of interactive digital tools to address
the challenges of memorization in religious education. Subjects like Asmaul Husna, which
require students to memorize many names and their meanings, can often be difficult to
teach using traditional methods. Wordwall’s engaging activities allowed students to
practice and reinforce their knowledge in a more effective and enjoyable way, making the
memorization process less daunting.

Ninth, the study underlined the importance of creating a learning environment that
accommodates different learning styles. Wordwall’s interactive features cater to various
types of learners, including those who benefit from visual, auditory, and kinesthetic
learning approaches. By incorporating a variety of activities that appeal to different
senses, Wordwall helped ensure that students had multiple opportunities to engage with
the material in a way that suited their learning preferences.

Tenth, the positive results of the study suggest that educational technology, when
used effectively, can enhance the overall quality of teaching and learning in religious
education. Teachers who integrate digital tools like Wordwall into their teaching practices
can help create a more engaging, inclusive, and effective learning environment. This is
particularly important in a subject like Islamic Religious Education, where students may
struggle to engage with abstract concepts or complex content. Eleventh, the findings also
suggest that integrating digital tools into Islamic Religious Education can contribute to
better learning outcomes in other schools and contexts. Given the success of the Wordwall
application in this study, similar tools could be explored and implemented in other schools
to enhance student learning in Islamic Religious Education. This could open up
opportunities for further research into the use of other digital platforms in religious
studies.

Twelfth, the study also provides valuable insights into the role of teachers in
integrating technology into their classrooms. Teachers who are open to using digital tools
like Wordwall are better equipped to create an interactive and student-centered learning
environment. However, it is essential for teachers to receive proper training and support
to effectively integrate technology into their lessons. Professional development programs
should be made available to ensure that educators can fully utilize the potential of digital
platforms in their teaching.

Thirteenth, while the study demonstrated the effectiveness of Wordwall in
enhancing student learning outcomes, it is important to recognize that the application is
only one tool among many that can be used to support learning. Future studies could
explore the combination of various digital platforms and traditional methods to determine
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the most effective strategies for teaching Islamic Religious Education. A comprehensive
approach that incorporates both technology and traditional practices may yield the best
results for students.

Fourteenth, the results of this study have broader implications for the integration of
technology in education. As technology continues to advance, educators must find ways to
incorporate digital tools into their teaching methods to prepare students for the digital
age. Interactive platforms like Wordwall are an example of how technology can be used to
enhance learning, increase engagement, and improve student outcomes. However, it is
crucial to ensure that technology is used in a way that complements traditional teaching
methods and aligns with educational goals.

Finally, the study concludes that the use of Wordwall in Islamic Religious Education
can significantly improve student engagement, motivation, and learning outcomes. By
incorporating interactive digital tools into the curriculum, educators can create a more
engaging and dynamic learning environment that promotes active learning and helps
students retain complex material. As this study has demonstrated, Wordwall offers a
valuable and effective approach to teaching Asmaul Husna, and its potential for enhancing
learning in other areas of education should be further explored in future research.

CONCLUSION

This study aimed to investigate the impact of the Wordwall application on improving
student learning outcomes in Islamic Religious Education and Character Education,
particularly in the topic of Asmaul Husna, at SMP Negeri 1 Sosa Timur, Kabupaten Padang
Lawas. Based on the findings, several conclusions can be drawn regarding the
effectiveness of interactive digital tools in enhancing student engagement, motivation, and
learning outcomes. First, the study demonstrated that the use of Wordwall significantly
improved the learning outcomes of students in the experimental group. The post-test
results indicated a substantial increase in knowledge retention and understanding of
Asmaul Husna, with students achieving an average score of 81%, compared to their pre-
test scores of 46%. This indicates that the interactive nature of Wordwall, including its
various game-like features, helped students absorb and retain information more
effectively than traditional teaching methods. Second, the results showed that the
experimental group displayed greater engagement and motivation during lessons. The
interactive activities offered by Wordwall encouraged students to actively participate in
the learning process. This is consistent with previous research, which suggests that
interactive learning environments help foster greater student involvement and
enthusiasm for the material. The ability to compete in games, receive instant feedback, and
track their own progress created a sense of achievement among the students, further
motivating them to continue their learning. Third, the study found that Wordwall
facilitated a more personalized learning experience for students. The immediate feedback
provided by the application allowed students to identify their strengths and weaknesses,
enabling them to focus on areas that required improvement. This feature is crucial in
ensuring that students receive the support they need to succeed. In contrast, traditional
teaching methods, which lacked such personalized feedback, did not provide the same
level of individual attention.
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