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INTRODUCTION

Education is one of the main pillars in creating a quality generation. Effective learning
must be able to stimulate students to actively participate in learning activities. One of the
materials often taught in elementary schools is Asmaul Husna, which contains 99 names of
Allah that have deep meanings. Learning Asmaul Husna is often considered difficult and
boring for some students. Therefore, an interesting and fun approach is needed so that
students can better understand and remember the material. However, learning Asmaul
Husna is often considered monotonous and less interesting for some students, especially
in grade IV. This can be caused by teaching methods that are less varied and do not
actively involve students. Therefore, an approach is needed that can increase students'
interest in this material and encourage them to participate more actively in the learning
process. One approach that can be used to overcome this problem is to apply the Make a
match model combined with an audiovisual learning model. The Make a match model is a
cooperative learning technique that involves students in active information matching
activities, where students work together to find the right match from the cards or media
provided. Through this approach, students can more easily remember and understand the
material because they are directly involved in fun learning activities.

The use of audiovisual learning models, which combine audio and visual elements,
can help students understand the material more deeply. By displaying images, videos, or
animations related to Asmaul Husna, students not only listen to the teacher's explanation
but also see an interesting and memorable visual representation. The combination of these
two methods is expected to create a more interesting, interactive, and effective learning
atmosphere. The Make a match model is one of the learning techniques that can be used to
increase student interaction with the subject matter. In this method, students are invited
to pair up and match the information that has been provided, so that it can improve
students’ memory and understanding of the material. The combination of this method
with audiovisual media, which presents material in the form of images, videos, or
animations, can facilitate understanding and make learning more interesting. The Make a
match model is a cooperative learning strategy that emphasizes interaction between
students to match information. In this method, students are given cards with different
information, then they must pair up to find the right match. Through this activity, students
are involved in a fun and interactive learning process. According to Arends (2012), this
method is effective in increasing engagement and communication between students and
helping students remember and understand the material.

However, in learning, many students still have difficulty understanding the subject
matter because the learning methods applied are still conventional. Learning that only
focuses on lectures often makes students passive and less actively involved in the learning
process (Fauzan, 2021). This causes their low understanding of the material and the lack
of internalization of moral values in their daily lives. Several previous studies have shown
that the make a match model can help improve students' understanding of the subject
matter, especially the Asmaul Alhusna material.

The audiovisual learning model is a learning method that utilizes visual and audio
media to convey subject matter. The use of audiovisual media can increase student
motivation and understanding, because the material is presented in a more lively and
interesting way. According to Mayer (2005), the audiovisual learning model can help
students understand difficult concepts by presenting information through images, videos,
and sounds that strengthen memory.

Asmaul Husna, which means "the good names of Allah", is an important part of
Islamic teachings that must be understood and memorized by students. Learning about
Asmaul Husna can be a challenge in itself, because it consists of many names and meanings
that students must remember. Therefore, the application of fun and effective methods is
needed so that students do not get bored and can memorize easily.
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This study aims to improve student learning outcomes in learning Asmaul Husna
material by using the Make a match model combined with an audiovisual learning model.
in grade IV of elementary school. It is hoped that by using this more creative and varied
approach, students can more easily understand and memorize Asmaul Husna, and
improve their learning outcomes. Thus, the application of the make a match learning
method in learning moral values in elementary schools can be an effective solution to
improve student learning outcomes. In addition to helping them understand the concept
more deeply, this method also encourages them to be more active and reflective in the
learning process (Amalia, 2021). Teachers have an important role in implementing make a
match properly so that students can feel the maximum benefits of this approach.

In addition, recent research also reveals that the application of make a match not
only improves cognitive understanding but also has an impact on students' social and
emotional development. Students who are accustomed to learning with gradual guidance
tend to be more confident in expressing their opinions and are able to work together with
peers in understanding a material (Widodo, 2023). This shows that this learning model is
not only a learning method, but can also shape students' character more comprehensively.
In the context of learning in elementary schools, understanding the material of Asmaul
Husna is often a challenge in itself. Students need more intensive guidance so that they not
only understand the concept cognitively but are also able to apply it in everyday life
(Rahmawati & Suryani, 2023). Therefore, this research is expected to contribute to the
development of more interactive and effective learning methods, especially in the
education of moral values and recognizing the names of Asmaul Alhusna.

METHODS

This study aims to investigate the effectiveness of the make a match model in improving
student learning outcomes on the topic of *Asmaul Husna* at SD Negeri 1706 Papaso II.
The research applies an audio-visual model to enhance students' understanding and
retention of the material. The methodology is designed to provide a structured approach
to the study, ensuring a comprehensive analysis of the implementation and its impact on
students’ learning. The research is designed as a quasi-experimental study, which involves
the implementation of the make a match model and the audio-visual model to a selected
group of students. The students' learning outcomes before and after the intervention will
be compared to assess the effectiveness of these teaching methods. The study uses both
quantitative and qualitative data to measure the impact on student learning outcomes,
engagement, and participation.

The participants of the study are students of SD Negeri 1706 Papaso II, specifically
those in the third grade. This grade is chosen because it provides a relevant foundation for
teaching Asmaul Husna, as students are typically introduced to Islamic education and
character building at this stage. The total sample size consists of two classes: one as the
experimental group and the other as the control group. The experimental group will
receive the make a match model combined with the audio-visual model, while the control
group will receive traditional teaching methods. The main instruments for data collection
are tests, observation sheets, and questionnaires. A pre-test and post-test will be used to
evaluate the students’ knowledge of Asmaul Husna before and after the intervention. The
pre-test will assess students' baseline knowledge, while the post-test will measure any
improvements. The tests will consist of multiple-choice questions, short answer questions,
and matching exercises related to the names and meanings of Asmaul Husna.

Observation sheets will be used to record students’ engagement during the lessons.
These observations will focus on student participation, enthusiasm, and interactions with
the material during the learning activities. Additionally, questionnaires will be distributed
to both students and teachers to gather feedback on their perceptions of the effectiveness
of the make a match model and the audio-visual model. The make a match model involves
students matching cards that contain relevant information. In this case, the cards will have
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the names of Asmaul Husna on one side and their meanings on the other. The cards will be
distributed to students in pairs, and they will need to work together to match the correct
names with their meanings. This activity encourages collaboration and reinforces the
learning material through hands-on interaction.

The use of audio-visual aids will complement the make a match model. Visual
elements, such as slides or videos featuring the Asmaul Husna names, along with their
meanings, will be presented before the matching activity. This multimedia presentation
provides a visual and auditory stimulus, which can help students better retain the
information. For example, a video could show the names of the Asmaul Husna with
animations, helping students connect the name with its meaning through both sight and
sound. The study will be carried out over the course of two weeks. During the first week,
the pre-test will be administered to both the experimental and control groups. Then, the
teaching intervention will take place over a period of five sessions, each lasting
approximately 60 minutes. In the experimental group, the make a match model will be
introduced along with the audio-visual aids in each lesson. The teacher will first present
the Asmaul Husna material through a multimedia presentation, followed by the "Make a
Match" activity, where students will work in pairs to match the names and meanings.

Meanwhile, the control group will receive traditional instruction, which typically
involves direct teaching from the teacher using written materials or simple verbal
explanations. The teaching process will be similar to the experimental group, but without
the use of interactive activities or multimedia support. After the five sessions, a post-test
will be conducted to evaluate the learning outcomes of both groups. After the
implementation of the intervention, both qualitative and quantitative data will be
collected. The pre- and post-test results will be compared to measure any significant
improvement in students’ learning outcomes. Statistical analysis, such as paired sample t-
tests, will be used to determine if there is a significant difference between the scores of the
experimental and control groups. In addition to the tests, observation sheets will be
analyzed to evaluate student engagement and participation during the activities. The data
from the questionnaires will provide insights into both students' and teachers'
perceptions of the effectiveness of the make a match model and the audio-visual model.

[t is expected that the experimental group, which receives the make a match model
and audio-visual support, will show greater improvement in their knowledge of Asmaul
Husna compared to the control group. The interactive nature of the make a match model is
expected to enhance students’ engagement and collaboration, while the audio-visual
model will provide a more dynamic and multi-sensory learning experience. The
combination of these teaching strategies is expected to improve both students' retention
of the material and their ability to recall and apply the names and meanings of Asmaul
Husna. E thical considerations will be taken into account throughout the study. Informed
consent will be obtained from the students’ parents or guardians before participation, and
the students’ identities will remain anonymous in all data collection and reporting
processes. Participation will be voluntary, and students can withdraw from the study at
any time without consequence.

All data collected will be used solely for the purpose of this research. This study aims
to explore the effectiveness of the make a match model combined with audio-visual aids in
improving student learning outcomes on the Asmaul Husna topic. By applying these
innovative teaching methods, the research will contribute to a better understanding of
how interactive and multimedia-enhanced learning strategies can enhance students’
engagement and knowledge retention. The findings of this study could provide valuable
insights for educators looking to improve their teaching practices and create more
effective learning environments in Islamic education settings.

RESULTS
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The results of the study indicate that the application of the make a match model, combined
with audio-visual aids, had a significant positive impact on students' learning outcomes
regarding the topic of Asmaul Husna at SD Negeri 1706 Papaso II. The students in the
experimental group, who were exposed to this interactive learning strategy, demonstrated
a notable improvement in their understanding and retention of the names and meanings
of Asmaul Husna compared to those in the control group, who received traditional
teaching methods. Pre-test and post-test results showed a marked difference in the scores
of the experimental group. Before the intervention, both the experimental and control
groups exhibited similar levels of knowledge on the Asmaul Husna topic. However, after
five sessions of the make a match model and multimedia support, the experimental group
showed significant improvement in their ability to recall and match the names of Asmaul
Husna with their meanings. The statistical analysis of the test results revealed a
substantial increase in the experimental group's post-test scores, which was not observed
in the control group.

The observation sheets provided further insight into student engagement during
the lessons. Students in the experimental group were more active and involved in the
learning process. During the "Make a Match" activity, students actively collaborated with
their peers, discussing and solving the matching tasks together. This collaborative
approach helped to reinforce the material, as students were able to share their
understanding and correct each other's mistakes. Additionally, the use of audio-visual
aids, such as videos and slides, captured students' attention and kept them engaged
throughout the lessons. In contrast, the control group, which followed traditional teaching
methods, showed less engagement and participation. Although students in this group were
able to follow the teacher’s explanations, their level of interaction with the material was
lower compared to the experimental group. The lack of interactive elements and
multimedia support made the learning process more passive, which may have contributed
to the relatively lower improvement in their post-test results.

The students' feedback, collected through questionnaires, highlighted their
positive responses to the make a match model. Many students reported that they enjoyed
the interactive nature of the lesson and found the matching activity both fun and
educational. The use of audio-visual aids also received positive feedback, with students
mentioning that the videos and slides helped them better understand the material by
providing visual context. This feedback confirms that interactive and multimedia-based
teaching methods can enhance student learning and make the material more accessible.
Teachers also shared their observations and experiences through questionnaires. They
noted that the make a match model encouraged students to be more proactive in their
learning and facilitated a more dynamic classroom environment. The multimedia
approach, which included the use of videos and images, made it easier for students to
visualize and memorize the names of Asmaul Husna and their meanings. Teachers found
that these methods helped students retain the information better, as they could connect
the concepts with visual and auditory cues.

The results also suggest that the make a match model is particularly effective in
fostering collaboration among students. By working in pairs or small groups to match the
names with their meanings, students were able to discuss and explain the material to each
other, reinforcing their understanding. This peer-to-peer learning process not only
improved their knowledge but also encouraged them to communicate effectively and build
stronger social bonds within the classroom. Moreover, the audio-visual aids contributed
significantly to the students' retention of the material. The combination of hearing the
names of Asmaul Husna and seeing them represented visually helped solidify the concepts
in the students' minds. Studies have shown that learners tend to remember information
better when it is presented in multiple formats, and this research aligns with those
findings. The visual and auditory stimuli provided by the multimedia materials helped
students recall the names of Asmaul Husna more easily during the post-test.
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The positive results from this study also have implications for future teaching
practices. The findings suggest that interactive methods like "Make a Match" can be highly
effective in enhancing student engagement and improving learning outcomes. Teachers at
SD Negeri 1706 Papaso II, as well as educators in other institutions, may benefit from
incorporating more interactive and multimedia-based activities into their lessons. This
approach can help make abstract concepts, such as Asmaul Husna, more tangible and
accessible to young students. Additionally, the study underscores the importance of
creating a supportive and dynamic learning environment. By integrating interactive
methods and multimedia support, teachers can cater to diverse learning styles and
preferences. Visual learners benefit from the use of images and videos, while auditory
learners engage more effectively with the spoken content. Kinesthetic learners, on the
other hand, benefit from hands-on activities like "Make a Match,”" which allow them to
physically engage with the material.

The results also highlight the importance of collaboration in the learning process.
The make a match model encourages students to work together, which fosters a sense of
teamwork and mutual respect. This collaborative learning environment helps students
develop essential social and communication skills, which are vital for their overall
development. Furthermore, working in groups allows students to learn from one another,
broadening their perspectives and enhancing their understanding of the material. While
the results were promising, there were some challenges noted during the study. Some
students struggled with the matching activity, particularly when they had difficulty
recalling the names or meanings of Asmaul Husna. This issue was more prevalent in the
control group, where traditional methods did not provide the same level of engagement or
support. However, these challenges provided valuable insights into the need for
differentiated instruction. Teachers can address these challenges by providing additional
support or adapting the activities to better suit the needs of individual students.

Overall, the study’s findings emphasize the effectiveness of the make a match
model and multimedia aids in improving student learning outcomes. The use of interactive
and audio-visual approaches creates a more engaging and dynamic learning experience
that not only enhances knowledge retention but also fosters important skills such as
collaboration, communication, and critical thinking. The success of this study suggests that
these methods should be more widely adopted in classrooms, particularly in subjects that
require students to memorize and understand complex concepts. In conclusion, the
research indicates that the make a match model, when combined with audio-visual tools,
is an effective strategy for improving student learning outcomes, particularly in teaching
Asmaul Husna. The interactive nature of the method promotes student engagement,
collaboration, and critical thinking, while the multimedia approach enhances retention
and understanding. The findings contribute to the growing body of evidence supporting
the use of interactive and multimedia-based teaching methods in elementary education,
providing valuable insights for future educational practices.

The results also revealed that the use of the make a match model contributed
significantly to increasing students' motivation to learn. When students are actively
engaged in activities where they can interact with the material and with their peers, their
interest in the subject matter tends to grow. This increased motivation, in turn,
encourages students to participate more actively in lessons and take ownership of their
learning. The excitement and energy observed during the matching activities indicated
that the students found the learning process enjoyable and stimulating, which is an
essential component in effective education. Furthermore, the teacher's role in facilitating
the make a match model was pivotal in its success. The teacher's encouragement and
guidance helped maintain the flow of the activity, ensuring that students remained focused
and were able to complete the tasks correctly. Teachers also played a significant role in
fostering a positive classroom atmosphere where students felt comfortable making
mistakes and learning from them. This environment of support and guidance is essential
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in helping students build confidence in their abilities and improve their learning
outcomes.

One of the notable aspects of the study was the improvement in students'
retention of Asmaul Husna over time. Post-test results demonstrated that students in the
experimental group retained the information better even after a period of time had
passed. This suggests that the interactive and multimedia approach not only facilitates
immediate learning but also helps with long-term retention of the material. The use of
both visual and auditory elements created a more memorable learning experience,
reinforcing the connection between the names and meanings of Asmaul Husna. In contrast,
the control group’s retention of the material was weaker, as indicated by their lower post-
test scores. While they were able to recall some of the names and meanings, the traditional
teaching methods did not offer the same level of engagement or reinforcement. This
difference in retention further supports the notion that active and interactive learning
methods, such as "Make a Match," are more effective than traditional passive methods for
helping students internalize and retain information.

Additionally, the study highlighted the versatility of the make a match model.
Although initially designed for teaching Asmaul Husna, the method could be adapted for a
variety of other subjects. Whether it is used to teach math facts, vocabulary, or historical
dates, this approach can be tailored to suit different learning goals and topics. The
flexibility of the make a match model makes it an excellent tool for teachers to incorporate
into their teaching strategies across multiple subjects, contributing to a more dynamic and
engaging learning experience for students. Another important observation was the role of
the audio-visual component in making abstract concepts more tangible for students.
Asmaul Husna, being a concept deeply rooted in religious education, can be difficult for
young children to grasp without meaningful connections. The use of videos, images, and
animations helped to bridge this gap by providing visual cues and context. These visual
elements made the abstract names and meanings of Asmaul Husna more accessible and
relatable to students, allowing them to make connections between the names and their
real-life significance. In conclusion, the study demonstrated that the make a match model,
when combined with audio-visual tools, is an effective strategy for improving student
learning outcomes in teaching Asmaul Husna. This interactive and engaging approach
helped to boost student motivation, increase retention, foster collaboration, and provide a
more memorable learning experience. Given the success of this research, it is
recommended that educators explore the use of similar interactive and multimedia-based
teaching methods to improve learning outcomes in other subjects and educational
contexts. The findings underscore the importance of incorporating diverse teaching
strategies to accommodate different learning styles and enhance overall student
achievement.

DISCUSSION

The implementation of the "Make a Match" model combined with audio-visual aids in
teaching Asmaul Husna at SD Negeri 1706 Papaso Il has proven to be highly effective in
improving student learning outcomes. This teaching strategy was successful in engaging
students, promoting active participation, and enhancing retention of information. The
integration of interactive activities with multimedia support provided students with a
multisensory learning experience that was both enjoyable and educational. The results of
the pre- and post-tests indicated a significant improvement in students' understanding of
Asmaul Husna in the experimental group. Before the intervention, students had limited
knowledge of the names and meanings of Asmaul Husna. However, after being taught
using the make a match model alongside audio-visual materials, the students were able to
recall and match the names with their meanings with much greater accuracy. The positive
change in test scores demonstrates the method's effectiveness in enhancing knowledge
retention and comprehension.
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In addition to the measurable improvement in knowledge, the students in the
experimental group exhibited increased enthusiasm and engagement during the lessons.
This was evidenced by their active participation in the matching activities, where they
eagerly collaborated with their peers. The hands-on nature of the "Make a Match" activity
allowed students to interact with the material in a fun and engaging way, making learning
more enjoyable. This level of enthusiasm was not observed in the control group, which
followed traditional, more passive teaching methods.

The observation sheets indicated that students in the experimental group were
more involved in the lesson, asking questions and expressing their understanding of the
material. They were also more willing to discuss their answers and reasoning with
classmates, which helped deepen their understanding. This collaborative learning
approach fostered a positive and supportive classroom atmosphere, encouraging students
to share knowledge and learn from one another. This peer interaction not only helped
reinforce the learning material but also promoted the development of essential social
skills. The use of audio-visual aids played a critical role in enhancing students’
comprehension of the Asmaul Husna material. The multimedia presentations, which
included videos, slides, and images, helped students visualize the names and meanings of
Asmaul Husna. By presenting the material through multiple senses—sight, sound, and
touch students were able to make stronger associations between the names and their
meanings. This multimodal learning experience made abstract concepts more accessible
and concrete for young learners.

Teachers' observations and feedback also confirmed the positive impact of the make
a match model. Teachers noted that students were more engaged and motivated to learn,
as the activity allowed them to take an active role in the lesson. They also observed that
students seemed to understand and retain the material more effectively when using the
interactive method, as opposed to the traditional teaching style. Teachers reported that
they could see a visible improvement in students' ability to recall the names and meanings
of Asmaul Husna during subsequent lessons. In contrast, the control group, which was
taught using traditional methods, demonstrated less enthusiasm and participation. While
they did learn the material, their engagement levels were lower, and they struggled to
retain the information as effectively as the experimental group. The traditional methods
used in the control group—such as lecturing, rote memorization, and written exercises—
were less interactive, and the students seemed more passive in their learning. The lack of
interaction and multimedia support in the control group likely contributed to their lower
retention rates.

The study also revealed that students in the experimental group were better able to
recall the names and meanings of Asmaul Husna in the long term. After the post-test,
which was conducted several days after the intervention, the experimental group still
demonstrated a high level of retention. This suggests that the combination of interactive
activities and multimedia aids not only helped with immediate learning but also promoted
longer-term memory retention. In contrast, the control group showed a decline in
retention over time, indicating that traditional methods may not be as effective in
promoting long-term learning. The make a match model, by involving students in
matching activities, helped them develop a deeper understanding of the material. Students
were actively involved in the process of connecting the names of Asmaul Husna with their
meanings, which encouraged them to think critically about the material. This active
involvement in the learning process helped them internalize the information more
effectively. The matching activity also provided instant feedback, allowing students to
correct their mistakes and reinforce their understanding.

Another significant advantage of the make a match model was its ability to foster
collaboration and teamwork among students. By working in pairs or small groups,
students were encouraged to discuss the material and learn from one another. This
cooperative learning approach not only improved their understanding of Asmaul Husna
but also promoted the development of social and communication skills. Students were
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able to practice articulating their thoughts, negotiating answers, and listening to their
peers' perspectives, which helped build a supportive learning community.

In addition, the use of audio-visual aids in the experimental group helped cater to
various learning styles. Some students are more visual learners, while others may benefit
from auditory cues. By incorporating both visual and auditory elements, the lesson
appealed to a broader range of students, ensuring that all learners could engage with the
material in a way that suited their preferences. This multimodal approach created a more
inclusive learning environment where every student could succeed. The feedback
collected from students also revealed that they enjoyed the learning process more when it
involved interactive and multimedia-based methods. Students expressed that the "Make a
Match" activity was fun and that they appreciated the opportunity to work with their
peers. Many students reported that the audio-visual materials helped them understand the
meanings of the names more clearly, as the visuals made abstract concepts easier to grasp.
This enjoyment and enthusiasm are important factors in fostering a positive attitude
toward learning.

Teachers, too, found that the make a match model allowed for more student-
centered instruction. Rather than being the sole source of information, the teacher acted
as a facilitator, guiding students as they worked together to match names with meanings.
This shift toward student-centered learning is a key benefit of interactive teaching
methods, as it allows students to take responsibility for their learning while still receiving
guidance and support from the teacher. The study also demonstrated that the integration
of multimedia tools such as videos, slides, and images can significantly enhance student
engagement. The audio-visual components not only captured students' attention but also
made the learning process more dynamic and stimulating. The combination of these tools
with the make a match model created an interactive and engaging learning environment,
where students were both entertained and educated.

Furthermore, the study revealed that the interactive nature of the make a match
model helped reduce the traditional classroom's passive learning culture. In many
classrooms, students are used to simply listening to the teacher and taking notes.
However, the hands-on approach of "Make a Match" encouraged students to actively
participate in their learning. This active involvement is crucial for improving memory
retention, as students are more likely to remember material that they have engaged with
directly rather than material presented passively. Additionally, the collaborative nature of
the activity helped develop essential social skills such as teamwork, communication, and
problem-solving. By working together to match the names of Asmaul Husna with their
meanings, students not only deepened their understanding of the subject matter but also
learned how to collaborate effectively with others. These social skills are vital for students'
overall development and will serve them well in future educational and social contexts.

The results of the study also suggest that the make a match model can be adapted to
a variety of subjects. While the focus of this research was on teaching Asmaul Husna, the
method could easily be used to teach other topics that require students to make
connections between concepts. Whether teaching vocabulary, math facts, or historical
events, the interactive nature of "Make a Match" provides a versatile and effective tool for
fostering deeper learning across a wide range of subjects. Despite the positive results,
there were some challenges noted during the implementation of the study. Some students
initially struggled with the matching activity, particularly when they had difficulty
recalling the names of Asmaul Husna or understanding their meanings. However, with the
support of their peers and the teacher, these students were able to overcome these
challenges and engage more effectively with the material. This highlights the importance
of providing additional support and differentiated instruction to cater to the varying needs
of students. In conclusion, the study demonstrates that the make a match model, combined
with audio-visual aids, is an effective strategy for enhancing student learning outcomes.
The interactive nature of the method promoted active participation, collaboration, and
deeper understanding of the material.
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Furthermore, the use of multimedia tools helped students engage with the content
in a meaningful way, ensuring that they retained the information more effectively. These
findings highlight the importance of using diverse and engaging teaching methods to
improve student learning, and they suggest that the make a match model could be an
effective tool for teaching a wide range of subjects in primary education.

CONCLUSION

In conclusion, the study examining the use of the make a match model combined with
audio-visual aids in teaching Asmaul Husna at SD Negeri 1706 Papaso Il demonstrated
significant improvements in student learning outcomes. Data from pre- and post-tests, as
well as observations, revealed a marked increase in the students' understanding and
retention of the material. The pre-test results indicated that both the experimental group
(which used the make a match model and multimedia) and the control group (which
followed traditional teaching methods) had similar levels of knowledge regarding Asmaul
Husna. However, after five lessons using the make a match model combined with audio-
visual aids, the experimental group showed a substantial improvement in their post-test
scores. Specifically, the experimental group’s post-test average score increased by 30%,
compared to the control group’s 15% increase. This data highlights the effectiveness of the
interactive method in enhancing knowledge retention and comprehension. Observation
sheets indicated that students in the experimental group were more engaged and actively
participated in the lessons. The students showed greater enthusiasm, often asking
questions, collaborating with their peers, and demonstrating an eagerness to engage with
the material. In contrast, the control group exhibited lower levels of participation, as they
were primarily engaged in passive learning activities, such as listening to lectures and
taking notes. The audio-visual aids, which included videos, images, and slides, were
instrumental in enhancing students’ understanding. The multimedia elements provided a
more concrete and accessible representation of the abstract concept of Asmaul Husna,
making it easier for students to associate the names with their meanings. Feedback from
students confirmed that they found the multimedia tools helpful and engaging, with many
reporting that the visual and auditory components made the learning process more
enjoyable and memorable. Furthermore, the long-term retention of the material was
better in the experimental group. After a few weeks, students from the experimental group
still demonstrated strong recall of the names and meanings of Asmaul Husna, while the
control group showed a noticeable decline in retention over time. The experimental
group’s higher retention rates suggest that the interactive, multimedia-based learning
approach promoted better long-term memory. In conclusion, the data strongly supports
the efficacy of the Make a Match model combined with audio-visual aids in improving both
short-term learning outcomes and long-term retention. The method facilitated active
learning, collaboration, and better engagement, which contributed to an overall
improvement in student performance. The findings of this study suggest that the
integration of interactive methods and multimedia tools can significantly enhance the
learning experience, particularly in subjects that require conceptual understanding and
memorization. Based on these results, it is recommended that educators consider
adopting similar interactive teaching strategies in their classrooms to enhance student
learning across various subjects.
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