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ABSTRACT 

Islamic religious education for Muslim minority students in Nonthaburi, Thailand, faces serious challenges in creating 

engaging, interactive, and meaningful Quranic learning experiences. Conventional, one-way teaching methods have 

proven ineffective in fostering motivation and engagement among elementary school-aged students. This study aims to 

describe the development and introduction of an educational game medium for arranging Quranic verses in a Community 

Service (PKM) activity at the Thammislam Foundation, Nonthaburi, Thailand. The study employed a qualitative 

descriptive approach using a case study method. Data were collected through observations of the learning environment, 

discussions, brief interviews with teachers, and documentation of activities. The results indicate that the educational game 

media—consisting of Quranic verse cards printed on a 70 x 90 cm banner with a color-coded system for each verse 

group—received positive feedback from teachers and foundation administrators. The media was assessed as visually 

appealing, easy to use, simple to replicate, and having the potential to enhance students’ engagement, concentration, and 

problem-solving skills in Quranic learning. The educational game media for arranging Quranic verses holds great 

potential as an alternative for interactive, enjoyable, and sustainable Islamic education in minority Muslim communities. 
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INTRODUCTION 

Islamic religious education plays a vital role in the development of character, Islamic values, 

and spiritual identity among students, including those living in Muslim minority communities. 

Islamic education does not merely focus on the transfer of religious knowledge but also seeks to foster 

behavior and ethics aligned with Islamic teachings in daily life (Setiawan & Sormin, 2022). Thailand, 

where the majority of the population is Buddhist, has a Muslim population scattered across various 

regions, including Nonthaburi, located in the central part of the country. Although Islam has existed 

in Thailand for centuries, the Muslim community in the country still faces various structural 

challenges in preserving and introducing religious education to the next generation, ranging from 

curriculum limitations to a lack of qualified religious educators (Syakhrani, 2022). 

These challenges are multidimensional. Regarding the curriculum, Muslih & Kholis (2021), in 

a comparative study of Islamic educational institutions in Singapore and Thailand, found that the 

Islamic education curriculum in Thailand still faces difficulties in aligning religious content with the 
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demands of the secular national curriculum. In terms of teaching, most Islamic educational 

institutions in Thailand, particularly in non-southern regions such as Nonthaburi, still employ 

conventional, teacher-centered teaching methods, with memorization serving as the primary method 

for teaching the Quran. Monica et al., (2024),  in a comparative study of Islamic religious education 

in Indonesia and Thailand, found that a lack of diverse teaching methods and limitations in the use of 

educational media are the two main factors hindering the dissemination and improvement of the 

quality of Islamic education in Thailand. 

At the elementary school level, these challenges become even more complex when considering 

children’s psychological development. According to Piaget’s constructivist theory, children in 

elementary school (ages 7–11) are in the concrete operational stage. During this period, children learn 

more effectively through hands-on activities, direct exploration, and problem-solving relevant to 

daily contexts, rather than through abstract learning or passive memorization (Masgumelar & 

Mustafa, 2021). Quranic education that relies solely on one-way memorization can undermine this 

principle, resulting in a less meaningful learning process and a decline in students’ motivation to 

learn. 

The use of flashcards to memorize short surahs found that visual and interactive media 

significantly increased student engagement and motivation compared to conventional memorization 

methods (Hidayati et al., 2024). Research on Game-Based Learning (GBL) has shown very positive 

progress. GBL is capable of simultaneously improving elementary school students’ literacy and 

numeracy skills (Ulfa et al., 2022). Furthermore, Pratiwi et al., (2024) also confirms that GBL has 

been proven to enhance students’ creativity and active engagement. Research conducted 

systematically and through meta-analysis indicates that Game-Based Learning (GBL) consistently 

improves engagement, motivation, and learning outcomes across diverse cultural and geographical 

contexts (Alotaibi, 2024). 

This Community Service (PKM) activity serves as an innovative response to these needs by 

developing simple, low-cost, and context-appropriate physical GBL media at the Thammislam 

Foundation in Nonthaburi. This study aims to: (1) describe the steps in preparing and creating 

educational game media that assist in compiling Quranic verses; (2) introduce the media to teachers 

and foundation officials; and (3) present initial responses and potential uses in the Quran learning 

process among Muslim minority communities. 

 

METHOD 

This study employs a descriptive qualitative approach using the case study method. 

Qualitative research is a research method that generates data in the form of descriptions consisting of 
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written or spoken words from individuals as well as observable behavior (Waruwu, 2023). The case 

study was chosen because this research focuses on a specific example, namely the introduction of 

educational games at the Thammislam Foundation, which has its own distinctive characteristics as an 

Islamic educational institution within Thailand’s Muslim minority community. 

This research was conducted on April 21, 2026, at the Thammislam Foundation in 

Nonthaburi, Thailand, as part of a Community Service Program (PKM) organized by the Elementary 

School Teacher Education Program at the Indonesia University of Education. The number of students 

present at the foundation that day was quite small, which limited the ability to fully implement the 

media with all students. Nevertheless, the media was still introduced and demonstrated to the students 

present, the teachers, and the foundation’s administrative staff. Despite this, the situation actually 

provided more opportunities to discuss in depth with the teachers the concept, how to use it, its 

benefits, and the possibilities for its application in future teaching and learning activities. 

The research subjects included: the Chairperson of the Thammislam Foundation, Islamic 

religion teachers at the foundation, and elementary school students present on the day of the activity 

(the number of students was limited due to the school break). Subjects were selected using purposive 

sampling based on their direct participation in the activity. Data collection was conducted through 

four complementary methods, as applied during the activity. First, observations of the learning 

environment were conducted to understand the actual conditions and needs on the ground before the 

media was used. Second, a discussion was held with teachers and foundation administrators to explore 

the potential use of the media in learning. Third, brief interviews were conducted with teachers to 

gauge their responses, evaluations, and interest in the media. Fourth, documentation in the form of 

photographs and field notes was collected throughout the process. 

The validity of the data was ensured by comparing different sources, namely data from 

teachers, foundation administrators, and participating students. Additionally, the results from various 

methods such as observation, discussion, interviews, and documentation were cross-referenced to 

ensure the findings were consistent and accurate. 

 

RESULT AND DISCUSSION 

1. Design and Development of Educational Game Media 

The process of creating game media that teaches the Quran began with observing the learning 

environment to identify the actual needs on the ground. Two main issues were identified: most 

students struggle to remember the order of Quranic verses, and the current memorization methods are 

perceived as boring and result in passive student participation. These two issues served as the 

conceptual foundation for designing the media. Based on these findings, the media was created using 
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the Canva app, where the layout of the Quranic verses was divided into boxes corresponding to each 

section of the verse. The design was then printed onto a 70 x 90 cm banner using a digital printer. 

Each box was cut out individually according to the sections of the verse. The verse pieces are grouped 

by color. Each color represents a specific group of surahs or a certain level of difficulty, making it 

easier to identify and arrange them in order. During play, the cards are shuffled randomly so that the 

sentence order is scrambled, and the children’s task is to rearrange the cards to form correct sentences 

in the order found in the mushaf. 

Conceptually, the design of this medium is based on the principle of game-based learning as 

a way to present material that is easier to understand and more enjoyable (Alan Gustian et al., 2025). 

Theoretically, this medium also aligns with Piaget’s constructivist theory, which states that 

elementary school children learn better through the use of real objects and direct exploration 

(Masgumelar & Mustafa, 2021). Physical cards that can be held, moved, and rearranged provide a 

more enjoyable learning experience that engages multiple senses, far better than simply memorizing 

through verbal means. In addition to aiding memorization, this medium simultaneously trains several 

cognitive and social skills that are important for students. These include focus and attention to detail 

when arranging the parts of a verse, critical thinking skills to determine the correct position of the 

cards, as well as cooperation and effective communication when played in groups. Therefore, this 

medium not only assists in memorization but also serves as a tool for the integrated development of 

21st-century skills within the context of Islamic religious education. 

2. Introduction of the Media to Teachers and Foundation Officials 

Since the activity took place during school vacation, the number of students in attendance was 

limited; therefore, the PKM implementation focused primarily on introducing and demonstrating the 

media to teachers and foundation officials as a strategic first step. This approach was deemed 

appropriate because teachers and foundation officials will ultimately be the key drivers in ensuring 

the continued use of the media in the future. Within the community empowerment framework of the 

PKM, the success of a community service program is not merely measured by how many people 

directly benefit, but also by how effectively the program enhances the local community’s capacity to 

independently sustain innovations (Pratiwi et al., 2024). 

During the introductory session, the following three points were explained in detail to the 

teachers and foundation administrators: first, the basic concept of the Quranic verse-arranging game 

and its connection to a game-based learning approach; second, the purpose of using the media in the 

context of Quranic education for elementary school students; third, the steps for playing the game, 

from shuffling the cards to students reassembling the verses. In addition, the media was also 
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demonstrated directly to the students present, so that their initial responses and enthusiasm toward 

the media could be observed. 

3. Responses from Teachers, Foundation Administrators, and Students 

Teachers and administrators at the Thammislam Foundation responded very positively to the 

media that was introduced. Based on the discussion, this media has four main advantages. First, it is 

visually appealing. Second, it is easy for teachers to use without the need for special training. Third, 

it is simple and can be customized by users using common design tools such as Canva. Fourth, this 

media has the potential to enhance students’ engagement, focus, and critical thinking skills in Quranic 

studies. Teachers clearly expressed a desire to use the same media as a variation in classroom learning 

activities. 

Teachers’ assessments of the ease of replicating this media also support the argument that 

sustainable learning innovations must prioritize accessibility and simplicity in the creation process 

(Saputri & Jasiah, 2025). Students participating in the activity demonstrated genuine enthusiasm and 

interest when the media was introduced and demonstrated, indicating that this media holds significant 

appeal if fully utilized for all students. 

Teachers also expressed appreciation for the multifaceted educational values embedded in this 

media. The media’s ability to simultaneously cultivate skills in memorization, focus, attention to 

detail, problem-solving, and collaboration is viewed as a key advantage that elevates it beyond being 

merely a standard play tool. These findings reinforce that a physical-based GBL approach is a relevant 

and highly valuable method within the context of Islamic education, particularly in environments 

with limited access to digital technology. 

4. Program Potential and Sustainability 

Although the program could not be fully implemented for all students due to the school break, 

this initiative successfully laid a strong foundation for the program’s continued success. The 

administrators of the Thammislam Foundation expressed their commitment to integrating this game-

based medium into post-break learning activities and plan to develop similar resources covering more 

surahs. This statement of commitment indicates that the PKM activity succeeded in enhancing the 

local community’s capacity and enthusiasm for independent innovation (Pratiwi et al., 2024). 

From a broader perspective, the limitations in implementation observed in this study actually 

present an opportunity for more comprehensive follow-up research. Strengthening Islamic education 

in Thailand must be done in a continuous and sustainable manner, not merely through short-term 

interventions (Suharjo et al., 2023). In this context, the implementation of the PKM activities can be 
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viewed as a starting point that opens possibilities for establishing the foundations of a more organized 

and well-planned Quranic learning media development program in the future. 

The findings of this study also support the view of Ahmad et al., (2024), that game-based 

Quranic learning media innovations are highly flexible and easily adaptable for use in various 

situations, including in Muslim minority communities with limited access to resources. The simple 

production process, low cost, and ease of modifying content make the Quranic verse card game a 

learning solution that is not only educationally effective but also easy for local communities to 

implement and sustain over the long term. 

 

CONCLUSION 

This study shows that the educational game media for arranging Quranic verses, which was 

developed and introduced during a PKM activity at the Thammislam Foundation in Nonthaburi, 

Thailand, has great potential as an interactive and meaningful alternative for Islamic education. 

Although full implementation for all students has not yet been possible due to the timing coinciding 

with school holidays, the introduction of the media to teachers, foundation administrators, and some 

of the students present has provided a very positive initial impression regarding its benefits and 

opportunities for application. 

This media, created with the help of Canva and printed as a 70 x 90 cm banner, is said to meet 

four key criteria: an attractive design, ease of use, simplicity for self-production, and educational 

value encompassing memorization practice, focus, attention to detail, problem-solving skills, and 

student collaboration. The affordable production costs and simple creation process make this material 

a realistic and eco-friendly solution, particularly for Islamic educational institutions in Muslim 

minority communities with limited resources. 

This study suggests three recommendations: first, fully implementing the media for all 

students in the next academic year; second, creating similar media that covers even more surahs and 

is tailored to students’ abilities; and third, conducting further research using an experimental design 

to measure the media’s impact on students’ memorization outcomes and learning motivation in a 

more systematic and measurable manner. Ongoing collaboration between universities, Islamic 

educational institutions, and local Muslim communities must be continuously strengthened to ensure 

the continued innovation of learning processes within minority Islamic educational settings. 
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