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ABSTRACT

This study aims to analyze the implementation of gamification in
Christian Religious Education (CRE) and to propose a learning model
that preserves spiritual values. The rapid development of digital
technology has encouraged the adoption of more interactive learning
approaches, including gamification. However, in the context of CRE,
gamification presents several challenges, such as shallow spiritual
reflection, overreliance on extrinsic motivation, and potential digital
distractions. Furthermore, limited studies have explicitly integrated
gamification with theological reflection in Christian education. This
study employs a qualitative approach using a literature review
method, drawing from national and international journals, books, and
relevant academic publications. Data were analyzed through data
reduction, thematic categorization, and concept synthesis. The
findings indicate that gamification has significant potential to enhance

student motivation and engagement.
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INTRODUCTION
The rapid development of digital technology

has significantly transformed the global educational
landscape, including teaching and learning practices
The
technology in education is no longer limited to a

across various disciplines. integration of
supporting tool; rather, it has evolved into a
pedagogical approach that enhances the quality of
students’ learning experiences (Deterding et al.,
2011; Kapp, 2012). One approach that has gained
increasing attention is gamification, which refers to
the application of game elements in educational
contexts to improve student motivation, engagement,
and learning outcomes.

In various educational settings, gamification
has been shown to create more interactive and
enjoyable learning experiences. Previous studies
indicate that game-based strategies can enhance
students’ active participation and confidence in
(Subhash &
Cudney, 2018). In higher education, gamified

understanding learning materials
approaches such as team-based games and role-
playing simulations have demonstrated significant
improvements in both conceptual understanding and
student engagement.

In addition, gamification has begun to be
implemented in religious education contexts,
including through digital Bible applications designed
to foster user engagement and promote positive
behavior based on faith values. In technology-based
learning environments, understanding the factors
that influence technology acceptance becomes
essential. Technology acceptance models are also
relevant for explaining the adoption of gamification
in religious education contexts. Research suggests
that the adoption of gamification is influenced by the
task

technological features, and individual as well as

alignment between characteristics,

organizational values (Venkatesh et al., 2003).
However, the effectiveness and feasibility of

gamification in religious education remain

underexplored, particularly in developing countries
and specific faith-based communities.

In the
Education (CRE), the challenges are not only related

context of Christian Religious
to low student engagement but also to teaching
approaches that tend to be conventional and less
contextualized. This condition may reduce students’
interest in learning and limit the internalization of
spiritual values, which constitute the core objective
of CRE. At the same time, the implementation of
gamification in CRE raises a critical dilemma: how
to design engaging learning experiences without
diminishing spiritual depth and theological meaning.
Therefore, there is a need to critically examine
how gamification can be appropriately and
contextually integrated into CRE. This study offers a
novel contribution by proposing a gamification
approach that not only focuses on increasing student
engagement but is also grounded in Christian
theological values. In this perspective, gamification
is not merely a motivational tool but also a means of
character formation and spiritual growth.
Accordingly, the research question addressed
in this study is: How can gamification be
implemented in Christian Religious Education
without diminishing its spiritual values? The
objectives of this study are to: (1) analyze the
concept of gamification within the context of
Christian Religious Education, (2) examine its
opportunities and challenges, and (3) propose a

gamification model that aligns with Christian values.

METHODS
This study employs a qualitative approach

using a literature review method. This approach is
selected as it enables the researcher to gain a
comprehensive understanding of the concept of
of Christian
Religious Education (CRE), as well as to identify

gamification within the context

patterns, trends, opportunities, challenges, and

research gaps emerging in the academic literature.
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The

conducted systematically and purposefully, aiming

literature review in this study is
to synthesize findings from previous studies in order
to construct a more comprehensive conceptual
framework. This approach also allows the integration
of perspectives from education, technology, and
theology in understanding the implementation of
gamification in CRE.

The data were obtained from various relevant
academic sources, including reputable national and
international journals, academic books, conference
proceedings, and other scholarly publications related
to gamification, educational technology, and
religious education. The sources were selected based
on their relevance to the research topic, credibility of
the publisher,

particularly within the last five to ten years, to ensure

and recency of publication,
the validity and timeliness of the data. The selected
articles were indexed publications, relevant to the
topic, and provided either empirical or conceptual
contributions to support the analysis.

Data collection was conducted through
systematic searches in academic databases such as
Google Scholar and other scholarly platforms. The
search process employed a combination of
keywords, including gamification in education,
gamification in religious education, Christian
education technology, game-based learning, and
student engagement. In addition, manual searches
were conducted through the reference lists of
relevant articles to identify additional supporting
sources.

The selection of sources followed several
stages: identification, screening, and evaluation.
During the identification stage, relevant literature
was collected based on the defined keywords. In the
screening stage, the literature was filtered according
to topic relevance, academic quality, and
contribution to the study. Finally, in the evaluation
stage, the selected sources were assessed to ensure
strong theoretical and empirical relevance in

supporting the analysis.

Data analysis was conducted through several
First,

involved selecting and filtering relevant information

systematic ~steps. data reduction, which
aligned with the research focus. Second, thematic
categorization, where findings were grouped into key
concepts such as the definition of gamification, its
potential applications, its impact on learning, and its
implementation challenges. Third, concept synthesis,
which involved integrating findings from various
studies to develop a comprehensive understanding
and formulate new perspectives on gamification
within the context of CRE.

In addition, an interpretative approach was
applied in the analysis, where the researcher not only
described the findings but also provided critical
interpretations of the pedagogical and theological
implications of gamification. This approach ensures
that the study goes beyond descriptive analysis and
contributes conceptually to the development of a
learning model.

Through this approach, the study aims to
identify key concepts in gamification, uncover
existing research gaps, and formulate a contextual,
reflective, and theologically grounded gamification
model aligned with the spiritual values of Christian

Religious Education.

RESULTS AND DISCUSSION
Concept of Gamification in Education

Gamification is an innovative approach in
education that integrates game elements into non-
game contexts with the aim of enhancing students’
motivation, engagement, and learning experiences.
This approach is based on the assumption that game
mechanics such as reward systems, challenges,
instant feedback, and competition can stimulate
active participation and create more meaningful
learning experiences (Deterding et al., 2011; Kapp,
2012).
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Conceptually, gamification is defined as the
use of game design elements in non-game contexts
to influence user behavior and increase engagement
(Polat, 2023). In educational settings, gamification
does not transform the entire learning process into a
game; rather, it incorporates specific elements such
as points, badges, leaderboards, and challenges into
the learning

learning activities. As a result,

environment becomes more interactive and
encourages active student participation.

It is also important to distinguish between
gamification and game-based learning. Gamification
integrates game elements into existing learning
processes, whereas game-based learning utilizes full-
fledged games as the primary medium of instruction.
Further developments have introduced the concept of
Digital Game-Based Learning (DGBL), which
provides fully immersive learning experiences
within digital game environments (GKintoni et al.,
2025). This distinction is essential for educators in
selecting appropriate pedagogical strategies.

From a theoretical perspective, gamification
is closely related to Self-Determination Theory,
which emphasizes intrinsic motivation through the
fulfillment of

relatedness. When properly designed, gamification

autonomy, competence, and

not only provides extrinsic motivation through

rewards but also fosters sustainable intrinsic

motivation (Manzano-Leon et al., 2021).
Numerous studies have demonstrated that
increased student

gamification contributes to

engagement across cognitive, affective, and
behavioral dimensions. Thus, it supports a more
holistic and learner-centered educational experience.
However, its effectiveness depends heavily on
instructional design. Gamification that prioritizes
entertainment over pedagogical objectives may
reduce learning quality. Therefore, careful
integration between game elements and educational

goals is essential to achieve optimal outcomes.

Christian Religious Education (CRE)

Unlike general education, Christian Religious
Education (CRE) has a deeper purpose, which is not
only to transfer knowledge but also to nurture faith,
character, and students’ lives in accordance with
biblical values. CRE plays a significant role in
shaping individuals holistically in spiritual, moral,
and social dimensions.

From a theological perspective, CRE is
transformational in nature, as it seeks not only to
change ways of thinking but also to shape the heart
and behavior. Therefore, CRE learning should be
reflective, contextual, and relevant to students’ daily
lives.

In the digital era, however, CRE faces new
challenges. The learning styles of digital-native
students, which tend to be fast-paced, visual, and
interactive, require adaptations in teaching methods.
In this regard, the integration of technology offers
opportunities to create more contextualized and
personalized learning experiences (Naibaho et al.,
2024).

On the other hand, digital culture also presents
serious challenges, such as the influence of
secularism, hedonism, and the decline of deep
spiritual reflection. These conditions require CRE to
maintain its core mission of faith formation amidst
rapid digital transformation.

Consequently, the role of CRE teachers has
shifted from being mere transmitters of information
to spiritual mentors who guide students in living out
their faith (Nide, 2023). Therefore, technology must
be understood as a tool (instrumentum), not as an end
(telos), ensuring that it supports authentic spiritual

growth.
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The Potential of Gamification in Christian
Religious Education
Considering the characteristics of
gamification and the needs of CRE, there is
significant potential for integrating the two.
address the

unengaging learning environments by creating more

Gamification can challenge of
interactive and participatory experiences.

One of the main strengths of gamification lies
in its ability to enhance students’ learning
motivation. Elements such as points, rewards, and
challenges encourage students to actively engage in
the learning process. Increased engagement leads to
more effective and meaningful learning experiences.

Moreover, gamification can support character
formation through contextual learning experiences.
In game-based scenarios, students are often required
to make moral decisions, allowing biblical values to
be not only cognitively understood but also
experientially internalized.

Furthermore, technological advancements
Artificial
personalized and adaptive learning experiences
tailored to students’ needs (Siregar, 2022). Thus,

gamification not only enhances engagement but also

such as Intelligence enable more

supports deeper and more relevant learning

Pprocesses.

Challenges of Gamification in Christian Religious
Education

Despite its potential, the implementation of
gamification in CRE presents several challenges.
One major issue is the varying levels of student
engagement, as not all students respond equally to
gamified learning environments.

Additionally, excessive emphasis on external
rewards may reduce intrinsic motivation. Students
may focus more on achieving points or rewards
rather than understanding the deeper meaning of the
learning content (Manzano-Ledn et al., 2021). In the
context of CRE, this is particularly concerning
because faith-based learning requires depth of

reflection rather than mere competition.

Another challenge is digital distraction, which
can reduce students’ capacity for reflection and
concentration. Overreliance on technology may also
diminish personal interaction between teachers and
students, which is a crucial aspect of spiritual
formation.

Therefore, the use of gamification must
carefully consider relational dimensions, empathy,

and spiritual mentoring within the learning process.

Theological Perspective on Gamification

From a theological perspective, gamification
should be understood as a supportive tool rather than
areplacement for faith-based learning processes. The
life
transformation through reflection and a relationship
with God.

Thus,
reflection, contemplation, and spiritual growth.
While

engagement, it must remain aligned with its primary

essence of Christian education lies in

learning must provide space for

gamification can effectively enhance
purpose: fostering deep faith formation.

Furthermore, Christian values such as
honesty, humility, love, and responsibility should
serve as the foundation for designing gamified
Without this

gamification risks producing superficial learning

learning experiences. foundation,
experiences that lack spiritual meaning.

Therefore, the integration of gamification in
CRE must be approached critically, reflectively, and
theologically, ensuring that learning is not only
engaging but also transformative. Consequently,
there is a need for an approach that integrates
pedagogical, and

technological, theological

dimensions systematically within a learning model.
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Proposed Model: Faith-Reflection-Based

Gamification in Christian Religious Education
Based on the findings of the previous

literature

review, gamification has significant

potential to enhance students’ motivation,
engagement, and learning experiences. However,
prior studies also reveal several limitations,
including the dominance of extrinsic motivation, the
tendency toward digital distraction, and the reduction
of reflective depth in the learning process. In the
context of Christian Religious Education (CRE),
these issues become more complex, as learning is not
only oriented toward cognitive outcomes but also
toward faith formation, character development, and
life transformation.

Therefore, there is a need for an approach that
not only leverages the strengths of gamification as a
pedagogical strategy but also integrates it
As a

conceptual contribution, this study proposes a model

meaningfully with spiritual dimensions.

termed the Faith-Reflection-Based Gamification
Model. This model is designed to bridge the gap
between gamification approaches that are primarily
motivational and the core objective of CRE, which is
faith transformation.

Unlike conventional gamification models that
focus mainly on increasing engagement through
game elements, this model positions faith reflection
as the core component of the entire learning process.
Thus, gamification functions not only as a tool for
engagement but also as a medium for fostering
and transformative faith

reflective, contextual,

learning.

Conceptual Foundations of the Model

The proposed model is built upon three
integrated foundations: pedagogical, psychological,
and theological.

First, the pedagogical foundation emphasizes
active learning and learner-centered approaches. In
this

interactive, collaborative, and contextual learning

context, gamification is used to create
experiences through elements such as points,

challenges, feedback, and narrative structures.

Second, the psychological foundation is
grounded in Self-Determination Theory, which
highlights that intrinsic motivation develops when
the needs for autonomy, competence, and relatedness
are fulfilled. Well-designed gamification can support
these dimensions, leading to more meaningful and
sustained engagement.

Third, the
distinguishes this model from other gamification

Christian

theological foundation

approaches. From a theological

perspective, technology 1is understood as an
instrumentum (tool) rather than a telos (ultimate
goal). Therefore, gamification must remain oriented
toward character

spiritual  growth, Christian

formation, and a personal relationship with God.

Core Components of the Model
The Faith-Reflection-Based Gamification
Model consists of three interconnected components:
a. Gamification Elements
This

designed to enhance motivation and engagement,

component includes game elements

such as:
® Point
® Bagdes

® [ .eaderboards

® Narrative (story-based learning)
These

capture students’ attention and encourage active

elements function as entry points to

participation.

b. Contextual Learning Activities
This component involves learning strategies that
are relevant to students’ real-life contexts,
including:
® Gamified Bible quizzes
® Reflective group discussions
® Simulations of Christian value

® Faith-based project learning
These activities aim to connect learning content
with students lived experiences, making learning

more meaningful.
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. Faith Reflection (Core Component)
This is the central element of the model. Faith
reflection is facilitated through:

® prayers practice

® Reflective journaling

® Spiritual reflection question
® Faith discussion

® Prayer’s practice
Through this process, students are encouraged
not only to understand content cognitively but
also to internalize faith values in their daily lives.
This is the key distinction between this model and
conventional gamification approaches.

Operational Mechanism of the Model

The model operates through a four-stage

learning cycle:

a. Engagement
Students are introduced to gamified activities
designed to stimulate initial motivation and
interest. Game elements create an enjoyable and
challenging learning atmosphere.

. Interaction
Students actively engage in collaborative and
contextual learning activities. Interaction
occurs not only between students and content
but also among peers and with the teacher.
Reflection
This is the central stage of the model. Students
are guided to reflect on the spiritual meaning of
the material learned. Reflection may occur
individually or in groups to deepen faith

understanding.

Transformation
The final stage involves the application of
faith values in daily life. Learning extends beyond
knowledge acquisition toward changes in attitudes
and behavior.
a. Strengths and Novelty of the Model
The main strength of this model lies in its
integration of gamification with theological
reflection, which remains underexplored in
existing literature. Most gamification studies
focus on motivation and engagement but rarely
incorporate faith reflection as a core component
of the learning process.

This model offers several key contributions:

® Integration of pedagogical and theological
dimensions in technology-enhanced

learning.

® A shift from extrinsic motivation toward

intrinsic faith formation.

® A holistic approach encompassing

cognitive, affective, and spiritual domains.

® A contextual learning model relevant to
digital-native learners.
Thus, this model not only provides practical
implications for CRE teaching but also
contributes theoretically to the development
of faith-based learning models in the digital

cra.

b. Illustration of Model Implementation
As an illustration, in a lesson on love and
forgiveness, the teacher may begin with a
gamified Bible quiz to increase student
engagement (engagement). Students are then
invited to discuss the meaning of forgiveness in
daily life (interaction). Next, they are asked to
write a personal reflection on their experiences
of forgiving or being forgiven (reflection).
Finally, students are encouraged to apply these
values in real-life situations, such as
demonstrating acts of forgiveness toward others

(transformation).
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Through this approach, learning becomes not

only informative but also transformative,
fostering  deeper faith and character
development.

CONCLUSION

This study demonstrates that gamification
holds significant potential as an innovative approach
to enhancing student motivation and engagement in
the learning process, including within the context of
Christian Religious Education (CRE). The use of
game elements such as points, challenges, and
rewards has been shown to create more interactive,
participatory, and engaging learning experiences.
However, the implementation of gamification also
presents several challenges, including the dominance
of extrinsic motivation, digital distractions, and the
risk of diminishing reflective depth in learning.

In the context of CRE, learning is not solely
oriented toward cognitive achievement but also
toward faith formation, character development, and
students’ spiritual growth. Therefore, the use of
gamification must be guided by theological
considerations to ensure alignment with the core
objectives of faith-based education. Technology
should be understood as a means rather than an end,
enabling learning that is not only engaging but also
meaningful and transformative.

As a conceptual contribution, this study
proposes the Faith-Reflection-Based Gamification
Model, which integrates gamification elements with
spiritual reflection as the core of the learning process.
The model emphasizes that student engagement
through gamification must be followed by processes
and faith

incorporating activities such as reflective journaling,

of reflection transformation. By
faith-based discussions, and the application of
Christian values in daily life, the model seeks to
maintain a balance between technological innovation
and spiritual depth.

The main contribution of this study lies in its
effort to integrate gamification with a theological
perspective, which remains relatively underexplored
in previous research. The proposed model not only
focuses on enhancing learning engagement but also
faith

formation. Thus, this study provides a conceptual

on fostering reflective and contextual
foundation for developing CRE learning approaches
that are relevant to the digital era without losing their
spiritual essence. Furthermore, this model can serve
as a practical guide for CRE teachers in designing
gamification-based learning that remains oriented
toward students’ faith development.

However, this study is limited by its reliance
on a literature review approach. Therefore, future
research is recommended to empirically test the
proposed model in real educational settings. Such
investigations are essential to evaluate the
effectiveness of the model in enhancing student
engagement while simultaneously supporting faith
and character development.

In conclusion, gamification can serve as an
effective learning strategy in Christian Religious
Education when designed thoughtfully, contextually,
and grounded in theological values. The integration
of faith reflection as the core of learning is crucial to
ensure that education is not merely informative but

truly transformative in students’ lives.
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