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Abstract: The research on this issue aims to find the effectiveness of educational games based
on Islamic values in developing English skills in early childhood. This study will utilize a
quasi-experimental design, with one group of early childhood receiving learning materials
through educational games based on Islamic values and another group receiving traditional
learning materials. Data will be collected through pre- and post-tests, as well as observations.
The results of the study showed that early childhood who participated in educational games
based on Islamic values showed a significantly higher level of English language skills
compared to the other groups. These results indicate that integrating Islamic values into
educational games can increase early childhood's motivation and engagement in learning
English, which ultimately leads to improved language skills. The results of this study are
expected to contribute to the field of English education by showing empirical evidence
related to the benefits of integrating Islamic values into game-based learning. In addition,
this study will also provide other offers on practical implications for educators and
curriculum developers in designing effective and interesting language learning materials.

Keyword: : Islamic values, educational games, english skills, early childhood and quasi-
experimental design.

Introduction

English is one of the international languages because it is used by people in countries
whose primary language is English. In addition, English is also one of the important universal
languages to master. In several former British colonies, English will be placed as a foreign
language that must be mastered after their native language. English skills are increasingly
important in the era of globalization. Seeing this reality, efforts to improve early childhoods's
English skills are a major concern. The demand to master English can be seen from the progress
of scientific development, the source of it is using English, both in the form of textbooks and
electronics. Our country is very aware of the importance of mastering the world's language of
instruction. One interesting approach is to integrate English learning with Islamic values.
Islamic education provides learning for early childhood with an understanding of Islamic
values, introducing Islamic teachings and forming an attitude of obedience to the commands of
Allah SWT. While moral education equips early childhood to know the difference between
right and wrong, and fosters good attitudes and empathy for fellow human beings and the
environment. By instilling Islamic values from an early age, it is hoped that children will not
only master English, but also have good character. Educational games are considered as one of
the effective media for delivering learning materials, including foreign languages to early
childhood. Educational games can make the learning process more fun and interesting so that
early childrhood are more motivated to learn.
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Although there are several research journals that provide information on the effectiveness
of educational games in learning Islamic values, there is still limited research that specifically
investigates the influence of educational games based on Islamic values on improving early
childrhood's English skills. Therefore, this study aims to answer the question: How effective
are educational games based on Islamic values in improving early childhood's English skills?

Research Objectives, this research aims to: 1) Provide information related to the
differences in the ability to understand Islamic values between students who take part in English
based educational game-based learning and students who take traditional learning, 2) Explore
the things that cause the effectiveness of educational games for learning Islamic values in
improving early childhood's English skills.

The results of this research are expected to provide information for educators, parents,
and developers of learning media about the importance of integrating Islamic values in the
process of learning a foreign language. In addition, this research can also have a major impact
on the development of a more effective and enjoyable English learning model, especially for
early childhood..

Literature Review
Issue of this research discuss a topic about the main discussion of the problem regarding

the integration of Islamic values in learning English as a universal language, has become a very

interesting topic for researchers to study in recent years. Paying attention to educational games

as a learning medium will be more relevant to technological developments and in accordance

with the interests of early childhood in games.

1. The Importance of Learning English by Early Childhood
Various studies that have been conducted previously have proven the importance of learning
English from an early age. Experts have agreed that early childhood has an extraordinary
ability to learn and recognize new languages, especially before the age of 10. The
neuroplasticity of children's brains makes it easy for them to absorb and adapt to differences
in language structure more easily than adults. Research emphasizes that early childhood who
learn a foreign language can make them more creative, improve critical thinking skills, and
memory. In addition, they are sometimes not afraid to make mistakes, which is one thing
that greatly supports the learning process. Learning English in early childhood can foster a
strong foundation for developing cognitive and social skills in children. English as a foreign
language is chosen because it has become the language of instruction used in almost all
countries in the world. English is learned by early childhood will become language's
knowledge that will be their provision later in high school.

2. Educational Games as Effective Learning Media
Educational games are one of the learning media that have proven to be a powerful tool for
fostering learning motivation and conceptual understanding in early childhood. Montessori
argues that educational games can help early childhood learn independently and understand
the form of learning concepts through direct experience. Elizabeth Peabody also emphasized
that effective games can make early childhood more creative and have children's social
skills.

3. Integration of Islamic Values in Learning
Integration of Islamic values in learning subject matter can not only increase children's
understanding of Islam, but can also shape good personalities.The results of this study
explain that the Islamic values learning system is a system for building the character of early
childhood which aims to produce children who have a faithful, pious and noble character
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and do good deeds (Annisa Mayasari and Opan Arifudin, 2023). Islamic values are expected
to be realized by all early childhood in everyday life as a guideline in carrying out activities
4. Relevant Previous Research

a. Research A: Research by (A. Wathon, 2018) proves that the basis for building the volition
to learn through educational games is to create an interactive and interesting learning zone
for early childhood. With educational games, they can be more active and directly
involved during the learning process. Learning activities through educational games can
enable early childhood to develop their talents and knowledge.

b. Research B: This study explains that the use of educational game learning methods has
an impact on the growth of moral character and Islamic values in early childhood. This
progress is obtained from the progress of the values received while early childhood relies
on educational game-based learning media (Nadha Mustika and Suyadi, 2021). The use
of educational game-based learning methods can help early childhood to understand and
be able to answer questions received related to Islamic values.

5. Research Gaps

Previous studies have shown very significant contributions, but there are several research
gaps that need to be further studied. First, most studies focus on cognitive and social-
emotional aspects, while studies that specifically investigate the effects of English based
educational games on the ability to understand Islamic values in early childhood are still
limited. Second, the number of studies that rely on strong experimental designs to check the
effectiveness of interventions is still relatively small. This study will explain the
understanding of Islamic values in early childhood through English-based educational
games.

In accordance with the literature review that has been explained above, this study can be
hypothesized that English based educational games can improve the ability to understand
Islamic values in early childhood. Dewey proved that games are one example of how society
organizes itself and structures patterns of relationships between its citizens and argues that
games provide attitudes of change in early childhood and make them think more critically so
that they complete tasks and take responsibility (Schultz, 2017). Piaget argued that games are
the last presentation of early childhood to pleasure and he studied the close relationship between
intellectual growth and play activities. (Linaza, 1984). This study is expected to combine fun
elements in educational games and Islamic values and early childhood will be more motivated
to learn English. In addition, through this educational game, early childhood can apply English
directly in everyday life so that their understanding of English will be deeper.

Method
1. Research Design

a. Quasi-Experimental Design
This design is suitable for showing the difference between the effectiveness of two
learning patterns, namely by utilizing educational games to understand Islamic values
based on English and conventional methods.

b. Pre-test and Post-test: This procedure can be done by measuring the level of English skills
and understanding of Islamic values before and after the research conducted to determine
significant differences.

¢. Normal group:

This research requires a normal group form that doesn't use educational game learning
media based on Islamic values to determine the difference in results with the previous
experimental group.
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2. Group and Sample
This reserach uses a simple random sample to divide the group of early childhood into two,
namely the experimental group and the control group.

3. Research Tools

a.

Interpretation Test of Islamic Values

This test is designed to determine the level of understanding of early childhood on Islamic
values applied through educational games.

English Test

This test is designed to determine the level of English skills for early childhood, consisting
of vocabulary, grammar, and speaking skills.

Research Sheet

At this procedure, activities will be carried out to observe the behavior of early childhood
during the learning process, such as enthusiasm, participation, and collaboration skills.

4. Procedure in Research

a.

Preparation procedure:

1) Prepare educational game materials about Islamic values that are adjusted to the age
and abilities of early childhood.

2) Create research tools (tests and research sheets).

3) Divide the group of early childhood into two groups randomly.

Implementation procedure:

1) This experimental group will participate in learning activities by utilizing the
educational game learning method about Islamic values based on English for a certain
period of time.

2) The control group will participate in learning activities with conventional learning
methods.

Do the research during the learning process.

Final Stage:

1) Give post-test results to both groups of early childhood.

2) Collect and identify data.

5. Data Analysis

a.

b.

Data analysis through quantitative:
Relying on descriptive statistics (mean, standard deviation) used to explain data and
inferential statistics related to testing the differences between the experimental and
control groups.
Data analysis through qualitative:
Identifying research data that serves to obtain a deeper interpretation of the learning
process and responses of early childhood children to educational games. The examples of
educational games about Islamic values based on English:
1) Educational games through role-playing
This educational game can be done by playing characters in Islamic stories that reflect
Islamic values that function to practice speaking skills and understanding of good
values.
2) Educational games by singing
This game begins with singing in English based early childhood's songs that contain
Islamic values.
3) Educational games that use puzzles
This game begins by arranging picture puzzles about Islamic stories.
4) Educational games through card games
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This game uses picture cards to learn English vocabulary and Islamic values. Through
this research methodology, it is expected to show empirical evidence regarding the
effectiveness of educational games about Islamic values in improving English skills
and understanding of Islamic values in early childhood.

Result and Discussion
Developing creativity is a series of activities carried out consciously towards changes that
are occurring in early childhood so that they can understand and master the skills to create
something new. Early childhood creativity can be learned from new activities. The development
of creativity can be done systematically through designing and searching activities, so that early
childhood will verify by utilizing new ideas or things with the tools and materials around them.
Early childhood is basically a very creative child and really likes to experiment, because by
experience they learn to design and create ways to solve things. To increase the creativity of
early childhood, a process is needed that begins with increasing the natural abilities of early
childhood, namely through the implementation of creative activities. The results of this study
explain that educational games based on Islamic values using English can significantly improve
the English skills of early childhood and they will better understand Islamic values so that they
can apply them in everyday life. The results of this study are in accordance with previous
findings which prove that the effectiveness of educational games can foster a desire to learn in
early childhood and understanding of concepts in learning (Veronica, 2018).
1. Impact of Educational Games on Understanding Islamic Values in Early Childhood
The results of this study prove that educational games based on Islamic values can make it
easier for them to understand the concept of Islamic values. This proves that games can be a
very effective learning medium for understanding moral values from an early age. By
playing, early childhood can directly understand Islamic values such as honesty, compassion,
and tolerance.
2. Impact of Educational Games on English Skills in Early Childhood
The research shows that educational games based on Islamic values can improve the English
skills of early childhood. This can be seen through several things that support it:
First, the game will create a very fun and interactive learning environment, so that early
childhood will be interested in understanding Islamic values and learning to speak English.
3. Implications in Education
The results of this research show important implications of education, such as in the
development of curriculum and learning methods. Some implications that can be taken from
this study are:
a. The Importance of Collaboration:
Collaboration of Islamic values and English in learning can show a dual function for early
childhood, namely improving English skills and character.
b. Development of Educational Games:
In learning, it is necessary to develop more educational games based on Islamic values
and using English that are adapted to the needs of early childhood.
c. Improving Teacher Skills: Teachers need to be given special training to design and
implement educational game-based learning.

Conclusion

The final result of this research is educational games based on Islamic values show great
ability in developing excellence in English and understanding of Islamic values in early
childhood. With learning methods that are adjusted to the abilities of early childhood and
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interactive, early childhood not only acquires important Islamic values in everyday life, but

they can develop English skills. The main results concluded from this research are:

1. Understanding Islamic values through English based educational games can significantly
develop English skills in early childhood, especially in terms of vocabulary and speaking
skills.

2. Early childhood who take learning by utilizing educational games show better interpretations
of Islamic values, such as honesty, tolerance, and compassion.

3. Educational games can create a constructive learning environment that can motivate early
childhood to actively participate in the learning process.

4. The implications of this study are:

5. For educators: Teachers can combine learning by integrating educational games based on
Islamic values and English for learning.

6. For curriculum developers: The curriculum for understanding Islamic values can be
developed by including English vocabulary.

7. For parents: Parents can contribute to creating a positive learning environment at home by
utilizing educational games.
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