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Abstract. Mastery of Tajweed is essential in Quranic recitation to ensure readings align with proper rules. However, in Madrasah Diniyah, which serves as a non-formal Islamic educational institution, Tajweed learning faces significant challenges. This is evident in students' low proficiency in reciting the Quran with correct Tajweed. This study aims to identify the contributing factors and students’ needs at Madrasah Diniyah Addawam and Madrasah Diniyah Miftahul Huda concerning the use of gamification-based e-modules in Tajweed learning to enhance Quranic reading skills. A quantitative descriptive method was employed, involving 94 students from the two schools. Data collection was conducted through observations and surveys using dichotomous scale questionnaires. The findings indicate that most students encountered difficulties in understanding Tajweed and exhibited low learning motivation. External challenges include the dominance of traditional teaching methods and limited learning media. Despite these obstacles, students demonstrated high interest in gamification-based learning, with 93.3% of students at Madrasah Diniyah Addawam and 75% at Madrasah Diniyah Miftahul Huda expressing support. This suggests that gamification-based e-modules can enhance students' motivation, engagement, and understanding of Tajweed, leading to improved Quranic reading skills. Thus, the development and implementation of gamification-based e-modules offer an effective solution to improve the quality of Tajweed learning at Madrasah Diniyah Addawam and Madrasah Diniyah Miftahul Huda.
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1. INTRODUCTION
The Quran is the holy book of Islam, containing the revelations of Allah SWT delivered to Prophet Muhammad SAW through the angel Jibril. It serves as a guide for life, laws, and moral principles for all of humanity (Pransiska & Maulidya, 2024). The Quran is not only a guide for worship, legal matters, and morality but also a source of knowledge that directs humanity towards the path of truth and a balanced life, both in this world and the hereafter (Latifah & Anwar, 2022). Therefore, reading and understanding the Quran properly is an obligation for every Muslim.
One of the institutions that play a significant role in educating Muslims to understand the Quran is the Madrasah Diniyah (Madin). Madrasah Diniyah is a non-formal Islamic educational institution focused on teaching religious knowledge to students, generally aged between 7 and 18 years (Mamlakhah & Ibad, 2022). This institution holds a central role in shaping the religious character of the younger generation, providing a profound understanding of Islamic teachings, and preserving the tradition of religious scholarship, particularly within Indonesian Muslim communities. One of the main aspects taught in Madrasah Diniyah is Tajweed, the science of governing the correct pronunciation of letters in the Quran according to precise and accurate rules (Fatihuddin & Abror, 2020). Mastery of Tajweed is not merely about pronouncing letters correctly; it is also essential for understanding the deeper meanings of Quranic verses.
Tajweed learning in Quranic recitation is a fundamental aspect of Islamic education, particularly in Madrasah Diniyah (Madin). Mastering Tajweed is crucial in Quranic recitation as it directly relates to the ability to comprehend its content, ensuring that the pronunciation and rules of recitation are clearly understood (Rahma & Zahroh, 2019). However, many students face challenges in learning Tajweed due to internal factors, such as a lack of motivation to read the Quran and limited interest in the teaching methods employed, as well as external factors, including family education, inadequate school facilities and infrastructure, prior educational background, and an unsupportive environment (Supriandi, 2021). These factors can present significant challenges for students in improving their Quran recitation skills according to clear Tajweed rules.
Based on observations conducted at Madin Addawam and Madin Miftahul Huda, it was found that the Quran reading skills of students in both madrasahs remain relatively low. At Madin Addawam, approximately 79% of students face difficulties in reciting the Quran according to proper Tajweed rules, while at Madin Miftahul Huda, the figure reaches 77%. This low proficiency in reciting the Quran with accurate Tajweed highlights an urgent need to improve the quality of Tajweed learning so that students can master Quranic recitation correctly. This phenomenon reflects a lack of effective and motivating teaching methods to facilitate a proper understanding of Tajweed among students (Ramadhan et al., 2024).
The teaching methods for Tajweed in Madrasah Diniyah typically involve lectures, memorization, and reading practice, which are limited to a manual approach. According to the findings of Ahmadi, (2020) which indicates that conventional teaching methods tend to be inadequate in facilitating students' willingness to master Tajweed in a deeper and more enjoyable manner. Therefore, it is crucial to enhance educational strategies to be more interactive, engaging, and compatible with technological advancements. By leveraging modern technologies such as Tajweed learning applications or interactive media, students are expected to more easily master and apply Tajweed rules in Quranic recitation efficiently and enjoyably (Najati, 2023).
The use of gamification as a technology-based learning tool offers significant potential to address the aforementioned challenges. Gamification refers to the application of game elements, such as points, levels, and challenges, in non-gaming contexts, in this case, for educational purposes (Srimuliyani, 2023). Integrating gamification into Tajweed learning, is expected to create an enjoyable and challenging learning environment that enhances students' sense of achievement. Moreover, gamification can also support increased student motivation to continue learning and practicing, inspiring them to engage in their studies with enthusiasm (Nooviar et al., 2024).
The implementation of e-modules as a digital learning medium can be a highly supportive tool for applying gamification in Tajweed learning. E-modules provide flexibility in access and study time, enabling students to independently learn Tajweed material, review it as needed, and practice without being constrained by time or place (Anggriani et al., 2024). Considering that Tajweed learning in Madrasah Diniyah typically takes place briefly outside regular school hours, specifically in the afternoon or after Maghrib, the use of interactive and structured e-modules is expected to make it easier for students to understand the rules of Quranic recitation. Additionally, it supports them in revisiting and deepening Tajweed material without being limited by the short duration of learning sessions.
The combination of these two elements (gamification and e-modules) has been proven effective in enhancing student engagement and understanding across various learning domains. Previous research conducted by Fatimah et al. (2023) provides evidence that the development of gamification-integrated e-modules for fable texts can support the improvement of students' learning outcomes. Furthermore, previous research by Nisa et al. (2020) also provided evidence that combining these two elements can improve the learning outcomes of set theory for junior high school students. These previous studies have offered substantial evidence that the combination of e-modules and gamification can improve students' learning motivation and engagement. However, there has been limited research specifically integrating these two elements into Tajweed learning. Therefore, this study focuses on the implementation of effective teaching materials to assist Madrasah Diniyah students in addressing the issue of low proficiency in Quranic learning
This study aims to analyze the needs of students at Madin Addawam and Madin Miftahul Huda for gamification-based Tajweed teaching materials. Additionally, the study seeks to identify the potential of using gamification-based e-modules to address the issue of low Quranic reading proficiency. Thus, the integration of gamification and e-modules is expected to provide an effective and innovative solution to enhance the quality of Tajweed learning in Madrasah Diniyah, which, in turn, will positively impact students' ability to read the Quran properly and accurately in accordance with prescribed Tajweed rules.

2. LITERATURE REVIEW
	2.1 Tajweed Learning
The objective of Tajweed learning is to teach students how to recite the Quran properly and accurately according to its rules. According to Munawaroh et al. (2024), mastering Tajweed not only enhances the beauty of Quranic recitation but also preserves the authenticity of its meaning. However, challenges in Tajweed learning at madrasahs are often associated with less interactive teaching methods and students' low motivation to study Tajweed (Abadi, 2024). Therefore, innovation in teaching methods, such as the application of digital technology, is highly necessary.

2.2 Gamification in Learning
Gamification involves the integration of game elements, such as points, badges, levels, leaderboards, and challenges, into non-game activities to enhance motivation and engagement. Findings from a study by Zebua et al. (2024) state that gamification can create an engaging learning experience while encouraging students to actively achieve their learning goals. Additionally, research by Hayati et al. (2025) shows that gamification can simultaneously improve motivation and learning outcomes, especially when gamification elements are designed to foster interaction and healthy competition. In the context of religious education, particularly Quran memorization, according to Zahro (2024) states that applying gamification in memorizing the Quran can enhance student motivation by encouraging a harmonious collaborative atmosphere. Elements such as interactive quizzes, level-based challenges, and virtual rewards provide a more engaging learning experience for students.

2.3 E-Module as a Digital Learning Media
E-modules are digital teaching materials designed for self-directed, flexible, and interactive learning. The use of e-modules is effective in delivering structured and in-depth learning content (Kristiyaningsih & Febrianti, 2024). This effectiveness allows students to access materials anytime and anywhere, enabling them to learn at their own pace (Mutmainnah et al., 2021). In the context of Tajweed learning, research by Prasetian, (2023) reveals that the use of e- modules equipped with audio, video, and interactive exercises can improve students' ability to understand Tajweed rules. E-modules also allow students to listen to correct recitations and practice them directly, making the learning process more efficient.

2.4 Integration of Gamification and E-Modules in Tajweed Learning
The combination of gamification and e-modules offers an innovative approach to overcoming various challenges in Tajweed learning. According to Ariswan et al. (2024), this integration provides a more engaging, adaptive, and structured learning experience. Gamification enhances student motivation through game elements such as points, challenges, and leaderboards, while e- modules offer high accessibility and comprehensive materials to support self- directed learning (Supyan et al., 2024; Manggala et al., 2024).
However, obstacles to implementing this integration still exist. A study by Zahara et al. (2021) highlights several difficulties, including:
2.4.1 Limited understanding of technology among educators: A significant number of teachers are not familiar with the design of e-modules or gamification elements, necessitating specialized training.
2.4.2 Infrastructure limitations: Not all madrasahs have adequate technological facilities, such as computers or internet access, which are prerequisites for using digital e-modules.
2.4.3 Student adaptation to new methods: Students accustomed to traditional teaching methods often require more time to understand how gamification and e-modules work.
Overcoming these challenges requires collaboration among educators, instructional material developers, and education policymakers. With adequate infrastructure support and teacher training, the integration of gamification and e-modules can become an effective and sustainable solution for improving Tajweed learning in Madrasah Diniyah.

3 RESEARCH METHOD
The approach used in this study was quantitative descriptive. Through this approach, the needs of students regarding the integration of gamification and e- modules in Tajweed learning were described more clearly and measurably. Additionally, this approach allowed the research to reveal data that reflected actual field conditions, including student participation and the effectiveness of the learning media used, ensuring that the results were more objective and measurable.
The subjects of this research were students from Madrasah Diniyah Addawam and Madrasah Diniyah Miftahul Huda in Paron, Ngawi. The object of the research was the use of gamification and e-modules as learning media for Tajweed to improve Quranic reading skills with correct Tajweed rules.
The data collection methods in this study included observation and questionnaire surveys conducted from August to December 2024. Observations were done to identify the teaching methods used in Tajweed learning, student participation, and challenges encountered. Meanwhile, the questionnaires contained statements exploring students’ needs for gamification and e-modules, using a 'Yes' or 'No' response format. The processed data from the questionnaires were presented descriptively in the form of percentages and graphs to provide a comprehensive depiction of the student's needs. The data were analyzed descriptively through four stages:
1 Data collection through the distribution of questionnaires to students and direct observation during Tajweed learning.
2 Data reduction: The collected data were filtered to focus on the main findings relevant to the research objectives.
3 Data presentation: The analyzed and simplified data were systematically presented in the form of tables, diagrams, and graphs to make them easier to understand.
4 Conclusion drawing to answer how the potential and needs for the use of gamification and e-modules in Tajweed learning can improve Quranic reading skills in Madrasah Diniyah.

4 RESULT AND DISCUSSION
Tajweed learning is an essential component of Islamic religious education to ensure students' ability to read the Quran according to the established Tajweed rules. However, Tajweed learning is often perceived as difficult and less engaging for students, highlighting the need for innovative methods to improve Quranic reading skills. One promising approach is the use of gamification-based teaching materials, which integrate educational and game elements to make learning more enjoyable and effective (Hakeu et al., 2023). Gamification, or the use of game elements in learning, is designed to improve students' motivation, cognitive abilities, and concentration through mechanisms such as points, rewards, and challenges (Suparmini et al., 2024). The increased motivation, cognitive engagement, and concentration achieved through gamified Tajweed lessons are expected to contribute to improved Quranic reading skills.
The study began with direct observation of 112 students from Madrasah Diniyah Addawam and 88 students from Madrasah Diniyah Miftahul Huda to assess their Quranic reading abilities. Subsequently, the research sample was selected using purposive sampling, consisting of 50 students from Madrasah Diniyah Addawam and 44 students from Madrasah Diniyah Miftahul Huda, all aged 10 years and above who had studied Tajweed. This sample was used as respondents in a needs analysis for the development of gamification-based e-module teaching materials for Tajweed learning to improve accurate Quranic recitation. The analysis was conducted through a dichotomous scale questionnaire (yes and no). Below are the results of the data analysis, starting with the identification of Quranic reading abilities in accordance with Tajweed rules.

[image: ]
Figure 1. Identification of Quranic Reading Ability

Based on the data in Figure 1, the Quranic reading ability of students according to Tajweed rules at Madrasah Diniyah Addawam and Madrasah Diniyah Miftahul Huda remains relatively low. At Madin Addawam, 24 students (21%) were proficient in reciting the Quran with proper Tajweed, while 88 students (79%) faced difficulties in applying Tajweed rules correctly. Meanwhile, at Madrasah Diniyah Miftahul Huda, 20 students (23%) were proficient in reciting the Quran with proper Tajweed, whereas 68 students (77%) struggled with accurate Tajweed application. This indicates that challenges in reciting the Quran according to proper Tajweed rules need to be further analyzed, both from internal and external aspects.
To further explore the difficulties in reciting the Quran with proper Tajweed application at both Madrasah Diniyah, a more in-depth analysis of the factors affecting these perceptions is necessary. Initial data indicate that the majority of respondents face difficulties in reciting the Quran according to accurate Tajweed rules. However, this perspective needs to be examined further to understand whether these challenges stem from internal aspects, such as students' experience, learning enthusiasm, and the level of difficulty in Tajweed learning, or from external aspects, such as the inappropriate use of learning media and teaching methods. Below are the results of the data analysis conducted to determine whether the challenges originate from internal aspects (Figure 2) or external aspects (Figure 3).

Figure 2. Internal Challenges in Tajweed Learning a) Students’ Experience b) Students’ Learning Enthusiasm c) The Level of Difficulty Encountered

Based on data regarding internal challenge factors, three main aspects are highlighted in Tajweed learning for proper Quranic recitation: students' experience, learning enthusiasm, and the level of difficulty encountered. In the aspect of students' experience [Figure 2 (a)], at Madrasah Diniyah Addawam, only 26 students (52%) found their Tajweed learning experience enjoyable, while 24 students (48%) felt otherwise. At Madrasah Diniyah Miftahul Huda, 17 students (38.6%) reported having an enjoyable learning experience, whereas 27 students (61.4%) expressed the opposite. The significant difference in students' perceptions of Tajweed learning experiences between the two madrasahs indicates that students' interest in the material or teaching methods may be a key factor. If students perceive Tajweed learning as boring or ineffective, they are less likely to put in the effort to improve their recitation. This results in their low ability to recite the Quran with proper Tajweed due to a lack of motivation and interest in understanding and accurately applying Tajweed rules.
In the aspect of students' learning enthusiasm [Figure 2 (b)], at Madrasah Diniyah Addawam, 35 students (70%) reported feeling unmotivated to learn Tajweed, while only 15 students (30%) remained motivated. A similar condition was observed at Madrasah Diniyah Miftahul Huda, where 34 students (77%) felt unmotivated, and only 10 students (23%) displayed enthusiasm for learning. This low learning enthusiasm reflects a lack of intrinsic motivation among students to study and improve their Quranic recitation. Considering that Tajweed lessons in Madrasah Diniyah are usually brief, and held outside regular school hours in the afternoon or after Maghrib, the limited time available could be one of the factors contributing to students' lack of motivation. Consequently, this leads to an insufficient understanding of the material and a lack of serious effort in learning Tajweed. Ultimately, this condition negatively impacts their ability to recite the Quran in accordance with correct Tajweed rules.
Meanwhile, the level of difficulty in Tajweed learning at both Madrasah Diniyah represents the greatest challenge [Figure (c)]. At Madrasah Diniyah Addawam, 36 students (72%) selected "Yes," while 14 students (28%) selected "No." Similarly, at Madrasah Diniyah Miftahul Huda, 33 students (75%) selected "Yes," and 11 students (25%) selected "No." This indicates that when students find it difficult to understand and apply Tajweed, they may feel frustrated and lack confidence in reciting the Quran. These difficulties can hinder their ability to apply proper Tajweed rules, such as the correct pronunciation of letters or the appropriate length of madd (vowel elongation), ultimately contributing to their low proficiency in Quranic recitation according to Tajweed. The combination of an unenjoyable learning experience, low enthusiasm, and the high level of difficulty in Tajweed learning highlights significant challenges that need to be addressed to improve Quranic reading skills with correct Tajweed at both madrasahs.
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Figure 3. External Challenges in Tajweed Learning a) Use of Learning Media and b) Teaching Methods

Based on data regarding external challenge factors, two main aspects need attention in Tajweed learning for proper Quranic recitation: the use of learning media and teaching methods. In the aspect of learning media usage [Figure 3 (a)], the results show that at Madrasah Diniyah Addawam, only 6 students (12%) stated that teachers utilized media in learning, while 44 students (88%) informed otherwise. At Madrasah Diniyah Miftahul Huda, only 1 student (2.3%) stated that teachers used media in learning, while 43 students (97.7%) reported otherwise. This data indicates that the use of learning tools such as images, videos, or audio is still very limited in both madrasahs. The lack of media usage could be one of the factors contributing to students' low proficiency in reciting the Quran properly and accurately according to Tajweed rules. This is because more varied learning media can help students better understand and memorize Tajweed rules optimally and enjoyably, thereby improving the quality of Tajweed learning in both madrasahs.
Meanwhile, in the aspect of teaching methods [Figure 3 (b)], the results show that at Madrasah Diniyah Addawam, 42 students (84%) stated that teachers used oral methods with the aid of blackboards or teaching materials, while only 8 students (16%) reported otherwise. At Madrasah Diniyah Miftahul Huda, this method was also predominantly applied, with 42 students (95.5%) responding "Yes" and only 2 students (4.5%) responding "No." This indicates that traditional teaching methods, such as oral explanations and the use of blackboards, remain the dominant approaches used by teachers in both madrasahs. Although oral methods with blackboards or teaching materials can effectively deliver content directly, these methods tend to be less interactive and limited in Tajweed learning, which requires a deep understanding of sound and accurate pronunciation. The low utilization of more varied learning media, such as audio, video, or interactive applications, may cause students to struggle in practicing proper Quranic recitation due to the lack of visualization and auditory reinforcement, which are crucial for effective Tajweed learning.
Overall, the internal and external challenges in reciting the Quran with proper Tajweed application at Madrasah Diniyah Addawam and Miftahul Huda reveal interrelated factors. Internally, an unenjoyable learning experience, low learning enthusiasm, and a high level of difficulty in understanding Tajweed reduce students' motivation to improve their Quranic recitation. This directly affects the quality of their recitation. Externally, the limited use of varied learning media and the dominance of traditional teaching methods, such as oral explanations and blackboards, hinder deeper and more engaging Tajweed comprehension. Therefore, to optimize students' ability to recite the Quran with proper Tajweed application, improvements are needed in both internal and external aspects, such as enhancing the use of learning media and adopting more interactive teaching methods.
Efforts to measure the effectiveness of a new learning model that is more appropriate and relevant to the current needs of students can be made by considering several key factors. These factors include accessibility to smartphones as a learning tool, students’ interest in more modern digital learning, and the potential application of gamification systems to enhance student engagement and motivation. Below are the results of the data analysis conducted to assess the readiness for the new learning method at both madrasahs.


Figure 4. Measuring Readiness for a New Learning Method a) Accessibility to Smartphones, b) Interest in Digital Learning, and c) Interest in Gamification Systems

Based on data regarding the readiness for a new Tajweed learning method, it is evident that the majority of students at both madrasahs have access to smartphones [Figure 4 (a)]. At Madrasah Diniyah Addawam, 41 students (82%) were able to access smartphones, while 9 students (18%) were not. Similarly, at Madrasah Diniyah Miftahul Huda, 36 students (81.8%) had access to smartphones, whereas only 8 students (18.2%) did not. This indicates that smartphone-based technology holds significant potential for integration into learning.
Students' interest in digital learning is also relatively high, as shown in [Figure 4 (b)]. At Madrasah Diniyah Addawam, 40 students (80%) expressed interest in teachers using learning media via smartphones, while 10 students (20%) were not interested. At Madrasah Diniyah Miftahul Huda, 33 students (75%) expressed interest, whereas 11 students (25%) did not. This data indicates that digital learning through smartphones can be a relevant and appealing method for the majority of students. The use of interactive and engaging digital media could serve as an effective solution to improve students' ability to recite the Quran properly and accurately in accordance with Tajweed rules.
Furthermore, the aspect of interest in gamification systems [Figure 4 (c)] received the most positive responses. At Madrasah Diniyah Addawam, 47 students (94%) expressed interest in this system, while only 3 students (6%) were not interested. At Madrasah Diniyah Miftahul Huda, 34 students (77.3%) showed interest, and 10 students (22.7%) did not. This indicates that gamification-based Tajweed learning has significant potential to enhance student engagement and motivation. This potential is particularly crucial given the current low proficiency of some students in reciting the Quran properly and accurately according to Tajweed rules. The implementation of gamification could serve as an effective solution to address these challenges, making learning more engaging and interactive. With game elements applied in Tajweed learning, students can more easily understand and memorize Tajweed rules while applying them in Quranic recitation. This approach is expected to improve students' skills in reciting the Quran accurately, while also making the learning process more enjoyable and motivating them to keep practicing.
Overall, the data on the readiness for a new learning method indicates that students at both madrasahs are prepared to adopt technology and gamification-based learning methods. The majority of students have good access to smartphones and show a high level of interest in gamification-based digital learning. Below are the results of the analysis regarding the acceptance of the proposed solution, namely gamification-based e-modules.
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Figure 5. Students' Interest in Innovative Gamification and E-Module Teaching Materials

Based on the data regarding students' willingness to support the development and implementation of gamification-based teaching materials in the form of e-modules accessible via smartphones (Figure 5), the results indicate positive responses from students at both madrasahs. At Madrasah Diniyah Addawam, 42 students (93.3%) agreed with the implementation of gamification-based e-modules, while 8 students (6.7%) disagreed. Similarly, at Madrasah Diniyah Miftahul Huda, 33 students (75%) agreed, whereas 11 students (25%) disagreed. These data illustrate that the majority of students at both madrasahs support the use of gamification-based e-modules as a more engaging and interactive tool for Tajweed learning. This indicates that the implementation of gamification-based e-modules can be an effective solution to enhance student's understanding and skills in reciting the Quran correctly according to Tajweed rules. With an enjoyable approach accessible via smartphones, it is expected that students will be more motivated to continue learning anytime and anywhere, mastering Tajweed material more engagingly and effortlessly. The accessibility of gamification-based e-modules allows students to learn independently and flexibly without being constrained by time and place. This can improve their learning consistency, strengthen their understanding of Tajweed material, and ultimately help them recite the Quran accurately and properly in accordance with Tajweed principles.
Overall, the survey results show that the implementation of gamification-based e- modules accessible via smartphones received positive responses from the majority of students at both madrasahs. This reflects a readiness to adopt more interactive and technology-based learning methods, which are expected to encourage students’ enthusiasm and active participation in learning Tajweed. Consequently, this will also lead to an improvement in students’ ability to recite the Quran properly and accurately in accordance with established Tajweed rules. With strong support from the students, the development and implementation of gamification-based e-modules present a promising step toward enhancing the quality of Tajweed learning at Madrasah Diniyah Addawam and Miftahul Huda.

DISCUSSION
Tajweed learning at Madrasah Diniyah Addawam and Miftahul Huda highlights challenges in improving students’ ability to recite the Quran in accordance with proper Tajweed rules. Based on the survey results, most students still face difficulties in reciting the Quran with accurate Tajweed. These difficulties are influenced by various factors encompassing both internal and external aspects. Internal challenges include an unenjoyable learning experience, low learning enthusiasm, and a high level of difficulty in understanding Tajweed. External challenges are related to the limited use of varied learning media and the dominance of less interactive traditional teaching methods.
One innovation that can be implemented to address these challenges is the use of gamification-based e-modules. Based on the data obtained, the majority of students at both madrasahs expressed high interest in the application of gamification-based e- modules. At Madrasah Diniyah Addawam, 93.3% of students agreed with the implementation of these e-modules, while at Madrasah Diniyah Miftahul Huda, 75% of students shared similar interests. This indicates that students are increasingly open to the use of technology in learning, particularly in more interactive and engaging forms such as gamification (Loro et al., 2024). The implementation of gamification can make Tajweed learning more appealing and motivate students to study more diligently, as the game elements incorporated into the learning process can enhance student participation and engagement.
However, despite the high enthusiasm of students for gamification-based e- modules, challenges in their implementation must still be addressed. One of these challenges is the readiness of teachers and students to adapt to technology-based learning methods. Technological proficiency is one of the key elements that must be carefully prepared to ensure the learning process runs optimally. Additionally, the development of e-modules that combine educational and game elements must be carried out with caution to maintain a balance between the material being taught and the entertainment aspects offered (Abadi, 2024). Therefore, the development of gamification-based e-modules needs to consider pedagogical aspects to ensure that Tajweed learning remains effective and improves students' Quranic reading quality.
The integration of gamification and e-modules in Tajweed learning also creates significant opportunities to develop a more flexible, enjoyable, and interactive learning experience. One of the greatest opportunities lies in enhancing learning accessibility through smartphones, enabling students to access lessons freely without time or location constraints. With this method, students can also learn at a pace that suits their abilities, making the learning process more personalized and adaptive. Furthermore, the implementation of gamification can increase student engagement in the learning process, which in turn can deepen their understanding of Tajweed rules comprehensively, ultimately improving their Quranic reading skills. Another opportunity is the introduction of digital literacy, which is becoming increasingly relevant in today’s educational landscape, aligning with global trends that encourage the use of technology in the learning process.

CONCLUSION
The research results show that the majority of students have access to smartphones and demonstrate a high interest in technology-based learning, particularly through gamification-based e-modules. This system is considered capable of enhancing students' motivation, engagement, and understanding by integrating educational and game elements in a balanced way, thereby improving their ability to recite the Quran properly and accurately according to established Tajweed rules. The strong support from students for this innovation reflects their readiness to adopt more modern learning methods that are relevant to the needs of the current era. Thus, the development of gamification-based e-modules can serve as an effective solution to address various challenges in Tajweed learning. However, the successful implementation of this method requires careful planning, a balance between educational and entertainment elements, and teacher training to ensure that the use of technology optimally supports learning objectives. This innovation is expected to create a more effective and enjoyable learning process while enhancing the quality of Tajweed learning in Quranic recitation at madrasahs.
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