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Cognitive ability is an important indicator of progress toward 

learning objectives. However, students’ cognitive achievement in 

Social Studies, particularly in narrative-based history lessons, 

remains relatively low. Pre-test results from class VIII-4 at SMPN 

3 Malang showed that 13 of the 33 students (39.40%) had not met 

the Minimum Mastery Criterion (KKM). This study aimed to 

describe improvements in students’ cognitive abilities during the 

implementation of Gimkit-assisted Game-Based Learning (GBL) 

in Social Studies lessons on the Nusantara Spice Route. The study 

employed a Classroom Action Research design based on Kemmis 

and McTaggart’s spiral model and was conducted in two cycles 

involving 33 students from class VIII-4. Data were collected 

through observation, interviews, and tests and analyzed 

descriptively using pre-test and post-test scores, the class mastery 

rate, and normalized gain (N-Gain). The findings showed that 

students’ mean scores increased from 78.18 on the pre-test to 

82.42 in Cycle I and 94.30 in Cycle II. N-Gain increased from 0.19 

(low) in Cycle I to 0.78 (high) in Cycle II, while the class mastery 

rate reached 100% at the end of Cycle II. These findings indicate 

improvement in students’ cognitive achievement over the two 

intervention cycles. However, given the absence of a comparison 

group and the use of repeated instruction and assessment, this 

improvement cannot be attributed solely to Gimkit. The findings 

suggest that Gimkit-assisted GBL may be considered an 

instructional approach to support students’ cognitive development 

in Social Studies lessons on the Nusantara Spice Route. 
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INTRODUCTION  

Education is a key government priority in improving the quality of human 

resources. This priority is reflected in the fourth paragraph of the Preamble to the 1945 

Constitution of the Republic of Indonesia, which identifies educating the nation as one of 
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the state’s objectives (Kusumawati et al., 2025; Azizah & Humaisi, 2021). Through 

education, individuals can explore and fully develop their potential, becoming 

knowledgeable and competent in addressing various challenges (Lestari & Kurnia, 2023; 

Noverita et al., 2023). The development of these qualities depends on effective and 

meaningful learning processes (Ramadhanti et al., 2026). Effective instruction can 

support the development of students’ cognitive abilities, enabling them to acquire, 

understand, and analyze learning content (Noviani et al., 2025; Fitriani & Salehudin, 

2024). However, these conditions have not been fully realized in Social Studies 

instruction. Limited student attention and the use of teaching methods that lack variety 

and appeal may hinder the development of students’ cognitive abilities (Andriani & 

Wakhudin, 2020; Mafiroh, 2024). 

These problems were also identified in Social Studies lessons in class VIII-4 at 

SMPN 3 Malang. Classroom observations indicated that students tended to appear bored 

and showed limited enthusiasm during lessons, particularly those involving historical 

content. An interview with the eighth-grade Social Studies teacher also indicated that 

students paid insufficient attention during history lessons, resulting in a classroom 

environment that was less conducive to learning. These observations were supported by 

pre-test results on the Nusantara Spice Route, which showed that 13 of the 33 students 

(39.40%) had not met the Minimum Mastery Criterion (KKM) of 80. These difficulties 

stem from the characteristics of historical content, which is often narrative and includes 

historical figures, places, dates, chronology, and causal relationships. Such characteristics 

may lead students to become bored when instruction lacks variety (Tulong et al., 2026). 

Boredom may reduce students’ attention, limiting their ability to acquire, recall, organize, 

and connect historical information. Consequently, students may struggle to understand 

concepts, chronology, causal relationships, and connections among historical events. An 

instructional model that sustains students’ attention while actively involving them in 

learning historical content is therefore needed. 

Cognitive ability refers to an individual’s capacity to think, connect information, 

and consider events in ways related to their level of intelligence (Rahakbauw & Watini, 

2022; Agus, 2024; Mufidah et al., 2024). It also encompasses the ability to learn new 

concepts and skills and to use memory to solve problems (Izzudin, 2021). According to 

Bloom’s Taxonomy, the cognitive domain comprises six levels: C1 (remembering), C2 

(understanding), C3 (applying), C4 (analyzing), C5 (evaluating), and C6 (creating) 

(Ramadhanti et al., 2026). However, this study assessed only C1 through C4. C1 concerns 

students’ ability to recall historical figures, places, dates, and spice trade routes. C2 

concerns their ability to explain concepts and the processes through which the Nusantara 

Spice Route developed. C3 concerns their ability to apply previously learned information 

to solve problems in particular contexts. C4 concerns their ability to analyze causal 

relationships and the effects of the spice trade on societies across the Indonesian 

archipelago. This mapping informed the development of learning activities and test 

instruments. Accordingly, increases in test scores were not automatically interpreted as 

improvements in higher-order thinking but were considered in relation to the cognitive 
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indicators assessed. 

One instructional model that may address these problems is Game-Based 

Learning (GBL). This model integrates learning content and objectives with game 

elements, including rules, challenges, interaction, competition, repetition, and feedback. 

These elements can encourage students’ active engagement and create more engaging 

learning experiences (Zhang & Yu, 2022). In history instruction, game-based questions 

and challenges can help students practice identifying key information, understanding 

sequences of events, connecting historical figures with places and dates, and analyzing 

causal relationships. Repeated questions encourage students to retrieve information from 

memory, while feedback helps them identify and correct misunderstandings. Thus, GBL 

serves not only to create an enjoyable classroom atmosphere but also to sustain attention 

and encourage active information processing. These processes can support students’ 

understanding of the content and their progress toward learning objectives (Rusydi & 

Hidayah, 2025; Rijkiah et al., 2025; Hidayah & Sujastika, 2024). 

Implementing GBL requires appropriate instructional media to integrate game 

elements effectively into classroom activities (Pratiwi et al., 2024). This study, therefore, 

used Gimkit as a supporting platform. GBL and Gimkit serve distinct roles: GBL is the 

instructional model that structures learning objectives, lesson stages, activities, 

challenges, interaction, and feedback, whereas Gimkit is the digital platform that 

facilitates its implementation. Gimkit provides quizzes, a points system, various game 

modes, power-ups, and immediate feedback that can be used to deliver interactive 

practice activities (Rusydi & Hidayah, 2025). These features allow students to answer 

questions, receive feedback, and revise their answers during learning activities. Agustina 

et al. (2024) also reported improvements in learning outcomes related to understanding 

(C2), applying (C3), and analyzing (C4) following the use of Gimkit in Indonesian 

History lessons. In the present study, Gimkit questions were developed in line with the 

C1–C4 indicators to ensure that gameplay remained focused on learning objectives rather 

than merely on earning points quickly. 

Despite its potential to support learning, Gimkit-assisted GBL has several 

limitations. As a digital platform, Gimkit depends on access to devices and a stable 

internet connection. Its points system and competitive features may also lead students to 

prioritize speed and rankings over an accurate understanding of the content. Furthermore, 

students with lower scores may lose confidence if competition is not managed 

appropriately. These challenges can be addressed by selecting suitable game modes, 

allowing sufficient response time, designing questions at appropriate cognitive levels, 

ensuring a stable internet connection before lessons, and maintaining constructive 

competition. With these measures in place, Gimkit can support GBL while keeping 

students’ understanding of the content at the center of learning activities. 

Previous studies have examined Gimkit-assisted GBL across different subjects, 

educational levels, research objectives, and research designs. Rusydi and Hidayah (2025) 

conducted Classroom Action Research to implement Gimkit-assisted GBL in Pancasila 

Education lessons on cooperation involving 36 fourth-grade elementary school students. 
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Their study focused on improving learning outcomes and was conducted over three 

cycles. Meanwhile, Agustina et al. (2024) investigated the use of Gimkit in Indonesian 

History instruction using a quantitative approach with a quasi-experimental method and 

a time-series design. Their study focused on learning outcomes at C2, C3, and C4 and 

used multiple-choice tests for the pre-test and post-test. The present study shares these 

studies’ use of Gimkit to support learning outcomes but differs in its subject, educational 

level, content, range of cognitive abilities assessed, and intervention implementation. It 

employed Gimkit-assisted GBL through two cycles of Classroom Action Research in 

eighth-grade Social Studies lessons on the Nusantara Spice Route, assessing cognitive 

abilities from C1 through C4. It therefore extends previous research by integrating GBL 

as an instructional model with Gimkit as a supporting platform within a cyclical process 

of improving Social Studies instruction. 

Based on these classroom problems and the identified research gap, this study 

aimed to describe improvements in eighth-grade students’ cognitive abilities following 

the implementation of Gimkit-assisted GBL in Social Studies lessons on the Nusantara 

Spice Route. Improvements were assessed using pre-test and post-test results, 

performance on C1–C4 indicators, N-Gain values, and the class mastery rate. The 

intervention was considered successful if at least 80% of students achieved scores≥80 and 

the improvement in cognitive ability reached the high N-Gain category. 

 

RESEARCH METHOD  

This study employed Classroom Action Research (CAR). CAR is conducted by 

teachers within the instructional process to improve the quality of teaching and learning 

through action and reflection (Amran & Sudirman, 2023; Yuliawati, 2021). Through 

systematic stages, CAR enables teachers to evaluate classroom learning processes and 

develop ongoing improvements (Holipah et al., 2023; Putri & Susanto, 2023). CAR was 

selected because this study focused on improving instructional practice within a single 

class rather than comparing treatment effects between experimental and control groups. 

The study followed Kemmis and McTaggart’s spiral model and was conducted 

over two cycles. Each cycle comprised four stages: planning, acting, observing, and 

reflecting (Halimatuz et al., 2025). These stages formed a continuous process, with 

reflections from Cycle I informing improvements to the intervention in Cycle II 

(Mardiana & Suharyanto, 2024). The research procedure is presented in Figure 1. 
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Figure 1. The Spiral Model of Classroom Action Research 

The study was conducted at SMPN 3 Malang and involved 33 students from class 

VIII-4. The same students participated throughout the study, completing one pre-test 

before the intervention, both intervention cycles, and a post-test at the end of each cycle. 

Permission was obtained from the school before the study began. Students’ identities were 

kept confidential, and the findings were reported at the group level. The Social Studies 

teacher served as an observer and collaborator, providing feedback during the reflection 

stage. 

The intervention consisted of implementing Game-Based Learning (GBL), 

supported by the Gimkit platform, in lessons on the Nusantara Spice Route. GBL served 

as the instructional model, while Gimkit facilitated the game-based activities. Each cycle 

consisted of two sessions, each lasting 2 × 35 minutes. Before Cycle I, students completed 

a pre-test to assess their initial cognitive abilities. During the first session of each cycle, 

students studied the content and participated in learning activities using Gimkit. The 

second session involved content reinforcement, further gameplay, and the post-test. Cycle 

I used the Snowbrawl game mode. Based on reflections from Cycle I, the intervention in 

Cycle II was modified by providing a more stable internet connection, switching to 

Fishtopia as a less-technically-demanding game mode, and strengthening classroom 

management. These changes formed part of the iterative improvement process in CAR. 

Accordingly, improvements in Cycle II were interpreted in relation to the intervention as 

a whole rather than attributed solely to Gimkit. 

Data were collected through observation, interviews, and tests. Observation 

provided supplementary data on the implementation of the lessons and students’ 

participation during the intervention. Observations focused on visual, oral, listening, 

writing, and mental activities, adapting the classification of learning activities presented 

by Adibah et al. (2025). The observed activities included attending to explanations and 

instructional media; reading learning materials or student worksheets (LKPD); asking 

questions; answering questions or expressing opinions; participating in discussions; 
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listening to explanations; taking notes and completing tasks; analyzing information and 

solving problems; providing reasons or drawing conclusions; and presenting completed 

work. Observations were neither scored nor analyzed quantitatively. Instead, observation 

notes were analyzed descriptively to document the intervention's implementation and to 

inform reflection and planning for the following cycle. Interviews with the subject teacher 

were conducted at the end of each cycle to obtain feedback on lesson implementation, 

identify difficulties, and propose improvements. Tests served as the primary instrument 

for assessing students’ cognitive development. 

The test instruments consisted of one pre-test administered before Cycle I and one 

post-test administered at the end of each cycle. Each test contained 30 multiple-choice 

items, six assessing C1 (remembering), eight assessing C2 (understanding), eight 

assessing C3 (applying), and eight assessing C4 (analyzing). The pre-test covered the full 

Nusantara Spice Route content taught across both cycles, whereas each post-test assessed 

the subtopics taught in its respective cycle. The three tests used different items but were 

designed with comparable numbers of items, item formats, distributions of cognitive 

levels, scoring guidelines, and proportions of indicators assessed. The test blueprints and 

items were reviewed by the supervising teacher for content alignment, item construction, 

language use, cognitive level, and consistency with the learning objectives. The 

instruments were subsequently revised based on this review and deemed suitable for use. 

Test data were analyzed using descriptive quantitative methods, including mean 

scores, the class mastery rate, and N-Gain. The school’s Minimum Mastery Criterion 

(KKM) was 80. Students scoring ≥80 were classified as having achieved mastery, while 

those scoring <80 were classified as not having achieved mastery. The class mastery rate 

was used because CAR seeks to improve learning outcomes across the class rather than 

merely increase the scores of a few students. It was calculated as follows: 

 

Classical Mastery = 
𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑆𝑡𝑢𝑑𝑒𝑛𝑡𝑠 𝐴𝑐ℎ𝑖𝑒𝑣𝑖𝑛𝑔 𝑀𝑎𝑠𝑡𝑒𝑟𝑦

𝑇𝑜𝑡𝑎𝑙 𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑆𝑡𝑢𝑑𝑒𝑛𝑡𝑠
 𝑋 100% 

The corresponding criteria are presented in the following table: 

 

Interval Category 

90-100% Very Good 

80-89% Good 

70-79% Fair 

60-69% Poor  

<60% Very Poor 

Table 1. Classical Mastery Criteria 

Source: (Maesari et al., 2020) 

N-Gain was used to describe improvements in students’ cognitive achievement 

relative to their initial scores and the maximum attainable score. N-Gain for Cycle I was 
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calculated using the mean pre-test score and the mean Cycle I post-test score. N-Gain for 

Cycle II was calculated using the same mean pre-test score and the mean Cycle II post-

test score. Because the pre-test covered the full content, whereas the post-tests assessed 

the subtopics taught in each cycle, N-Gain values were used descriptively to characterize 

students’ progress during the intervention rather than to compare the difficulty of the 

subtopics. N-Gain was calculated using the following formula: 

N-Gain = 
𝑃𝑜𝑠𝑡𝑡𝑒𝑠𝑡 𝑆𝑐𝑜𝑟𝑒 − 𝑃𝑟𝑒𝑡𝑒𝑠𝑡 𝑆𝑐𝑜𝑟𝑒

𝑀𝑎𝑥𝑖𝑚𝑢𝑚 𝑆𝑐𝑜𝑟𝑒 − 𝑃𝑟𝑒𝑡𝑒𝑠𝑡 𝑆𝑐𝑜𝑟𝑒
 

The N-Gain criteria are presented in the table below: 

 

N-Gain Value Category 

> 0,70 High 

0,30 – 0,70 Moderate 

< 0,30 Low 

Table 2. N-Gain Criteria 

Source: Saputro et al. (2026) 

The intervention was considered successful when both of the following criteria 

were met: at least 80% of students achieved scores≥80, and the improvement in cognitive 

ability reached the high N-Gain category. No further cycle was required once both criteria 

had been satisfied. 

 

RESULTS AND DISCUSSION 

Students’ Cognitive Abilities Before the Intervention 

Before the intervention, students completed a pre-test to assess their initial 

cognitive abilities regarding the Nusantara Spice Route. The pre-test covered the full 

scope of the content to be taught in Cycles I and II. The results are summarized in Table 

3. 

 

Aspect Description 

Lowest Score 57 

Highest Score 90 

Class Average 78,18 

Number of Students 

Achieving Mastery 
20 

Number of Students Not 

Achieving Mastery 
13 

Classical Mastery Percentage 60,60% 

   Table 3. Recapitulation of Pre-Test Results 

Source: Analysis of research data (2026) 

 

As shown in Table 3, only 20 of the 33 students met the Minimum Mastery 
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Criterion (KKM), while the remaining 13 scored below it. The class mastery rate was 

60.60%, classified as poor because it fell within the 60–69% range. These results 

indicated that students’ cognitive achievement in Social Studies, particularly on the 

Nusantara Spice Route, had not met the success criterion of an 80% class mastery rate. 

The findings, therefore, indicated a need for further instructional action through the 

implementation of a more innovative and engaging model, namely Gimkit-assisted 

Game-Based Learning (GBL). 

 

 

 

 

 

 

 

 

 

 

 

Figure 2. Students Completing the Pre-Test 

 

Implementation of Gimkit-Assisted Game-Based Learning 

Cycle I 

During the planning stage of Cycle I, the researcher collaborated with the subject 

teacher to develop a Deep Learning Lesson Plan (RPM) for the Nusantara Spice Route. 

The researcher also prepared an observation instrument to document students’ 

participation during lessons and developed pre-test and post-test questions to assess 

cognitive abilities. In addition, interactive quizzes were designed on Gimkit in accordance 

with the established learning indicators. Snowbrawl was selected as the game mode for 

Cycle I. 

 

 

 

 

 

 

 

 

 

 

 

Figure 3. The Teacher Explaining the Learning Content 

During the implementation stage, the researcher first provided a brief explanation 
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of the learning content to prepare students for the game session. Students then received 

instructions on how to access Gimkit and participate in the activities. Using their own 

devices, they accessed the platform via the link shared by the researcher and participated 

in the prepared quiz. However, unstable internet connectivity and delayed system 

responses (lag) disrupted activities and prevented the lessons from running optimally. 

 

 

 

 

 

 

 

 

 

 

Figure 4. Students Accessing Gimkit and Answering Questions 

 

During the observation stage, the observation notes indicated that several students 

appeared enthusiastic about participating in Gimkit-assisted learning. However, their 

participation was disrupted by network issues, causing some students to lose focus and 

preventing them from participating smoothly in the game session. The researcher also 

interviewed the subject teacher to obtain feedback on the implementation of Cycle I. The 

teacher reported that students showed interest in game-based learning, particularly when 

using Gimkit for the first time. Nevertheless, the teacher also noted that network 

disruptions prevented the classroom environment from being fully conducive to learning. 

Following the intervention in Cycle I, students completed a post-test to assess 

their cognitive achievement after the implementation of Gimkit-assisted GBL. The results 

are summarized in Table 4. 

Aspect Description 

Lowest Score 72 

Highest Score 88 

Class Average 82,42 

Number of Students 

Achieving Mastery 
28 

Number of Students Not 

Achieving Mastery 
5 

Classical Mastery Percentage 84,84% 

   Table 4. Recapitulation of Cycle I Post-Test Results 

Source: Analysis of research data (2026) 

 

As shown in Table 4, the Cycle I post-test results indicated an improvement over 

the pre-test results presented in Table 3. Of the 33 students, 28 met the KKM, resulting 
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in a class mastery rate of 84.84%. This rate was classified as good because it fell within 

the 80–89% range. However, five students had not achieved mastery, and the lowest score 

was 72. Network disruptions and a classroom environment that was not fully conducive 

to learning were observed during Cycle I. Nevertheless, the study did not examine the 

reasons for each student’s individual failure to achieve mastery. These classroom 

observations informed the reflection process and the improvements planned for Cycle II. 

During the reflection stage, the researcher and the subject teacher evaluated the 

implementation of the intervention, classroom conditions, and post-test results. Although 

the class mastery rate exceeded 80%, the Cycle I N-Gain was 0.19, which fell within the 

low category. Thus, the combined success criteria of an adequate class mastery rate and 

a high N-Gain had not been met. Based on this reflection, the intervention continued into 

Cycle II with three modifications: providing a more stable internet connection, selecting 

a less technically demanding game mode, and strengthening classroom management. 

 

Cycle II 

Planning for Cycle II was informed by the reflection on Cycle I. This cycle 

focused on the subtopic “The Influence of the Nusantara Spice Route on Various Aspects 

of Life.” The researcher prepared instructional materials, post-test questions, and the less-

technically-demanding Fishtopia game mode to reduce access difficulties. Classroom 

management was also strengthened through clearer explanations of the game rules and 

more focused supervision. 

During implementation, the researcher explained the content before students 

participated in the game. Students then accessed Gimkit and followed the previously 

explained rules. Cycle II ran more smoothly than Cycle I because technical disruptions 

were reduced. Observation notes and interviews with the subject teacher indicated that 

the classroom environment was more conducive to learning and that students participated 

more consistently. These observations provided supplementary information about the 

learning process rather than a quantitative measure of increased student engagement. 

 

 

 

 

 

 

 

 

 

 

 

Figure 5. Student Scores Displayed on Gimkit 

After the Cycle II intervention, students completed a post-test to assess their 

cognitive achievement on the subtopic taught. The results are summarized in Table 5. 
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Aspek Keterangan 

Lowest Score 84 

Highest Score 100 

Class Average 94,30 

Number of Students Achieving 

Mastery 
33 

Number of Students Not 

Achieving Mastery 
0 

Classical Mastery Percentage 100% 

Table 5. Recapitulation of Cycle II Post-Test Results 

Source: Analysis of research data (2026) 

 

As shown in Table 5, the class mean score on the Cycle II post-test was 94.30, 

with a minimum score of 84 and a maximum of 100. All students scored ≥80, resulting 

in a class mastery rate of 100%, classified as very good. The Cycle II N-Gain was 0.74, 

which fell within the high category. Both success criteria—a class mastery rate of at least 

80% and a high N-Gain were therefore met, and the intervention did not proceed to Cycle 

III. 

The Cycle II results followed several simultaneous improvements, stabilizing the 

internet connection, using the less technically demanding Fishtopia mode, and 

strengthening classroom management. Accordingly, the improvement in learning 

outcomes may have reflected these changes in addition to the use of Gimkit. Students had 

also become more familiar with Gimkit and with tests using similar formats. However, 

the contribution of each factor was not measured separately in this study. 

 

Development of Students’ Cognitive Abilities Through Game-Based Learning 

The development of students’ cognitive abilities during Gimkit-assisted GBL was 

analyzed using the pre-test, Cycle I post-test, and Cycle II post-test scores. The pre-test 

was administered once before the intervention and covered the full Nusantara Spice Route 

content. Post-tests were then administered at the end of each cycle. They contained 

different questions but were designed to be equivalent in the number and format of items, 

cognitive levels assessed, and level of difficulty. A comparison of the mean scores and 

N-Gain values is presented in Figure 6. 
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Figure 6. Comparison of Test Scores 

As shown in Figure 6, students’ mean scores increased progressively from 78.18 

on the pre-test to 82.42 on the Cycle I post-test and 94.30 on the Cycle II post-test. The 

class mastery rate also increased from 60.60% before the intervention to 84.84% in Cycle 

I and 100% in Cycle II. Although the two post-tests assessed different subtopics, they 

were designed to be equivalent in the number and format of items, cognitive levels 

assessed, and level of difficulty. 

Using the same pre-test mean as the baseline, N-Gain was 0.19 in Cycle I, 

classified as low, and 0.74 in Cycle II, classified as high. Although the Cycle I class 

mastery rate exceeded the 80% success threshold, N-Gain remained low. The 

intervention, therefore, continued into Cycle II with improvements to internet stability, 

the selection of a less technically demanding game mode, and stronger classroom 

management. In Cycle II, the class mastery rate reached 100%, and N-Gain reached the 

high category, satisfying both success criteria. Overall, these data indicate improvements 

in students’ cognitive achievement during the two intervention cycles. 

An analysis of test results by cognitive level in Bloom’s Taxonomy also indicated 

improvements across all assessed levels, from C1 through C4. The results are presented 

in Table 6. 

Cognitive level Pre-test Post-test I Post-test II 

C1 (Remembering) 85,35% 89,90% 97,98% 

C2 (Understanding) 81,44% 85,23% 95,83% 

C3 (Applying) 76,89% 80,68% 93,56% 

C4 (Analyzing) 71,21% 75,76% 90,91% 

Table 6. Students’ Achievement by Cognitive Level 

Source: Analysis of research data (2026) 

 

As shown in Table 6, students’ achievement increased across all assessed 

cognitive levels. Achievement at C1 increased from 85.35% to 97.98%, C2 from 81.44% 
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to 95.83%, C3 from 76.89% to 93.56%, and C4 from 71.21% to 90.91%. The largest 

descriptive increase occurred at C4, amounting to 19.70 percentage points. These findings 

indicate that improvements were observed not only in remembering and understanding 

but also in applying and analyzing information about the Nusantara Spice Route. 

However, they do not demonstrate that each student progressed from C1 to C4, because 

the analysis examined the percentage of correct answers at each cognitive level rather 

than individual students’ development. 

Overall, the data indicate improvements in students’ cognitive achievement 

during the intervention. However, these improvements may have been influenced by 

improved internet connectivity, the less technically demanding Fishtopia mode, more 

focused classroom management, and students’ increasing familiarity with Gimkit and the 

test format, as well as the use of Gimkit itself. The contribution of each factor was not 

measured separately, and the study did not include a control group. 

 

Implementation of Gimkit-Assisted Game-Based Learning in Social Studies 

The findings indicate improvements in students’ cognitive abilities during the 

implementation of Gimkit-assisted GBL in Social Studies lessons on the Nusantara Spice 

Route. These improvements were reflected in the progressive increase in mean scores 

from the pre-test to the Cycle II post-test and a class mastery rate of 100%. N-Gain also 

increased from the low category in Cycle I to the high category in Cycle II. Together, 

these findings indicate improvements in students’ cognitive achievement over the two 

intervention cycles. 

These findings are consistent with previous research reporting that GBL can 

improve cognitive outcomes and student motivation by providing progressively 

challenging activities and constructive competition, encouraging active participation and 

greater readiness to learn (Oktaviana & Qurrotuaini, 2026). Similarly, Kenamon and 

Satriya (2025) reported that GBL can improve students’ cognitive abilities. They 

explained that presenting content through more concrete game-based activities helps 

reduce cognitive load, allowing students to participate more actively in the learning 

process. Thus, GBL can contribute not only to enjoyable learning experiences but also to 

learning outcomes and conceptual understanding. 

In this study, GBL and Gimkit served distinct but complementary roles. GBL 

provided the instructional model, integrating objectives, rules, challenges, feedback, and 

game activities into the learning process, while Gimkit provided the technological 

platform supporting its implementation. More specifically, the use of Gimkit to support 

GBL was associated with positive developments in the learning process and outcomes. 

This finding is consistent with previous research reporting that Gimkit can improve 

students’ cognitive outcomes and create a more interactive and enjoyable learning 

environment (Agustina et al., 2024). Other research has suggested that Gimkit can create 

a dynamic learning environment and encourage active student participation (Dariwu & 

Tacoh, 2026). Its flexibility and ease of use also allow teachers to vary instructional 

methods according to students’ needs, potentially supporting ongoing efforts to develop 
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students’ cognitive abilities (Habibi & Jasiah, 2025). These studies demonstrate that 

Gimkit has been used to support learning across various contexts and objectives. The 

present study extends its application to junior high school Social Studies, specifically to 

the Nusantara Spice Route. 

The implementation of GBL in this study also involved gamification elements 

integrated into Gimkit. Wijayanti et al. (2025) reported that Gimkit’s points and 

challenges strengthened students’ intrinsic motivation, as reflected in their scores and 

participation during learning activities. This is consistent with Deterding et al.'s (2011) 

account of gamification, which describes the use of game design elements in learning 

contexts to increase user engagement. Such elements may make learning more engaging 

and efficient, encouraging students to develop their knowledge (Valentinna et al., 2024). 

Nevertheless, evidence of student engagement in the present study was obtained 

qualitatively through observations and interviews and was not treated as quantitative 

evidence of increased motivation. 

Gimkit-assisted GBL is also relevant to the characteristics of Social Studies 

instruction, particularly historical content. The Nusantara Spice Route involves not only 

facts and place names but also the chronology of voyages, causal relationships, 

connections among regions, and the economic, social, cultural, and political effects of the 

spice trade. Teaching this topic, therefore, requires activities that encourage students to 

connect historical information rather than merely memorize facts. Aoliyah (2023) 

explained that GBL in history instruction can increase students’ interest, active 

participation, and understanding of the content. Wulandari and Safitri (2024) likewise 

reported that GBL can make history lessons more interactive and help students understand 

the topics studied. These findings support the use of game-based activities as one way to 

reduce monotony in history instruction. 

This relevance is further supported by studies linking games to the development 

of historical thinking. Fatah and Nurpratiwi (2026) found that the use of Gimkit in history 

instruction influenced students’ historical thinking abilities. Septrianingtias et al. (2026) 

reported that history-themed games can help students understand temporal and spatial 

dimensions, use historical evidence, analyze events, and draw conclusions. More broadly, 

Kuran et al. (2018) explained that history-themed games can help students understand the 

social, political, economic, and technological contexts of a historical period. Game-based 

activities can also guide students in constructing chronologies, identifying causal 

relationships, and understanding the significance of historical events (Monroe, 2023). 

Gimkit-assisted GBL is therefore relevant to the Nusantara Spice Route because its 

questions and activities can be designed to help students identify facts, understand 

chronology, connect causes and consequences, and analyze the route’s influence on 

various aspects of life. 

Students’ developing understanding of the Nusantara Spice Route can also be 

examined through Bloom’s cognitive taxonomy, which classifies the cognitive domain 

into six levels: remembering (C1), understanding (C2), applying (C3), analyzing (C4), 

evaluating (C5), and creating (C6) (Ramadhanti et al., 2026). Learning activities using 
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Gimkit provided opportunities for students to answer questions, apply information, and 

analyze problems related to the Nusantara Spice Route. The analysis showed increases in 

the percentage of correct answers across all assessed cognitive levels, from C1 through 

C4, with the largest descriptive increase occurring at C4. These findings indicate 

improvements in achievement at each cognitive level rather than a progression of 

individual students’ abilities from C1 to C4. 

Overall, the implementation of Gimkit-assisted GBL in this study provided 

variety in instruction and supported the development of students’ cognitive abilities in 

Social Studies lessons on the Nusantara Spice Route. GBL provided an instructional 

framework that incorporated challenges, rules, feedback, and game-based activities, 

while Gimkit facilitated them. Their integration supported students in understanding facts 

and chronology, connecting causes and consequences, and analyzing the Spice Route’s 

influence on various aspects of life. The consistency of these findings with theoretical 

perspectives and prior research suggests that Gimkit-assisted GBL has potential as a 

strategy to support the development of students’ cognitive abilities in Social Studies. 

 

CONCLUSION 

The findings suggest that Gimkit-assisted Game-Based Learning (GBL) can 

support improvements in the cognitive abilities of students in class VIII-4 during Social 

Studies lessons on the Nusantara Spice Route. These improvements were reflected in 

increases in the mean score from 78.18 to 94.30 and the class mastery rate from 60.60% 

to 100%. These outcomes resulted from iterative improvements to the intervention from 

Cycle I to Cycle II, including greater internet stability, a less technically demanding game 

mode, and more focused classroom management. Therefore, the improvement in 

students’ cognitive abilities cannot be attributed solely to Gimkit but should be 

understood in relation to the combined implementation of Gimkit-assisted GBL and 

instructional improvements. 

In Social Studies instruction, Gimkit can serve as a supporting platform for GBL, 

helping students learn facts, understand chronology and causal relationships, and examine 

the influence of the Nusantara Spice Route on various aspects of life. However, its 

implementation should be adapted to learning objectives, student characteristics, 

technological readiness, and classroom management. The findings are limited to 33 

students in one class at one school, two relatively short intervention cycles, and the 

absence of a comparison group. Future research should involve more diverse participants 

and contexts, extend the intervention duration, and compare Gimkit-assisted GBL with 

other instructional models or platforms. 
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