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Abstract

This study aimed to improve students’ interest in learning history through Game-
Based Learning supported by Gimkit in Grade 10 Class X-I at SMA Negeri 1 Sewon
during the 2025/2026 academic year. The study employed classroom action
research based on the Kemmis and McTaggart model and was conducted in two
cycles. Data were collected through questionnaires, observations, interviews, and
documentation and analyzed quantitatively and qualitatively. Initial conditions
showed low learning interest, reflected in limited attention, participation, and
engagement during predominantly lecture-based instruction. The intervention
integrated content explanations, interactive quizzes, challenges, scoring, and
discussion through Gimkit. The findings showed increased student interest and
engagement. Questionnaire scores increased from 56.81% in the pre-cycle to 81.3%
in Cycle Il while observed student activity increased from 55% to 85%.
Improvements in Cycle Il, including group-based device use, backup internet
connections, and better classroom management, enabled smoother implementation.
Students became more focused and enthusiastic, participated more actively in
discussions, and were more willing to answer questions. Thus, Game-Based
Learning supported by Gimkit effectively increased students’ interest and
engagement in history learning while providing teachers with rapid instructional
feedback.
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Introduction

History is one of the school subjects that faces various challenges in educational
practice. History education is not intended merely to convey knowledge about past events; it
also seeks to develop students' critical and analytical thinking skills and historical
consciousness (Ariyanti et al., 2026). Through history learning, students are expected to
understand the relationship between past events and contemporary life and to apply values
that are meaningful in society. Therefore, history instruction should not focus solely on mastery
of content but should also foster students' understanding of and ways of thinking about
historical events.

However, the implementation of history instruction in schools continues to face several
challenges. One frequently encountered problem is low student interest in learning, which
tends to lead students to memorize historical facts without understanding their meaning or the
broader relationships among events. This condition is influenced by instructional processes
that do not fully encourage active student participation (Maulani, 2023). Muhtarom (2023)

similarly reported that one challenge in history education is instruction that tends to be
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monotonous and boring because of traditional, teacher-centered approaches and reliance on
theoretical explanations without sufficiently deep and varied presentation of material.
Accordingly, history instruction needs to be designed to create a learning environment that is
enjoyable, interactive, and directly engages students so that their interest and understanding
of historical content can improve.

Learning interest is one factor that contributes to successful instruction. It does not arise
solely from factors within students but is also influenced by the surrounding environment,
particularly the instructional context and learning activities that encourage active engagement.
Students tend to be more enthusiastic when material is delivered through varied, participatory
activities that correspond to their needs. Conversely, instruction that places the teacher at the
center of learning can limit students' opportunities to participate actively. This condition
highlights a persistent challenge in history education, which is often perceived as monotonous
and can consequently affect students' activity and engagement during learning (Aoliyah, 2023).

In this context, learning interest is understood not simply as liking a subject but as
students' tendency to pay attention, demonstrate interest, participate in activities, and sustain
engagement during learning. Therefore, changes in interest need to be examined alongside
observable changes in behavior. Questionnaires provide information about students'
responses to their learning experiences, whereas observations show how those responses are
manifested in actual classroom behavior. Using both types of data allows the interpretation of
findings to draw on both students' perceptions and classroom behavior rather than relying on
a single measure.

Similar findings emerged from preliminary observations at SMA Negeri 1 Sewon
conducted from January 30 to February 5, 2026. The observations indicated that student
engagement and interest in history learning had not reached an optimal level. This condition
was evident in students' limited enthusiasm during instruction. An interview with the Grade 10
history teacher, Rendhi Rinaldi, S.Pd., indicated that Classes X-E, X-F, and X-I had relatively
lower interest in history than the other Grade 10 classes. According to the teacher, this
condition was also reflected in students’ academic achievement. Daily test scores and
assignment performance in these three classes tended to be lower than those in other Grade
10 classes, suggesting that students were not only less enthusiastic during instruction but also
had not achieved optimal learning outcomes.

Based on observations of history instruction and interviews with the Grade 10 history
teacher, students' limited interest was associated not only with student characteristics but also
with the instructional process in the classroom. Instruction remained dominated by lectures,
with the teacher serving as the primary source of information. Consequently, teacher-student
interaction was not optimal because instruction had not been sufficiently integrated with more
varied and student-centered methods. Classroom activities therefore remained largely

teacher-centered, while students had insufficient opportunities to participate actively. Student
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interviews also revealed that teachers' delivery of history content sometimes felt like
storytelling because it was dominated by lengthy explanations without activities that directly
involved students. As a result, the learning environment became monotonous, making
students easily bored, less motivated, and less attentive to the material. This finding is
consistent with Lestari et al. (2024), who argued that the dominant use of lectures in history
instruction can reduce students' enthusiasm and motivation to participate in learning.

Based on these problems, instructional improvements were needed to optimize students'
interest and engagement in history learning. One approach that can foster interest and
strengthen engagement is Game-Based Learning. This approach integrates game activities
into learning through elements such as rules, challenges, scoring, and interaction among
students to support understanding of the material. Its use has expanded across educational
levels, from elementary education to higher education and professional training. Rapid
technological development has also increased the availability of game-based applications and
learning platforms, making Game-Based Learning easier for teachers to implement (Wulandari
& Safitri, 2024).

One instructional medium that supports Game-Based Learning is Gimkit. Gimkit is an
interactive game-based learning platform that incorporates game elements to support teachers
and students in the learning process. It can be accessed through devices such as laptops,
mobile devices, and computers, providing convenience and flexibility. Gimkit also offers
continuously developing game features and can be used individually or collaboratively in
teams. These features allow teachers to present learning material in a more engaging and
interactive environment that responds to students' learning needs (Agustina et al., 2024).

Gimkit was selected because high school students are accustomed to using digital
technology in their daily lives. The use of game-based media was expected to create a more
varied, interactive, and challenging learning environment and thereby encourage students to
participate actively. Through Gimkit, students not only experience learning through play but
also have opportunities to compete constructively, discuss with peers, and receive immediate
feedback through scores and rankings. These characteristics were expected to increase
students' interest in history while reducing passive behavior during instruction.

The use of Game-Based Learning in this study was not intended to replace explanations
of historical content. Initial explanations remained necessary to establish context and
foundational knowledge, while the game provided a space for students to process information
through questions, challenges, competition, and discussion. Thus, the game was positioned
as an instructional strategy rather than as an additional activity detached from clearly defined
learning objectives. This distinction is important because history learning still requires students
to understand relationships among facts and the meaning of events, while game elements

function to create conditions that support active and engaging learning.
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Research Method

This study employed classroom action research using the Kemmis and McTaggart
model. The model developed from the basic concept introduced by Kurt Lewin. Its main
distinction is that acting and observing are integrated because the two activities occur
simultaneously and are interrelated. According to Kemmis and McTaggart (1988), the model
consists of four components: planning, acting, observing, and reflecting. Reflection in each
cycle serves as the basis for developing an improvement plan for the subsequent cycle.
Therefore, the number of cycles in classroom action research is not necessarily predetermined
but is adjusted according to reflection results until the instructional problem is improved or the
research success criteria are achieved.

Data were collected through interviews, observations, questionnaires, and
documentation. Two types of research instruments were used: instructional instruments and
data-collection instruments. The instructional instruments consisted of a teaching module and
PowerPoint presentation. The data-collection instruments consisted of observation sheets,
interview protocols, and questionnaires. Research data were categorized as quantitative and
qualitative. The analysis examined changes in students' interest and engagement across
cycles and explained the process through which those changes occurred. Quantitative data
measured developments in learning interest, whereas qualitative data were used to
understand behavior, responses, and constraints during the classroom intervention.

Quantitative data analysis was used to determine the development of students' interest
in history learning in Class X-I at SMA Negeri 1 Sewon. This analysis measured changes in
the research variable in each cycle. According to Mawardi (2019), students' learning interest
can be measured using a four-point Likert-scale questionnaire.

Qualitative data analysis was used to explain and strengthen the findings obtained from
the study. Sugiyono (2016) stated that in qualitative research, data analysis occurs during data
collection and after data collection has been completed within a certain period. The qualitative
analysis in this study followed Miles and Huberman's framework, consisting of data reduction,

data display, and conclusion drawing.

Results and Discussion

SMA Negeri 1 Sewon is located on JI. Parangtritis Km. 5, Tarudan, Bangunharjo, Sewon
District, Bantul Regency, Special Region of Yogyakarta. The school was established on July
3, 1983, following the issuance of Ministry of Education and Culture Decree No. 0473/0/1983
on September 11, 1983. Since its establishment, SMA Negeri 1 Sewon has been committed
to providing quality education for the community, particularly in Bantul Regency and
surrounding areas. The school has subsequently improved its facilities, infrastructure, and

human resources. Through professional educational programs and adequate facilities, the
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school has continued to improve educational quality and produce high-achieving and
competitive graduates.

SMA Negeri 1 Sewon has students with diverse academic and nonacademic potential.
Academically, students participate actively in competitions such as subject Olympiads,
scientific writing competitions, and debates. In nonacademic areas, students demonstrate
achievements in sports, the arts, and extracurricular activities. The Special Sports Class (Kelas
Khusus Olahraga [KKQ]) is one of the school's flagship programs and provides opportunities
for students to develop their talents and achievements in sports.

The school has approximately 60 teachers with competencies corresponding to their
respective fields and areas of expertise. Each teacher is responsible for conducting instruction,
guiding students, and supporting various school programs. In addition to teaching, some
teachers actively engage in professional development activities, including preparing and
publishing scholarly articles in educational journals. These scholarly works demonstrate
teachers' commitment to strengthening their professional competence and can also serve as
references for instructional development.

SMA Negeri 1 Sewon implements the Merdeka Curriculum. Grade 11 and Grade 12
students are assigned to classes according to the subjects they have selected. The school
offers 10 elective subjects: German, advanced English, physics, biology, chemistry,
geography, sociology, economics, advanced mathematics, and informatics. There are 10
classes at each grade level, consisting of eight regular classes and two Special Sports
Classes, with approximately 36 students in each class.

This study involved one class, X-I, consisting of 36 students. The class was selected
based on preliminary observations and pre-research interviews indicating that students'
interest in learning in Class X-I was relatively lower than that of other classes. Based on the
characteristics identified, students in this class preferred learning that combined content
delivery with enjoyable activities or learning through play. Interviews also indicated that
students wanted instruction that did not focus exclusively on oral explanations or lectures but
included game elements that could create a more engaging learning environment.

Pre-intervention activities began with observations at SMA Negeri 1 Sewon to determine
the condition of history instruction in Grade 10. The observations indicated that students'
learning interest was low, as reflected in limited attention to teachers' explanations, mobile-
device use, talking with peers, drowsiness, and limited participation in asking or answering
questions. Low learning interest was associated with limited student engagement in the
instructional process.

These findings were reinforced by interviews with teachers and students. The teacher
reported that students tended to be passive and that their learning interest decreased,
particularly when instruction occurred in the afternoon. Students had also begun to rely on

technologies such as artificial intelligence in completing assignments. Students, meanwhile,
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reported that history learning sometimes felt boring because the methods and media used
were insufficiently varied. They expressed greater interest in interactive learning that actively
involved students and used engaging media.

Based on these problems, the study focused on improving students' learning interest
through game-based instruction using Gimkit. The medium was selected because it was
consistent with students' preferences for technology- and game-based learning and was
therefore expected to make instruction more engaging and increase student activity.

During the preparation stage, the researcher developed instructional materials, including
the teaching module, learning materials, media, and research instruments. An observer was
also assigned to monitor the instructional process. The researcher prepared the research
proposal, obtained school permission, and prepared Class X-I as the research setting. Before
the intervention, students completed a questionnaire to identify their initial level of learning
interest. The results indicated that average learning interest was in the low category,
demonstrating the need for instructional improvement.

During the planning stage, the researcher prepared the intervention so that instruction
could proceed smoothly and according to plan. Preparations included developing the teaching
module and learning materials, creating instructional media using Gimkit, preparing
PowerPoint slides and a laptop, and allocating time for each learning activity.

Cycle | was implemented on May 5, 2026, for three instructional periods (135 minutes).
The intervention applied Game-Based Learning using Gimkit. The activity began with a brief
teacher explanation of the material to provide students with foundational understanding.
Instruction then continued with an interactive Gimkit quiz in which students joined the game
using their respective devices.

During the quiz, students actively answered the questions presented, while the teacher
acted as a facilitator who guided students and ensured that everyone could participate. The
activity was designed to create a more engaging and less monotonous learning environment
in which students could learn through play. This approach was expected to make students
more active, motivated, and directly involved in learning.

Observation results for Cycle | showed increased student engagement, from 55% in the
pre-cycle to 62.5%, categorized as moderate. The teacher also implemented instruction
appropriately according to the plan. However, the results were not yet optimal because several
implementation problems remained. Unstable internet connectivity and limited student devices
disrupted Gimkit activities and reduced the efficiency of instructional time. In addition, the
classroom became noisier because of students' high enthusiasm, indicating a need for
improved classroom and time management. Overall, the approach was reasonably effective in
increasing student engagement but required further improvement.

Reflection on Cycle | indicated increases in interest and engagement, as shown by

observation scores rising from 55% to 62.5%. The learning environment became more
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engaging, and students became more enthusiastic, answered questions more actively, and
participated in the quiz. However, the results were not yet optimal because some students
remained unfocused, were reluctant to ask questions, and were not fully active. From the
teacher's perspective, instruction proceeded reasonably well but still required improvements
in classroom management, time management, and the clarity of directions. Internet instability,
limited devices, and classroom noise during the quiz also remained challenges. Nevertheless,
Gimkit increased students' interest, and therefore Cycle Il focused on technical preparation,
classroom management, and clearer directions.

For Cycle Il, the researcher prepared the intervention based on reflection on Cycle I. The
preparations were intended to improve instructional implementation and align it more closely
with the study objectives. Activities included revising the teaching module, preparing learning
materials, developing Gimkit-based instructional media, and preparing supporting equipment
such as attendance records, an HDMI cable, and a laptop. Technical preparations for Gimkit
were also strengthened to minimize the problems encountered in Cycle I.

Cycle Il was implemented on May 19, 2026, for three instructional periods (135 minutes).
The intervention remained based on Game-Based Learning supported by Gimkit but
incorporated improvements from Cycle I. Instruction consisted of introductory, core, and
closing activities. At the beginning, the teacher opened the lesson, conducted an introductory
activity, and explained the learning objectives concerning Islamic kingdoms in the Indonesian
archipelago. During the core activity, the teacher provided clearer explanations and managed
the classroom more effectively. Students appeared more active in responding to questions and
paying attention to the teacher's explanation. The Gimkit quiz was then conducted in groups,
with one device used at each desk to address the previous technical constraints.

The quiz proceeded more smoothly and effectively because students had become more
familiar with Gimkit. Backup internet connections, including a hotspot and portable Wi-Fi,
helped address connectivity problems. Students appeared more enthusiastic, participated
actively in discussion, and collaborated to answer questions. The classroom environment
became more lively and interactive. During the closing activity, the teacher and students
reflected on the lesson, summarized the material, and provided reinforcement and motivation.
Overall, Cycle Il was implemented more effectively than Cycle I.

Observation results for Cycle Il indicated a substantial increase in student engagement.
Student activity increased to 85%, compared with 62.5% in Cycle |. Students appeared more
focused, active, and engaged in learning. Questionnaire results also indicated an increase in
learning interest from 56.81% to 81.3%, suggesting that Gimkit attracted students' attention
and increased their interest. Students were also more motivated by the game and competition
elements and perceived the learning process as more engaging and easier to understand.

Teacher activity in managing instruction also improved. Overall, Game-Based Learning using
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Gimkit increased students' learning interest and made instruction more interactive and
effective.

Reflection on Cycle Il indicated that Game-Based Learning using Gimkit was more
effective in increasing students' learning interest than Cycle |, as reflected in observation
results, questionnaire responses, and student feedback. Students became more active,
focused, and enthusiastic because the learning process was more engaging and enjoyable
through game elements. Learning-interest scores increased from 56.81% in the pre-cycle to
81.3%, while observed student activity increased from 55% to 85%. Students also reported
being more motivated and supported in understanding the material through quizzes and group
discussions. Although the study was not continued to another cycle because of limited time
before final examinations, the findings indicate that Gimkit can create more interactive learning,
increase student activity, and positively affect student engagement in history education.

The changes in Cycle Il indicate that the success of digital media depends not only on
application features but also on instructional design. Grouping students with one device at
each desk reduced access barriers while creating opportunities for peer interaction. Backup
internet connectivity reduced time lost because of connection problems. These improvements
demonstrate the practical function of reflection in classroom action research: data from the first
cycle were used to modify conditions in the subsequent cycle. Thus, the intervention did not
simply repeat use of the same medium but evolved into a strategy better suited to the
classroom context.

This study was conducted in Class X-l at SMA Negeri 1 Sewon through two cycles
preceded by a pre-cycle in which students' learning interest was low because of limited focus
and participation and less engaging instructional methods. Game-Based Learning using Gimkit
was implemented to address these conditions. Improvement was visible in Cycle | despite
internet and student-adaptation problems. After improvements in Cycle I, including better
instructional management and group device use, student interest and activity increased
substantially, reaching 85%.

Compared with the initial condition, the improvement also reflected a qualitative change
in classroom interaction. During the pre-cycle, students were primarily recipients of
information, and some displayed inattentive behavior, used mobile devices, talked with peers,
or appeared sleepy. After the game was introduced, answering questions and discussion
became more visible. In Cycle Il, group work required students not only to pursue individual
scores but also to communicate with peers to determine answers. This was one reason why
observed activity increased more in Cycle Il than in Cycle I. Nevertheless, this improvement
cannot be separated from the enhanced classroom management and technical preparation
undertaken by the researcher.

Game-Based Learning using Gimkit offers several advantages for history instruction.

Gimkit makes learning more enjoyable and less monotonous, enabling students to become
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more focused, enthusiastic, and active. All students can participate because they are directly
involved in the game, while scoring and competition provide additional motivation. Gimkit also
helps teachers evaluate students' understanding more quickly and easily.

The findings are consistent with Aoliyah (2023), who identified Game-Based Learning as
an alternative for increasing interest in history learning. They also correspond with Agustina et
al. (2024), who found that the use of Gimkit can support more engaging learning experiences.
Meanwhile, the problems of monotonous instruction and the dominance of traditional
approaches identified in this study reinforce concerns raised by Lestari et al. (2024), Maulani
(2023), and Muhtarom (2023) regarding the importance of instructional variation and student
engagement. The primary contribution of the present study lies in implementing the medium
as an action-research intervention through successive cycles, allowing changes in instructional
design to be observed progressively.

Despite these benefits, Game-Based Learning using Gimkit still presents several
challenges, including unstable internet connectivity and limited student devices that can hinder
access. In addition, instruction scheduled during the final period of the school day caused
some students to lose focus and become tired, while some students remained passive and
lacked confidence. These challenges were addressed through group device use, provision of
backup internet connections, improved time management, and motivational support.

The study produced two indicators that moved in the same direction. Questionnaire-
based learning interest increased from 56.81% to 81.3%, whereas observed activity increased
from 55% to 85%. The difference between these figures is reasonable because the two
measures assess different dimensions. The questionnaire represents students' responses
concerning learning interest, whereas observation assesses engagement during instruction.
The two measures can therefore be interpreted as complementary evidence that the
intervention produced positive change. However, these findings do not mean that all problems
in history learning were resolved. The study involved only one class and two cycles; therefore,
the findings are better understood as evidence of successful intervention in Class X-I rather
than as generalizable conclusions for all secondary students.

This study has several limitations. During the intervention, technical problems remained,
particularly unstable internet connectivity and difficulty accessing Gimkit on some student
devices. These issues reduced instructional efficiency and slightly disrupted the learning
process. In addition, the study was conducted in only one class, X-I at SMA Negeri 1 Sewon,
so the findings may not generalize to other classes or schools with different conditions. Some
students also used devices with inadequate specifications, preventing Gimkit from operating
optimally. Nevertheless, this problem was addressed in the subsequent cycle through group

device use.

Conclusion
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Based on the findings, Game-Based Learning using Gimkit increased students’ interest
in history learning in Class X-I at SMA Negeri 1 Sewon. This improvement was evident in
observation and questionnaire results. The learning-interest and activity measures increased
across the intervention, with observed activity rising from 55% in the pre-cycle to 62.5% in
Cycle I and 85% in Cycle Il. The approach also created a more engaging learning environment,
increased student activity and engagement, and supported the evaluation of learning.
However, several challenges remained, including internet connectivity problems, limited
devices, students' limited experience with the medium, a tendency to focus on scores, and

decreased concentration because of the instructional schedule.
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