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Abstract: This study aims to (1) determine the effect of Gimkit media as a gamification
assessment tool in PAI learning on student learning outcomes and (2) determine the difference
in student learning outcomes between Gimkit media and Google Forms media. The research
method used was a quasi-experimental nonequivalent group design. The sample consisted of
an experimental class and a control class of 35 students each at As-Syafi'iyah 01 Islamic High
School in Jakarta. Data were collected through pre-test and post-test questions and analysed
using descriptive test, normality test, homogeneity test, paired sample t-test and independent
sample t-test. The results showed that there was an effect of Gimkit media in improving
students' learning outcomes significantly with a value of 0.000 <0.05 and the average
difference in learning outcomes between Gimkit and Google Forms media with a value of 85.71
and 76.86. Based on these findings, it can be concluded that Gimkit media has an effect on
improving student learning outcomes and Gimkit can be used as a medium to improve the
quality of PAI learning. This research adds to the literature on the effectiveness of gamification
in education and opens up opportunities for further research in other subjects or in different
learning contexts.

Keywords: Gimkit, Student Learning QOutcomes, Islamic Religious Education, Learning
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INTRODUCTION

In the current digital era, technology is increasingly integrated into the world of
education, allowing learning to be more interesting and effective [1], [2]. A widely used
technology is gamification platforms such as Gimkit. Gimkit is a game-based tool designed
to increase student interaction and participation in the classroom [3]. Student participation in
learning is an important factor affecting learning outcomes, as learning involves the process
of receiving information through participation in discussions, group activities, and assessment
[4]. Gimkit as gamification med ia not only serves as a learning a id but can also be used as an
interactive assessment tool [S]. In the context of Islamic religious education, this gamified
media allows teachers to assess students learning outcomes and understanding in a more
innovative and fun way [6]. Through a game-based approach, Gimkit makes the learning
assessment process more engaging, motivating students to actively participate [7]. This
approach gives teachers the opportunity to create a more interactive learning environment
while improving students understanding of Islamic religious education content [8].

Student learning outcomes are influenced by internal factors such as intellectual ability
and motivation, but also by external factors such as the use of learning media_[9]. Engaging
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and effective learning media plays an important role in improving student understanding and
learning outcomes [10]. One innovation that supports this is Gimkit, a gamification-based
media that incorporates game elements such as points, challenges and rewards [11]. This
approach is in line with stating that game elements can increase students enthus iasm and
motivation in the learning process [12]. In this case, Islamic religious education plays a
strategic role in the formation of students' moral and spiritual values, especially in Islamic
schools [13]. Through Islamic Religious Education (PAI), students are not only taught to
understand religious teachings conceptually, but are also expected to be able to apply Islamic
values in everyday life [14]. One of the challenges for teachers is maximizing student learning
outcomes in the learning assessment process [15]. Platforms such as Gimkit offer an approach
that turns learning into a competitive yet fun activity, helping students understand the material
more deeply and improving learning outcomes [16].

Despite modern advances, there are still many teachers who have not used gamification
platforms as learning assessment tools [17]. Instead, most teachers tend to use Google Forms
and workbooks only as a means to collect responses or conduct quick assessments, without
paying attention to the interactive aspects that enhance students' learning experience [18]. As
a result, students are often less motivated to actively participate because Google Forms and
worksheet books do not offer dynamic and interactive features that engage students [19].
Therefore, teachers should consider alternatives or combine the use of Google Forms or
worksheets with platforms that integrate gamification elements. This approach makes learning
assessment more engaging and effective, thus improving student learning outcomes [20]. This
raises an important question: Does Gimkit as a gamification medium affect student learning
outcomes in PAI learning, and are there differences in student learning outcomes between
using Gimkit and Google Forms? [21]. There are several studies conducted on the Gimkit
gamification platform. One of them is which found that the use of Gimkit has a significant
effect on student learning outcomes in terms of appreciation of literary material in Grade 5 at
SDN 2 Sukapura [22]. Another study investigated a workshop on the application of Gimkit for
formative assessment in online game mode. Reflection and evaluation results showed that the
workshop greatly helped teachers and students find ways to develop more convenient
assessments in the classroom [23]. A separate study on the training of secondary school
teachers in the use of Gimkit as a game-based learning medium showed that the training met
the needs of the participants. The learning materials were presented clearly and proved helpful
in improving their understanding of game-based learning media [24]. In addition, research on
gamification-based learning using the Gimkit platform shows that the platform is effective in
improving student learning outcomes [25].

Previous research shows that Gimkit is effective in improving student learning outcomes
and providing quick feedback, but it has not been explored in depth, especially in the context
of Islamic Religious Education (PAI). There is a gap in the existing research. Most previous
studies have focused on the use of Gimkit in general subjects within secular schools and have
not specifically compared student learning outcomes when using Gimkit and other media.
Therefore, further research is needed to fill this gap by considering relevant factors. The
application of gamified media such as Gimkit in learning assessments not only improves
student learning outcomes but also instills spiritual values in the younger generation,
strengthens students' understanding, and increases enthusiasm for PAI materials. Based on the
literature review conducted, no research has been found that specifically discusses the impact
of using Gimkit in PAI learning on student learning outcomes or the differences when
compared with other media such as Google Forms. Therefore, this study aims to determine the
effect of Gimkit as a gamification medium in PAI learning on student learning outcomes and
to compare the average learning outcomes of students using Gimkit and Google Forms. The
purpose of this study is to: (1) determine the impact of using Gimkit as a learning assessment
tool in PAI on student learning outcomes; and (2) identify the differences in student learning
outcomes between the use of Gimkit and Google Forms as assessment media.
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LITERATURE REVIEW

The integration of gamification in education has been widely acknowledged as an effective
strategy to increase student motivation, engagement, and academic performance. Gamification
refers to the use of game elements such as points, leaderboards, badges, and challenges in non-
game contexts, particularly learning environments. By turning traditional instructional
activities into game-like experiences, gamification can enhance learners' intrinsic motivation
and foster active participation in the learning process [26]. Among various gamification tools,
Gimkit has emerged as a powerful platform that allows educators to create interactive quizzes
and assessments with real-time feedback and competitive features [27]. Gimkit offers multiple
game modes that encourage student collaboration and competitiveness, while also enabling
teachers to monitor performance and progress effectively. Several studies have highlighted the
effectiveness of Gimkit in improving students' understanding and retention of learning
material, especially in language learning, science, and mathematics classrooms [28].

However, despite its growing popularity, the use of gamification platforms such as Gimkit
in Islamic Religious Education (PAI) remains relatively underexplored. PAI is a subject that
not only imparts knowledge of Islamic teachings but also aims to cultivate spiritual values and
moral character among students [22]. Traditional teaching methods in PAI often dominated by
lectures, rote memorization, and written assignments may not sufficiently engage students in
the learning process. In this context, gamified learning media such as Gimkit may serve as a
promising alternative to make PAI instruction more interactive, meaningful, and enjoyable
[23]. Prior research on gamified learning in religious education is limited, and studies
comparing the effectiveness of Gimkit with conventional assessment tools such as Google
Forms are scarce [29]. Moreover, there is a noticeable gap in the literature regarding the impact
of gamification on spiritual learning outcomes, which are central to PAI. According to
Sulistiani et al. (2023), incorporating digital platforms that integrate game elements into
religious instruction can help students internalize Islamic values while enhancing their
academic performance [16]. Therefore, this study seeks to bridge the gap in existing literature
by examining the effect of Gimkit as a gamification medium in the context of PAI learning.
Specifically, it investigates whether Gimkit significantly influences student learning outcomes
and how it compares to other media such as Google Forms [6]. Through this inquiry, the study
aims to provide empirical evidence on the potential of gamified digital platforms to support
religious education in a modern and engaging way [4].

METHODOLOGY

This study employed a quantitative approach with a quasi-experimental nonequivalent
control group design. The purpose of this study was to determine the effect of Gimkit media
on learning outcomes in Islamic Religious Education (PAI) and the differences compared to
Google Forms media. The population of this study consisted of 175 Grade XI students at As-
Syafi'iyah 01 Islamic Senior High School Jakarta. The sample included 70 students, with Class
X1.2 serving as the experimental group using Gimkit media as the treatment, and Class XI.3
as the control group using Google Forms media without any treatment, each consisting of 30
students. Data collection was carried out through the administration of pre-tests and post-tests
consisting of 20 questions designed to measure variables related to the use of Gimkit media
and student learning outcomes in PAI. The assessment focused on Chapter 3 material titled
"Avoiding Student Fights, Liquor, and Drugs"”. This research instrument has been tested for
validity and reliability. The validity test was conducted using Pearson's product-moment
correlation with a significance level of 0.05 (5%). Based on the results, 12 out of 20 questions
on the pretest and posttest were found valid for the Gimkit media variables and student learning
outcomes. Furthermore, the reliability test was carried out using the Kuder-Richardson-20
formula, which resulted in a value of 0.731 with a significance level of 0.7, indicating that the
pretest and posttest questions can be considered reliable. Therefore, the researchers analyzed
the data through descriptive analysis, normality test, homogeneity test, paired sample t-test,
and independent sample t-test.
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RESULTS

Desciptive Analysis

Descriptive analysis can be used to describe and analyze survey data such as total, maximum,
minimum, and average values. The pretest and posttest results in the control and experimental groups
are as follows.

Table 1. Descriptive Analysis Results

Descriptive Statistics
N Minimum Maximum Mean  Std. Deviation

Pre-Test Experiment 35 58 81 68,17 6,266
Post-Test Experiment 35 80 92 85,71 3,400
Pre-Test Control 35 55 76 64,69 6,187
Post-Test Control 35 67 89 76,86 4,778
Valid N (listwise) 35

As shown in the following table, the results of the descriptive analysis using SPSS version 26 indicate
that there are two classes, namely the experimental class and the control class, each consisting of 35
students. Each class has minimum, maximum, and median values. The minimum and maximum scores
for the Experimental Pre-Test were 58 and 81, respectively, while for the Experimental Post-Test, they
were 80 and 92. For the Control Pre-Test, the scores ranged from 55 to 76, and for the Control Post-
Test, from 67 to 89. Furthermore, the average scores were as follows: Experimental Pre-Test (68.17),
Experimental Post-Test (85.71), Control Pre-Test (64.69), and Control Post-Test (76.86).

Normality Test

The normality test is conducted to determine whether the research results are normally
distributed.

Table 2. Normality Test Results

Test of Normality
Kolmogorov-Smirnov® Shapiro Wilk
Class Statistic | df Sig. | Statistic df Sig.

Pre-Test Experiment | 14| 35 | o077 | 932 | 35 | 032

Gimkit ’
Student PostTest 1 120 | 35 | 2000 | 953 | 35 | 136
. Experiment Gimkit
Learning

Outcomes | Tre-TestControl 1651 35 1 200r | 958 | 35 | 194
Google Forms
Post-Test Control

Google Forms

,172 35 ,010 952 35 ,134

Based on the previous findings, it can be concluded that the research data is normally
distributed. This is because all the data from the Kolmogorov-Smirnov and Shapiro-Wilk tests
show a significance value (Sig.) greater than 0.05. The data is taken from the previous table
for both the experimental and control groups. The pretest and posttest significance values for
the experimental class are 0.077 and 0.200, respectively, both of which are greater than 0.05.
The pretest and posttest significance values for the control class are 0.200 and 0.010. Although
the posttest value is less than 0.05, the pretest meets the normality requirement. In general, a
significance value (Sig.) greater than 0.05 indicates that the data is normally distributed,
whereas a value less than 0.05 suggests the data is not normally distributed. The findings from
both the experimental and control classes indicate that the data distribution is generally normal,
in accordance with the results of the normality test. Since the research data is normally
distributed, it can be analyzed using parametric statistics (paired sample t-test and independent
sample t-test).
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Homogeneity Test

To determine whether the variance of a population is equal, a homogeneity test is conducted.
This test is performed using ANOVA and the t-test. If the data groups are normally distributed,
the homogeneity test can be appropriately carried out. The assessment of homogeneity is based
on predetermined significance standards. If the significance value is less than 0.05 (< 0.05),
the sample is considered non-homogeneous; conversely, if it is greater than 0.05 (> 0.05), the
sample is considered homogeneous.

Table 3. Homogeneity Test Results

Test of Homogeneity of Variance

Levene .
Statistic dfl df2 Sig.
Based on Mean 1,510 1 68 ,223
Student Based on Median 1,483 1 68 ,227
Learning Based on Median and
Outcomes with adjusted df 1,483 ! 36,795 | ,228
Based on trimmed mean 1,490 1 68 ,226

Table 4. Anova Test Results

ANOVA

Sum of Squares| df | Mean Square F Sig.
Between Groups 1372,857 1 1372,857 79,829 | ,000
Within Groups 1169,429 68 17,197
Total 2542286 69

Since the significance value of the homogeneity test using Levene's Test is 0.223, which is
greater than 0.05, the findings indicate that the data for both the experimental and control
classes is homogeneous. Based on this, it can be concluded that the posttest data for the
experimental and control classes meet the homogeneity assumption. In the ANOVA test, the
significance value (Sig.) is 0.000, which is less than 0.05, indicating a significant difference in
values between the experimental and control groups. This suggests that the media used Gimkit
for the experimental group and Google Forms for the control group had a different impact on
students' learning outcomes. Although not all assumptions are met absolutely, one of the key
requirements for conducting the independent sample t-test has been fulfilled. The researcher
then proceeded to test the hypothesis using a paired t-test, also known as the paired-samples t-
test.

Paired Sample t-Test

Once the results of the normality test have been obtained, the next step is to conduct a
parametric test, specifically the paired sample t-test. The paired sample t-test is applied when
the calculated t-value is greater than the critical value from the t-table, indicating that the results
are not significantly influenced by pre- and post-test conditions. However, if the calculated t-
value is smaller than the t-table value, it indicates a significant influence between the pre-test
and post-test results.

Table 5. Paired Sample t Test Results

Paired Samples Test

Paired Differences
Std. Std. | 95% Confidence Sig.
Mean | Devia | Error Interval of the t df (2-
tion | Mean Difference tailed)
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Lower

Upper

Pair 1

Pre-Test
Experiment
- Post-Test
Experiment

-17,543

7,314

1,236

-20,055

-15,031

-14,190

34

,000

Pair 2

Pre-Test
Control -
Post-Test
Control

-12,171

4,878

,825

-13,847

-10,496

-14,762

34

,000

i.  The output for Pair 1 shows a Sig. (2-tailed) value of 0.000 < 0.05, indicating a
significant difference in student learning outcomes between the pretest and posttest
in the experimental class.

ii.  Similarly, the Sig. (2-tailed) value for Pair 2 is also 0.000 < 0.05, which indicates a
significant difference in student learning outcomes between the pretest and posttest

in the control class.

Based on the table above, the significance values from the paired sample t-test (2-tailed) of
0.000 < 0.05 confirm that there is a significant difference between the pretest and posttest
results in both the experimental and control classes.

Table 6. Paired Samples Statistics

Paired Samples Statistics

Mean N Std. Deviation Std. Error
Mean
Pair 1 Pre-Test Experiment 68,17 35 6,266 1,059
Post-Test Experiment 85,71 35 3,400 ,575
Pair 2 Pre-Test Control 64,69 35 6,187 1,046
Post-Test Control 76,86 35 4,778 ,808

Based on the results of Pair 1, it can be concluded that the use of Gimkit media has a positive
effect on students’ learning outcomes in Islamic Religious Education, particularly in Chapter
3: “Avoiding Student Fights, Alcohol, and Drugs”.

Independent Sample t-Test

The independent sample t-test is used to determine the effect of learning media using Gimkit
on students’ learning outcomes, with a significance level set at Sig. < 0.05.

Table 7. Independent Sample t Test Results

Independent Samples Test

Levene's Test for

Equality of t-test for Equality of Means
Variances
. Mean 95% Confidence Interval of
F Sig. t df Slg' (2- Difterenc st' Error the Difference
tailed) Difference
e Lower Upper
Equal
variances | 1,510 | ,223 | 8,935 68 ,000 8,857 ,991 6,879 10,835
Student
. assumed
Learning
Outcomes Ll
variances not 8,935 | 61,408 | ,000 8,857 ,991 6,875 10,839
assumed
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The significance value obtained from the previous findings indicates that the average
student learning outcomes using Google Forms and Gimkit media show a two-tailed difference
of 0.000 < 0.05.

Table 8. Group Statistics

Group Statistics

Std. Std. Error

Class B Mean Deviation Mean

Student | ostTestExperiment |55 | g5 5) | 3 400 575
Learning Gimkit

Outcomes | Lost-TestControl 0|0 g0 | 4 77g 808
Google Forms

The averages above indicate that learning media based on Gimkit yields better results in
student learning compared to Google Forms media, with average scores of 85.71 and 76.86,
respectively. In addition, observational findings reveal that Gimkit-based learning provides
notable benefits for students by enhancing their motivation and enthusiasm. Teachers also
expressed a desire to improve their technological skills in Islamic Education learning by
seeking guidance on how to use Gimkit media effectively.

DISCUSSIONS

Based on the results of data analysis, it can be concluded that the use of Gimkit media in
Islamic Religious Education has a positive impact on students' learning outcomes. The findings
indicate a significant difference between the pre-test and post-test scores of the experimental
class, demonstrating that the use of Gimkit media can significantly improve learning outcomes.
This is further supported by the results of the paired sample t-test, which show a significance
value below 0.05 and confirm a clear difference between the pre-test and post-test scores of
both the experimental and control classes. These findings align with previous research
indicating that gamification-based media such as Gimkit can enhance learning outcomes and
increase student motivation. For instance, Ramadhan (2024) explained that gamification
elements make learning more engaging and boost student enthusiasm [30]. This study also
reveals that Gimkit is more effective than conventional media such as Google Forms, which
primarily functions as a response collection tool without dynamic interaction.

Google Forms often functions merely as a tool to collect responses without facilitating
dynamic interaction. Furthermore, other research provides empirical evidence that the use of
gamified media not only enhances learning outcomes but also positively influences students’
motivation and enthusiasm for learning. Observations during this study revealed that students
were more motivated to engage in learning sessions that incorporated gamification elements.
This finding is consistent with previous studies, which have shown that gamification can
significantly improve both learning outcomes and student motivation [31]. Therefore, Gimkit
gamified media presents a more effective alternative for Islamic Religious Education, as it not
only improves students’ academic performance but also increases their motivation and
willingness to participate more actively in the learning process. This study also underscores
the critical role of teachers in adapting relevant educational technologies and media to enhance
classroom learning effectiveness. As a recommendation, educators should consider integrating
more gamification-based media into the instructional process to improve students’ learning
outcomes, motivation, and enthusiasm in the future.

This study presents several key novelties. First, it is among the earliest studies to examine
the effectiveness of the gamification platform Gimkit in Islamic Religious Education (PAI), an
area where existing literature remains limited and primarily focuses on science and language
subjects. Second, this research compares Gimkit with conventional assessment media such as
Google Forms, providing empirical evidence on their significant differences in enhancing
students’ learning outcomes and motivation. Third, the study not only measures cognitive
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aspects (learning outcomes) but also offers observational findings on how Gimkit influences
students’ enthusiasm and spiritual motivation, addressing a research gap regarding the impact
of gamified media on value- and morality-oriented learning. This novelty supports the
development of PAI teaching methods that are more modern, interactive, and relevant to the
needs of the digital generation.

CONCLUSION

Data analysis revealed that the use of Gimkit media had a significant impact and produced
higher scores compared to Google Forms. The experimental class achieved an average score
of 85.71, while the control class scored 76.86. This demonstrates that the implementation of
Gimkit as a learning tool is effective in enhancing student learning outcomes. These findings
offer a new contribution to the literature regarding the application of gamification in Islamic
faith-based education—an area that has been relatively underexplored in previous research.
The study provides further evidence that innovative technologies such as Gimkit not only
improve academic performance but also increase student motivation and enthusiasm,
ultimately having a positive effect on learning outcomes. Moreover, this research advances the
field by integrating gamification elements into Islamic education, adding value to traditional
assessment approaches and deepening our understanding of the effectiveness of technology in
spiritual values-based instruction. The findings of this study suggest that Gimkit media can
serve as an innovative teaching strategy to enrich students’ learning experiences, particularly
in Islamic value-based subjects such as Islamic Education. This research also opens up avenues
for further exploration, including testing the effectiveness of Gimkit at different educational
levels, across various subjects, or within more diverse educational settings. Future studies are
recommended to examine in greater depth the impact of Gimkit on various aspects of learning,
such as enhancing critical thinking skills or fostering character development among students.

Acknowledgements

I sincerely appreciate everyone who contributed to the completion of this research, including
the anonymous reviewers whose valuable feedback greatly improved this paper.
Author Contribution

All authors made equal contributions to this publication, have reviewed and approved the
final version, and declare that there are no conflicts of interest.
Conlflicts of Interest

All authors declare that they have no conflicts of interest.

REFERENCES

[1]  H. Haryani, S. M. Wahid, A. Fitriani, and M. faris Ariq, “Analisa Peluang
Penerapan Teknologi Blockchain dan Gamifikasi pada Pendidikan,” J.
MENTARI Manajemen, Pendidik. dan Teknol. Inf., vol. 1, no. 2, pp. 163—
174, 2023, doi: https://doi.org/10.33050/mentari.v1i2.250

[2]  Sholihul Anwar, Rahmat Setiawan, Sukisno, and Abdulrohim E-sor,
“NAVIGATING CHANGES IN THE DIGITAL LEARNING
ENVIRONMENT FOR ISLAMIC EDUCATION LEADERSHIP,” J.
Pedagog., vol. 18, no. 1, pp. 09—18, Apr. 2025, doi:
https://doi.org/10.63889/pedagogy.v18i1.249.

[3] N. Lutfiani, P. A. Sunarya, S. Millah, and S. Aulia Anjani, “Penerapan
Gamifikasi Blockchain dalam Pendidikan iLearning,” Technomedia J., vol.

ISSN (Print): 1979-5351; ISSN (Online): 2723-1879


https://doi.org/10.33050/mentari.v1i2.250
https://doi.org/10.63889/pedagogy.v18i1.249

Jurnal Pedagogy
Vol.02, No.02, 2025, pp. 98-108

[4]

[3]

[6]

[7]

[8]

[9]

[10]

[11]

[12]

[13]

[14]

[15]

[16]

7, no. 3, pp. 399407, 2023, doi: 10.33050/tm;.v713.1958.

I. Aldalur and A. Perez, “Gamification and discovery learning: Motivating
and involving students in the learning process,” Heliyon, vol. 9, no. 1, p.
13135, 2023, doi: https://doi.org/10.1016/j.heliyon.2023.e13135.

P. Shenoy and T. Kumar, “A Platform for Model-based Learning and
Gamification in Design Education,” Procedia CIRP, vol. 128, pp. 7-12,
2024, doi: https://doi.org/10.1016/j.procir.2024.06.003.

Y. Xiao and K. F. Hew, “Personalized gamification versus one-size-fits-all
gamification in fully online learning: Effects on student motivational,
behavioral and cognitive outcomes,” Learn. Individ. Differ., vol. 113, pp.
102470, 2024, doi: https://doi.org/10.1016/j.1indif.2024.102470.

Z.Ma and W. Li, “Design of online teaching interaction mode for
vocational education based on gamified-learning,” Entertain. Comput., vol.
50, pp. 100-647, 2024, doi: https://doi.org/10.1016/j.entcom.2024.100647.

B. Nguyen-Viet and B. Nguyen-Viet, “The synergy of immersion and basic
psychological needs satisfaction: Exploring gamification’s impact on
student engagement and learning outcomes,” Acta Psychol. (Amst)., vol.
252, p. 104660, 2025, doi: https://doi.org/10.1016/].actpsy.2024.104660.

M. Feldee and I. Faresi, “Unlocking Gimkit’s Capabilities for Language
Classroom,” JELE (Journal English Lang. Educ., vol. 8, no. 2, pp. 1-6,
2022.

L. Edwards, “Gimkit: How to Use It for Teaching,” Teach&Learn,
Indonesia, Sep. 2023.

T. Levia, A. Azis, suci aulia Safitri, and M. Kamal, “Pengembangan Media
Asesmen Formatif Berbasis Gimkit Dengan Model Four-D Untuk
Meningkatkan Partisipasi Siswa Pada Materi Mukjizat Di Mts Darul Amin
Kota Palangka Raya,” ADIBA J. Educ., vol. 4, no. 4, pp. 752763, 2024.

R. Septyana, S. F. Nuzula, and Y. Gusanti, ‘“Peningkatan Asesmen Formatif
Melalui Pemanfaatan Media Gamifikasi Gimkit Terhadap Hasil Belajar
Peserta Didik Smpn 24 Malang,” J. Integr. dan Harmon. Inov. llmu-Ilmu
Sos., vol. 4, no. 4, p. 7, 2024, doi: https://doi.org/10.17977/um063v4i4p7.

A. A. Sandhy and M. A. Rahmanto, “Peranan OSIS Dalam Penguatan
Akhlakul Karimah Siswa di MA Manaratul Islam Jakarta Selatan,” J.
Educ., vol. 6, no. 3, pp. 1701017019, 2024, doi: 10.31004.

M. F. Nabila and M. A. Rahmanto, “Strategi Pembelajaran Anak
Tunarungu dalam Menghafal Al-Qur’an di Pesantren Tahfidz Difabel
Baznas (BAZIS) Jakarta Selatan,” Islamika, vol. 6, no. 2, pp. 597-610,
2024, doi: 10.36088/islamika.v6i2.4603.

Sabrina septi Wulandari, Supriyono, miza rahmatika Aini, and D.
Fadhilawati, “The Efficacy Of Gimkit To Increase Student’s Reading
Achievement Of Hortatory Exposition Text At Sman 1 Sutojayan,” JOSAR
(Journal Students Acad. Res., vol. 9, no. 1, pp. 174-193, 2024.

H. Sulistiani ef al., “Workshop Teknologi Metaverse Sebagai Media
Pembelajaran,” J. Soc. Sci. Technol. Community Serv., vol. 4, no. 1, pp. 74—

ISSN (Print): 1979-5351; ISSN (Online): 2723-1879


https://www.cell.com/action/showPdf?pii=S2405-8440%2823%2900342-0
https://www.cell.com/action/showPdf?pii=S2405-8440%2823%2900342-0
https://doi.org/10.1016/j.procir.2024.06.003
https://doi.org/10.1016/j.lindif.2024.102470
https://doi.org/10.1016/j.entcom.2024.100647
https://doi.org/10.1016/j.actpsy.2024.104660
https://doi.org/10.17977/um063v4i4p7
https://doi.org/10.36088/islamika.v6i2.4603

Jurnal Pedagogy
Vol.02, No.02, 2025, pp. 98-108

[17]

[18]

[19]

[20]

[21]

[22]

[23]

[24]

[25]

[26]

[27]

79, 2023.

D. pungki Saptarini, “Pengembangan Asesmen Sumatif Berbasis Gimkit
Pada Akhir Lingkup Materi Ketentuan Pernikahan Dalam Islam Mata
Pelajaran Pendidikan Agama Islam Dan Budi Pekerti Kelas XI SMAn
Kalitidu,” Skripsi, vol. 7, no. 2, pp. 1-13, 2024.

Y. Zhang et al., “Experimental study on quantitative characterization of
cavitation internal structure based on the distribution of void fraction in
pressure relief valveZhang, Y., Li, B., Liu, X., Kiong, N. S., Wu, S., Ma,
X., & Han, R. (2024). Experimental study on quant,” Measurement, vol.
230, p. 114510, 2024, doi:
https://doi.org/10.1016/j.measurement.2024.114510.

S. Febiyani, “Pengaruh Media Evaluasi Berbasis Gimkit Terhadap Hasil
Belajar Siswa Pada Mata Pelajaran Ppkn,” Skripsi, pp. 1-94, 2023.

M. F. Shahzad, S. Xu, W. M. Lim, X. Yang, and Q. R. Khan, “Artificial
intelligence and social media on academic performance and mental well-
being: Student perceptions of positive impact in the age of smart learning,”
Heliyon, vol. 10, no. 8, p. €29523, 2024, doi:
https://doi.org/10.1016/j.heliyon.2024.e29523.

H. H. ar Rosyid and S. Wonorahardjo, “Inovasi Pembelajaran IPS :
Pengembangan Gimkit Pada Materi Hindu Budha Kelas Vii,” J. Innov.
Teach. Prof., vol. 3, no. 1, 2025, doi:
https://doi.org/10.17977/um084v3i112025p203-210.

R. Yustikadewi and E. R. Saputra, “The Effect of Using Gimkit on the
Learning Outcomes of Literature Appreciation of Grade V Elementary
School Students,” Didakt. J. Pendidik. Sekol. Dasar, vol. 4, no. 1, pp. 59—
69, 2024, doi: https://doi.org/10.21831/didaktika.v7i1.70872.

S. Rohimat, Solfarina, Samsiah, fajar izza Ramdhani, R. Fitri, and N.
Aliyah, “Workshop Pengenalan Gimkit untuk Asesmen Formatif Mode
Game Online,” J. Nusant. Berbakti, vol. 1, no. 4, pp. 221-229, 2023, doi:
https://doi.org/10.59024/jnb.v1i4.266.

A. C. Pratiwi, F. Daud, A. M. Taiyeb, Ismail, M. Junda, and N. 1. Marzuki,
“Pelatihan Pemanfaatan Gimkit sebagai Media Pembelajaran Berbasis
Game Bagi Guru Sekolah Menengah,” J. Hasil-Hasil Pengabdi. dan
Pemberdaya. Masy., vol. 3, no. 1, pp. 72-76, 2024, doi:
https://doi.org/10.35580/jhp2m.v3il.2346

T. H. Agustina, E. Rienovita, and M. Emilzoli, “Pembelajaran Berbasis
Gamifikasi : Pemanfaatan Platform Gimkit untuk Meningkatkan Hasil
Belajar Siswa,” J. Pendidik. dan Pembelajaran Indones., vol. 4, pp. 1475—
1484, 2024, doi:https://doi.org/10.53299/ippi.v4i4.766

B. Alfi and L. Lismawati, “Assessing Student Engagement in Qurdis
Subject Using Wordwall,” Halaga Islam. Educ. J., vol. 8, no. 1, pp. 8-25,
2024, doi: https://doi.org/10.21070/halaga.v8i1.1672.

I. T. M. Pratiwi and R. 1. Meilani, “Peran Media Pembelajaran Dalam
Meningkatkan Prestasi Belajar Siswa,” J. Pendidik. Manaj. Perkantoran,
vol. 3, no. 2, p. 33, 2018, doi: 10.17509/jpm.v3i2.11762.

ISSN (Print): 1979-5351; ISSN (Online): 2723-1879


https://doi.org/10.1016/j.measurement.2024.114510
https://www.cell.com/heliyon/fulltext/S2405-8440(24)05554-3?uuid=uuid%3Abb030ea6-6866-4e48-b3c0-ee19d0667945
https://www.cell.com/heliyon/fulltext/S2405-8440(24)05554-3?uuid=uuid%3Abb030ea6-6866-4e48-b3c0-ee19d0667945
https://www.cell.com/heliyon/fulltext/S2405-8440(24)05554-3?uuid=uuid%3Abb030ea6-6866-4e48-b3c0-ee19d0667945
https://doi.org/10.17977/um084v3i12025p203-210
https://doi.org/10.21831/didaktika.v7i1.70872
https://doi.org/10.59024/jnb.v1i4.266
https://doi.org/10.35580/jhp2m.v3i1.2346
https://doi.org/10.53299/jppi.v4i4.766
https://doi.org/10.21070/halaqa.v8i1.1672
https://ejournal.upi.edu/index.php/jpmanper/article/view/11762/7060
https://ejournal.upi.edu/index.php/jpmanper/article/view/11762/7060

Jurnal Pedagogy
Vol.02, No.02, 2025, pp. 98-108

[28]

[29]

[30]

[31]

G. Avsar, C. Ozan, and E. Aydin, “The effect of reinforcement using the
Gimkit game on learning the subject in nursing students,” Nurse Educ.
Pract., vol. 68, no. November 2022, pp. 1-4, 2023, doi:
https://doi.org/10.1016/j.nepr.2023.103595.

S. Wahjusaputri, M. A. Rahmanto, S. Suciani, and S. Kustantini,
“Implementation of the 8+i link and match vocational school program,” J.
Educ. Learn., vol. 18, no. 1, pp. 72-78, 2024, doi:
10.11591/edulearn.v18i1.20829.

M. R. Ramadhan, “Pengaruh Penggunaan Model Pembelajaran ECIRR
Berbantuan Media Gimkit Terhadap Hasil Belajar IPAS Siswa Kelas 4 di
SDN Sobrah Wungu Madiun,” Semin. Nas. Sos. Sains, Pendidikan, Hum.,
vol. 3, no. 3, pp. 604—609, 2024.

C. N. Aini, R. N. Rahayu, R. N. Maulita, and R. V. Kusuma, “Implementasi
Gimkit Sebagai Media Pembelajaran Matematika Materi Bangun Datar
Dalam Meningkatkan Minat Belajar Siswa Kelas VII SMP Negeri 6
Tuban,” Cendekia Pendidik., vol. 5, no. 9, pp. 50-54, 2024.

ISSN (Print): 1979-5351; ISSN (Online): 2723-1879


https://doi.org/10.1016/j.nepr.2023.103595
https://eric.ed.gov/?id=EJ1430369

