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Abstract

This study examines the effectiveness of integrating the Blooket game with a deep learning pedagogical
approach in improving sixth-grade elementary school students’ history learning outcomes, particularly on the
topic of Indonesian Historical Events during the Independence Era. The study is motivated by students’ low
conceptual understanding of history content, as instruction is often dominated by rote memorization. Although
previous studies have explored the use of Blooket, research that specifically investigates its integration with a
deep learning pedagogical approach in elementary history learning remains limited. This study employed a
quasi-experimental pretest-posttest control group design involving 30 sixth-grade students, divided into an
experimental group and a control group. The experimental group received instruction using Blooket designed
to promote deep conceptual understanding of historical events, while the control group was taught using
conventional methods. Data were collected through learning outcome tests and classroom observations. The
results indicate that the posttest mean score of the experimental group (M = 87) was higher than that of the
control group (M = 74). These findings suggest that the integration of Blooket with a deep learning pedagogical
approach has the potential to enhance students’ history learning outcomes in a more meaningful and
conceptually grounded manner.
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I. INTRODUCTION

The rapid development of digital technology has created new opportunities in education,
particularly in designing learning environments that are more interactive, adaptive, and
meaningful. The integration of technology in the classroom allows students to move beyond passive
information receivers and become active participants in constructing knowledge through
contextual learning experiences. However, in practice, history instruction at the elementary school
level—especially in sixth grade—remains largely dominated by lecture-based methods and rote
memorization. Such approaches tend to position students as passive learners who merely recall
dates, figures, and sequences of historical events without understanding the underlying socio-
political context and cause-effect relationships.

This condition contributes to several learning challenges, including low student motivation,
limited historical thinking skills, and shallow conceptual understanding of historical content.
Students often struggle to explain the relationships between historical events and their relevance to
contemporary life. These findings are consistent with previous research indicating that history
learning in elementary schools is still focused on factual information delivery rather than
conceptual understanding (Wardoyo et al., 2023). In fact, history education should aim to develop
chronological reasoning, analytical thinking, and reflective understanding, while also fostering
students’ sense of national identity and awareness.

From a theoretical perspective, history should not be viewed merely as a collection of past
facts, but as an interpretative process that enables learners to understand the dynamics of events
and their implications for the present and future (Majid & Rohman, 2022). Therefore, effective
history instruction must provide opportunities for students to explore the meaning of events,
construct timelines, analyze socio-political backgrounds, and develop critical interpretations.
Nevertheless, current practices in elementary schools often remain at the level of surface learning
rather than deep learning, limiting students’ ability to establish meaningful connections between
historical events.
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To address these challenges, game-based learning has emerged as a promising approach.
Research shows that digital learning games can enhance student engagement, motivation, and
cognitive achievement by providing enjoyable, interactive, and competitive learning experiences
(Widiantika & Haerudin, 2025). One of the widely used platforms is Blooket, which offers various
quiz-based interactive games. Previous studies have demonstrated that Blooket can increase
student participation and facilitate understanding through game-based challenges (Nisa, 2025), as
well as improve learning outcomes through analytically engaging activities (Azmi et al., 2024). In
parallel, the deep learning pedagogical approach is highly relevant for history education,
particularly in topics such as Indonesian historical events during the Independence Era. This
approach encourages students to move beyond memorization by understanding core concepts,
analyzing cause-effect relationships, and reflecting on the meaning of historical events. Deep
learning emphasizes not only what happened, but also why and how events shaped the course of
history. Empirical evidence suggests that deep learning approaches significantly improve higher-
order thinking skills and conceptual understanding (Sari & Indraswati, 2023).

The integration of Blooket with a deep learning pedagogical approach offers a strong potential
to create more meaningful history learning experiences. Through interactive gameplay, students
are encouraged to repeatedly engage with content, analyze information, and reflect on their
understanding in a collaborative and exploratory manner. This transforms the learning process
from passive memorization into active, analytical engagement. Supporting this, Wardoyo et al.
(2023) highlight that game-based learning enhances both student engagement and comprehension
across subjects, including history. Based on these considerations, there is a need for empirical
research that examines the effectiveness of using Blooket in improving sixth-grade students’
history learning outcomes on the topic of Indonesian Independence Era events through a deep
learning approach. This study aims to identify the limitations of conventional history instruction,
evaluate the contribution of interactive digital media, and compare learning outcomes between
students who experience Blooket-based learning and those who receive conventional instruction
using a quasi-experimental design. It is expected that this research will contribute both
theoretically and practically to improving the quality of history education in elementary schools.

METHOD

This study employed a quantitative approach using a quasi-experimental pretest-posttest
control group design. This design was selected because the study was conducted in naturally
existing classrooms, without random assignment of individual participants. The participants
consisted of 30 sixth-grade elementary school students, divided into an experimental group and a
control group. The experimental group received history instruction using the Blooket game
integrated with a deep learning pedagogical approach, while the control group followed
conventional instruction. In this study, deep learning is defined as a pedagogical approach that
emphasizes meaningful understanding through identifying key historical concepts, analyzing
chronological sequences, connecting socio-political contexts, and engaging in historical reflection.
Data were collected through learning outcome tests and classroom observations. The tests were
administered in the form of pretest and posttest to measure students’ mastery of the topic
Indonesian Historical Events during the Independence Era. Observations were conducted to
document students’ participation, historical analysis skills, and their ability to explain historical
content. Prior to implementation, the instruments were developed based on learning indicators and
validated to ensure alignment with the research objectives.

The research procedure was carried out in three stages. The first stage involved preparation,
including identifying learning problems in history instruction, developing research instruments,
validating the instruments, and designing instructional scenarios for both the experimental and
control groups. The second stage was the implementation of the experiment, which began with
administering the pretest to both groups. Subsequently, the experimental group participated in
Blooket-based history learning designed with a deep learning pedagogical approach, while the
control group received conventional instruction. During this stage, classroom observations were
also conducted. The final stage involved administering the posttest to measure students’ learning
outcomes after the intervention, followed by data analysis and conclusion drawing. Data analysis
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was conducted using both descriptive and inferential statistics. Descriptive analysis was used to
examine the mean learning outcomes of students in both groups, while inferential analysis
employed an appropriate statistical test to determine the significance of differences in learning
outcomes between the experimental and control groups.

III. RESULTS AND DISCUSSION
A. Results
1. Group Learning Outcomes

To examine the impact of the implemented learning intervention, an analysis of students’
learning outcomes was conducted by comparing the pretest and posttest scores of both the
experimental and control groups. The pretest was administered to determine students’ initial
understanding of the topic Indonesian Historical Events during the Independence Era, while
the posttest was conducted after the instructional treatment to measure the extent of
learning improvement. The comparison between these two sets of scores allows for the
identification of changes in students’ cognitive achievement as a result of the different
instructional approaches applied in each group. Specifically, the experimental group received
Blooket-based learning integrated with a deep learning pedagogical approach, whereas the
control group followed conventional instruction. The results of this comparison provide an
initial descriptive overview of the effectiveness of the intervention in enhancing students’
history learning outcomes. The detailed pretest and posttest results for both groups are
presented in Table 1.

Table 1. Group Learning Outcomes

Group Pretest Posttest Gain Interpretation
Experimental 62 87 25 High Improvement
Control 62 74 12 Moderate Improvement

Based on Table 1, it is evident that the experimental group experienced a substantially
higher improvement in learning outcomes compared to the control group. Both groups
initially had the same average pretest score of 62, indicating a relatively equal baseline level
of understanding prior to the intervention. However, after the learning process, the
experimental group achieved a mean posttest score of 87, while the control group reached
only 74. The gain score of 25 in the experimental group reflects a high level of improvement,
whereas the control group showed a moderate gain of 12. This difference suggests that the
integration of the Blooket game with a deep learning pedagogical approach significantly
enhances students’ understanding of historical concepts.

The findings indicate that interactive and game-based learning environments, when
combined with deep conceptual approaches, can effectively promote meaningful learning. In
particular, the use of Blooket appears to support students in actively engaging with historical
content, facilitating better comprehension and retention of material related to the Indonesian
Independence Era.

2. Students’ Learning Activities

This study not only focused on students’ cognitive learning outcomes but also examined
their learning activities as an essential indicator of the effectiveness of the instructional
approach. Learning activities reflect the level of student engagement during the learning
process, including how actively students participate, analyze information, and communicate
their understanding. In the context of history learning, these aspects are particularly
important because meaningful understanding requires active involvement rather than
passive memorization. The integration of Blooket with a deep learning pedagogical approach
was expected to create a more interactive and engaging learning environment. Through
game-based activities, students are encouraged to participate actively, respond to challenges,
and interact with content dynamically, while deep learning directs them to analyze, connect,
and reflect on historical concepts.
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To capture these differences, observations were conducted in both the experimental and
control groups based on three key aspects: participation, historical analysis, and the ability to
explain the material. The results are presented in Table 2.

Table 2. Students’ Learning Activities

Aspect Experimental Control Result
Participation 88% 62% Experimental more active
Historical Analysis 85% 58% Experimental more capable
Explaining Material 91% 65% Experimental better

B. Discussion

The findings of this study demonstrate that the integration of the Blooket educational game
with a deep learning pedagogical approach in history instruction, particularly on the topic of
Indonesian Historical Events during the Independence Era, has a substantial impact on both
students’ learning outcomes and learning activities. The pretest results indicate that the initial
abilities of the experimental and control groups were relatively equivalent, with both groups
achieving a mean score of 62. This baseline equivalence strengthens the internal validity of the
study, suggesting that the differences observed in the posttest results can be attributed
primarily to the instructional intervention rather than pre-existing differences.

Following the implementation of Blooket-based learning, the experimental group showed a
significant increase in performance, with the mean posttest score rising to 87, compared to 74 in
the control group. This considerable gap in improvement indicates that the use of interactive
game-based learning environments can enhance students’ conceptual understanding more
effectively than conventional teaching methods. Features embedded in Blooket, such as
competition, scoring systems, time constraints, and instant feedback, appear to play a critical
role in reinforcing historical concepts through repeated exposure, active engagement, and
deeper cognitive processing. These findings are consistent with previous studies (Widiantika &
Haerudin, 2025), which report that game-based learning improves cognitive achievement by
increasing students’ attention, participation, and sustained concentration during the learning
process.

Beyond cognitive outcomes, the study also reveals a significant enhancement in students’
learning activities within the experimental group. The level of active participation reached 88%,
substantially higher than the control group’s 62%, indicating that the use of Blooket successfully
fostered a more engaging and interactive classroom environment. Similarly, students’ historical
analysis skills improved to 85% in the experimental group, compared to only 58% in the control
group. This suggests that game-based learning, when integrated with deep learning principles,
does not merely increase engagement but also promotes higher-order thinking skills, such as
analyzing cause-effect relationships and understanding the chronological structure of historical
events. These findings are supported by research from Nisa (2025) and Azmi et al. (2024), which
highlights that Blooket facilitates deeper conceptual elaboration and more meaningful learning
experiences compared to traditional lecture-based methods.

Furthermore, the ability of students to explain historical material (retelling) also showed a
marked improvement in the experimental group, reaching 91%, compared to 65% in the control
group. This indicates that the use of Blooket supports not only short-term memory retention but
also the development of conceptual understanding through deep learning processes. In this
context, deep learning involves connecting new knowledge with prior understanding, enabling
students to construct meaning rather than merely memorize information. This aligns with the
perspective of Wardoyo et al. (2023), who argue that deep learning encourages students to focus
on meaning-making and conceptual understanding rather than surface-level memorization.

From a theoretical standpoint, the effectiveness of this approach can also be explained
through cognitive and constructivist learning theories. According to constructivist principles
(Piaget, 1972; Vygotsky, 1978), learning occurs when students actively engage in constructing
knowledge through interaction and reflection. In the case of Blooket, students are continuously
challenged to respond to questions, evaluate their answers, and reflect on feedback, which
promotes active cognitive engagement. Additionally, the immediate feedback provided by the
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game facilitates metacognitive processes, allowing students to identify misconceptions and
adjust their understanding in real time. The integration of Blooket with a deep learning
pedagogical approach also enhances students’ historical understanding in a more
comprehensive manner. Students in the experimental group demonstrated a better ability to
explain the background of the Proclamation of Independence, identify key historical figures such
as Soekarno, Hatta, and Ahmad Soebardjo, and organize the sequence of events before and after
independence more coherently. Moreover, they were able to analyze relationships between
historical events, such as the connection between Japanese occupation, the power vacuum, and
the momentum leading to the Proclamation. These findings reinforce the argument proposed by
Majid and Rohman (2022) that effective history learning should engage students in analytical
activities that develop historical thinking skills.

Overall, the findings of this study confirm that the use of Blooket provides a more engaging,
challenging, and meaningful learning experience for students. The deep learning approach is
effectively facilitated through game-based activities that require analysis, reflection, and
integration of knowledge. As a result, students demonstrate significant improvements not only
in learning outcomes but also in motivation, engagement, and retention of historical concepts.
Therefore, Blooket can be recommended as an effective instructional medium for elementary
history education, particularly in topics that require chronological reasoning and analytical
understanding, such as the Indonesian Independence Era. Its integration with a deep learning
pedagogical approach offers a promising strategy for transforming traditional history
instruction into a more active, meaningful, and student-centered learning experience.

IV. CONCLUSION

Based on the findings of this study, the use of the Blooket game as a learning medium
integrated with a deep learning pedagogical approach demonstrates superior outcomes compared
to conventional instruction in teaching Indonesian Historical Events during the Independence Era
to sixth-grade elementary students. The experimental group achieved higher mean posttest scores
than the control group and exhibited better learning activities across key aspects, including
participation, historical analysis, and the ability to explain the material. These findings indicate that
the integration of Blooket with a deep learning pedagogical approach has strong potential to
support more interactive, meaningful, and engaging history learning. Moreover, this approach
promotes deeper conceptual understanding among elementary school students, suggesting its
effectiveness as an innovative instructional strategy for enhancing both the learning process and
outcomes in history education.
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