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ABSTRACT 

Cognitive ability is an inner skill that uses the brain that is needed to perform tasks or anything that is 

simple to the most complex tasks. Games in education for students will help them develop the ability of 

cognitive structures in themselves, with the development of cognitive skills, students will also foster 

social attitudes in themselves and will help them socialize in society. The purpose of this study is to 

examine the effectiveness of educational games in improving students' cognitive and social skills. This 

research was conducted to understand that educational games can improve students' cognitive skills and 

can also develop students' social attitudes, while this research will also illustrate whether these educational 

games can be applied to all levels of education in schools. The method used in this study is a quantitative 

method in which in this case, the data collection used is by means of a questionnaire, with the correlation 

method to be applied through SPSS statistical software. Respondents involved in this study are students 

who are currently studying elementary school education and the results of the preparation of students who 

are used as assessment materials.  The results obtained from this study explain that the effectiveness of 

educational games in improving students' cognitive and social skills has a good impact on students who 

are taking elementary school education, educators can also find out the effectiveness of educational games 

in improving students' cognitive and social skills. The conclusion obtained from this research outlines the 

effectiveness of educational games in improving the cognitive and social skills of students who are still 

studying in elementary school. With educational games can also find out the cognitive skills possessed by 

students and can also find out their attitudes in their social environment. Educational games can also 

develop students' cognitive and social attitudes. 
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INTRODUCTION 

Education is a process of changing attitudes and behavior in a person in an effort to 

mature through training. Education is also a very important aspect for individuals in 

forming and obtaining quality individuals and having a good personality (Yang et al., 

2019).  In the learning process that students will go through, an educator needs to know 

the methods that will be used and developed for students and whether the effective 

methods that will be used and developed for students that educators will teach, and the 
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methods that will be used are effective in improving students' cognitive and social skills 

(Bediou et al., 2018). Active learning methods are creative ways to increase student 

motivation, attention, engagement and the methods used are considered to help the 

learning process in the classroom, so the methods to be used are considered necessary in 

the learning process (Dias et al., 2019).  

One of the solutions that can be used in this educational method is (Lamb et al., 

2018). Educational games are a learning method that involves active student interaction 

and involvement through educational game methods (Chou et al., 2018). In this 

educational game method, students will be faced with situations or challenges that involve 

problem solving. This game method is formed to help or facilitate students in learning 

certain concepts and can develop certain skills needed in these students (Claro et al., 

2018). The educational game method is also effective in improving cognitive and social 

skills, where in the game, students experience directly and can interact directly in 

understanding people's perspectives, appreciate differences and can work as a team in the 

game played in the educational process that is passed.   

Problems that exist in the effectiveness of educational games in improving students' 

cognitive and social skills (Zhang & Mi, 2018). The problem is the lack of understanding 

and knowledge of an educator in the application of this educational game. Many educators 

still do not understand the application of concepts and potential in educational games 

(Pettersen et al., 2021). Some of these educators do not know or realize the true benefits of 

using educational games in improving students' cognitive and social skills, and also many 

educators provide material to their students and assume that students who have high scores 

are smart students (Bray et al., 2018). So that students who are more inclined to activeness 

such as games applied in learning do not get the opportunity to develop cognitive and 

social skills.  

Besides the lack of understanding of an educator in understanding this educational 

game, another problem is that there are obstacles in technology (Kanehisa et al., 2019). 

Where if a school or educational institution implements an online-based or technology-

based educational game, there will be obstacles such as data security, device availability, 

and also unstable internet or network connectivity, especially if the school is in a rural 

area where the internet network is difficult (Khan & Salah, 2018). Of course, this can be a 

problem or obstacle in the effectiveness of educational games in improving students' 

cognitive and social skills (Hoffmann et al., 2020). Not all educational games are equally 

effective. Some games may be poorly structured or less relevant to educational objectives.  

All of these issues are important to discuss because if they are not addressed, they 

may hinder the potential of educational games to maximize students' cognitive and social 

skills (Korber et al., 2020). Students who have the ability or tendency to learn who like to 

involve themselves and are also active, of course, this will hinder these students in 

developing the cognitive or social skills possessed by these students, so they do not get 

these opportunities (Bikbov et al., 2020). Each student has a different way or pattern of 

learning, so with this educational game students will be able to develop cognitive and 

social skills within the student, besides that the environmental changes in learning are 
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changing rapidly, especially in technology (Paradis & Schliep, 2019) . Games in education 

are one of the rapidly growing innovations. 

The problems that exist in using educational games in improving students' cognitive 

and social skills can be overcome by an educator to better understand the application of 

educational games that will be applied to elementary school students (Pettersen et al., 

2021). Study the concept or potential that will be obtained in applying this educational 

game to elementary school students and the impact that will be experienced by these 

students (Kuderer et al., 2020). Educators who will apply these educational games should 

also conduct training in advance, what types of games will be applied and what kind of 

concepts will be used in the game, and also know the actual benefits of using educational 

games in improving students' cognitive and social skills  (Deutsch et al., 2018). And 

whether these educational games are useful for students. 

The study was conducted to determine the effectiveness of educational games in 

improving students' cognitive and social skills (Wu, Zeng, et al., 2018). In the research 

conducted, there are gaps, so researchers contribute to filling the gaps in the research by 

applying the methods in the research (Pang et al., 2021). The method used in this study is 

a quantitative method by distributing questionnaires and elementary school students who 

are currently taking education which is used as a tool for assessment (Romer & Jamieson, 

2020). Innovations that can be used by educators in educational games in improving 

students' cognitive and social skills can take advantage of the sophistication of technology 

in this day and age, which is all technology (Hinings et al., 2018). With the sophistication 

of today, it can be utilized to collaborate in education both in the form of communication 

between students and teachers and in the form of problem solving in improving students' 

skills and social skills in using technology. 

In this study the researcher also has several questions including, what is the effect of 

using educational games on interpersonal communication and collaboration skills among 

students? (Ajzen, 2020). The application of this educational game to students also aims to 

improve students' cognitive skills, encourage active learning and students are able to 

develop their social skills (Midega et al., 2018). With the effectiveness of educational 

games, the use of educational games can be done, where games are designed to teach 

students concepts in education in an interesting and interactive context (Luo et al., 2019). 

With the effectiveness of educational games, it is also expected to improve students' 

cognitive skills, both in terms of critical thinking, problem solving, and also expected to 

make learning fun and can motivate students in learning. 

 

RESEARCH METHODOLOGY 

Research Design 

The research conducted uses a quantitative approach which is an element of the 

meteology of the research conducted by distributing questionnaires online (Beck et al., 

2019). The purpose of using this quantitative method is to conduct research and explore 

the effectiveness of educational games in improving students' cognitive and social skills 

(Aghajani & Ghadimi, 2018). There are several considerations made by researchers using 
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the quantitative approach approach method in conducting this research, first, by using this 

quantitative method, researchers can try hypotheses between the relationship between the 

two variables, such as questionnaires, the more they agree with the answers to the 

effectiveness of educational games in improving students' cognitive and social skills, the 

more the application of educational games in the teaching and learning process will 

increase (Ahlqvist et al., 2018). Second, researchers chose this quantitative method 

because it can allow researchers to collect numerical data which can be done with 

reliability experiments on SPSS. In addition, the use of this method can be used by future 

researchers to broaden their knowledge of the current world of education. 

This quantitative method is carried out with a systematic model, starting from the 

data collection process to its interpretation (Roth et al., 2018). The form of research that 

uses this quantitative method focuses more on the causes of certain characteristics in 

humans called flexible (Artz et al., 2018). This method has a clear, detailed, specific and 

fixed nature (Cobos et al., 2019). The flow of using quantitative research has been planned 

from the beginning and this quantitative research cannot be changed. So the quantitative 

approach itself is a flexible relationship or affiliation that will be analyzed objectively 

(Verity et al., 2020). Researchers in conducting this research used two sources, namely 

primary data sources and secondary data sources (Wu, Zhang, et al., 2018). Researchers 

collect data from various sources obtained such as the distribution of questionnaires 

conducted by researchers to university students, and the results of data collection from 

these respondents will be collected and input through the SPSS tool, so that with this 

input, researchers and readers can find out how many results are obtained from research 

conducted by researchers and also what percentage is in the table or diagram in this article 

(Tschandl et al., 2019). Therefore, the results obtained in the tables and diagrams are 

relevant and accurate.  

Research Setting and Subjects 

Researchers in conducting research using data collection techniques with survey 

methods and distributing questionnaires to respondents, namely to students at the 

elementary school education level (Gunderson et al., 2018). Dalam distributing 

questionnaires researchers use the publication method by utilizing social media (Asadi et 

al., 2018). In this study, there are two choices of respondents who will be analyzed by 

researchers or who will be tested, the first is respondents who agree with the effectiveness 

of educational games in improving students' cognitive and social skills, the second is 

respondents who disagree with the effectiveness of educational games in improving 

students' cognitive and social skills (Parsazadeh et al., 2018). The sample made in this 

study is elementary school students. These students will be asked questions through a 

google form questionnaire that will be shared about the theory of educational games for 

students. In this study, data will be collected and then analyzed using the correlation 

method. The correlation method is a statistical method, where this method involves two or 

more variables which will be expressed in the form of coefficients and correlations 

(Poitout et al., 2018). The correlation method can be used in SPSS and the data will be 

analyzed by means of elementary school students who will be tested. 
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Table 1 

Students' agreement with the effectiveness of educational games in improving 

students' cognitive and social skills. 

NO Acquisition Category Education Level Value Interval 

1. Agree Elementary School >60% 

2. Strongly Agree Elementary School 30-40% 

3. Disagree Elementary School 10-15% 

   Total =100% 

Related to table 1, in the study of the effectiveness of educational games in 

improving students' cognitive and social skills, researchers made statements totaling 15 

questionnaire items. In each statement made, the researcher sets 3 answers which will be 

chosen by students as a result of the answers to the questionnaires that researchers 

distributed to these elementary school students. In each answer given by the respondent 

has a different percentage, as seen from table 1, in the choice of agreeing to get a 

percentage of 65%, in the choice of strongly agreeing to get a percentage of 40-50% 

percent, and in the last choice, namely the choice of disagreeing to get a percentage of 10-

15%. 

Figure 1 

Flow of data collection, processing, and analysis. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

In Figure 1 is a flow in the sequence of data collection and data processing carried out by  

researchers when collecting answers from respondents to respondents who have 

been given. Researchers conducted several stages in researching, namely, first the 

researcher determined the school and research sample. Second, researchers made 

observations of the students involved. Third, researchers distributed questionnaires 

through the whatsapp application, fourth download the questionnaire data into excel files 

School selection 

And determine  

Research sample 

 

Making observations 

To students who 

involved 

Share  

Questionnaire through 

WhatsApp application  

 

Downloading data into excel files and  

Moving data into SPSS 

Splitting the excel file 

Into two groups 

Conducting One Way Anova test 

on questionnaire data 
Through the One Way Anova test, a description of the 

data will be obtained in order to answer research 

questions so that a conclusion can be drawn on the 

research conducted. 
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and move the data into SPSS software. Fifth, dividing the excel file into two groups, sixth, 

conducting a One Way Anova Test on the questionnaire data obtained. And finally, 

through the One Way Anova Test, a description of the data will be obtained in order to 

answer the researcher's questions so that the researcher can make conclusions about the 

research conducted. 

 

RESULT AND DISCUSSION 

Effectiveness of Educational Games in Improving Students' Cognitive and Social 

Skills 

The effectiveness of educational games in improving students' cognitive and social 

skills, when viewed from the results of the questionnaire respondents who have been 

distributed, the effectiveness of educational games in improving students' cognitive and 

social skills can increase students' understanding of learning and also student involvement 

in the learning process which will create an effective and efficient learning process for 

students. The highest statement was in question 3 Agree, namely educational games are 

one way to be directly involved in learning, 100% of respondents said that games in 

education are one way for students to be directly involved in the learning process, then the 

results of respondents on question 2 which is not much different from the results of 

respondents' answers to question 1 Agree, namely whether educational games help 

students in improving students' problem-solving abilities, 92, 3% of respondents said that 

educational games can help students in their problem-solving abilities. So the 

effectiveness of educational games in improving students' cognitive and social skills is 

very beneficial for students. 

The results of distributing questionnaires and interviews show that the effectiveness 

of educational games in improving students' cognitive and social skills is very useful in 

improving students' cognitive and social skills in the teaching and learning process, 

because the teaching and learning process that combines games and education can help 

students understand learning faster, because students are more likely to be involved in the 

teaching and learning process. From the results of the questionnaire that has been given to 

students in elementary schools, it is said that games in education can help students 

understand learning. Can be seen below are the results of the questionnaire respondents 

distributed by researchers through the whatsaapp application. 

Percentage of Learner Agreement on Cognitive Learning Theory 

In this study, researchers set each value to be able to calculate the percentage or 

score on the statement, namely on the statement strongly agree the researcher sets the 

score at 3, on the statement agree 3 and on the statement disagree 2. From these results it 

can show that elementary school students strongly agree with the statements that the 

effectiveness of educational games in improving students' cognitive and social skills.  

Table 2 

Based on the results of the questionnaires that have been distributed, it is obtained 

according to the respondents' answers.  
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NO Statement Persentace Agree Strongly 

Agree 

Disagree 

1. Do educational games help students 

in improving students' problem 

solving 

100% 92,3% 7,7% 0% 

2.  Are educational games effective in 

improving students' cognitive skills? 

100% 84,6% 15,4% 0% 

3. Educational games are one way to 

be directly involved in learning 

100% 100% 0% 0% 

4. Educational games will make 

children more active in learning 

100% 76,9% 23,1% 0% 

5. Schools should prepare facilities for 

teachers to implement educational 

games. 

100% 69,2% 30,8% 0% 

6. Educational games make it easier for 

students to understand learning 

100% 61,5% 38,5% 0% 

7. Games in learning make it easier for 

teachers to explain learning 

100% 61,5% 38,5% 0% 

8. Educational games should not be 

implemented in schools 

100% 15,4% 7,7% 76,9% 

9. Educational games make children 

bored in learning 

100% 30,8% 0% 69,2% 

10. What role do educational games play 

in child development 

100% 84,6% 15,4% 0% 

11.  Educational games can reduce social 

attitudes in children 

100% 30,8% 0% 69,2% 

12. All teachers should be able to apply 

educational games 

100% 61,5% 23,1% 15,4% 

13. Games in learning will reduce 

student concentration while learning 

100% 23,1% 7,7% 69,2% 

14. Educational games will make 

children uncomfortable during the 

learning process 

100% 30,8 0% 69,32% 

15. Games in learning can help students 

think more about learning 

100% 76,9% 23,1% 0% 

 

From the table, researchers can conclude that in the first statement with the question 

do educational games help students in improving student problem solving? 92.3% 

answered agree that educational games help students in improving their problem solving, 

7.7% said strongly agree, and 0% disagree, meaning that no one disagrees with 

educational games helping students in improving problem solving. The next answer to the 

second question is whether educational games are effective in improving students' 

cognitive skills? 84.6% said agree with educational games can improve cognitive skills in 

students, 15.4% said strongly agree with educational games can improve students' 

cognitive skills and 0% said disagree. Furthermore, in the third question, namely the game 

is one way to be directly involved in learning with the answers 100% of respondents 
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answered agree with the question because the game in education allows students to be 

directly involved in the learning process because the student will play the game in 

education, 0% of respondents answered strongly agree and 0% of respondents answered 

disagree. In the next statement, namely on the question of educational games will make 

children more active in learning, 76.9% of respondents answered that educational games 

will make children more active in learning because in the game, children will think and 

will be more active in the teaching and learning process, 23.1% of respondents answered 

strongly agree that educational games will make children more active in learning and 0% 

of respondents answered disagree. In the next statement, namely that schools must 

facilitate teachers to implement educational games with 69.2% of respondents said they 

agreed that schools must facilitate teachers in implementing educational games because if 

schools do not provide facilities for teachers who want to implement educational games 

then the teacher will have difficulty in implementing them, 30.8% of respondents 

answered strongly agree that schools must facilitate teachers who will implement 

educational games and for respondents who answered disagree, namely 0%. 

 Furthermore, the statement of educational games makes it easier for students to 

understand learning 61.5% of respondents answered agree with educational games making 

it easier for students to understand learning, 38.5% of respondents answered strongly 

agree with educational games making it easier for students to understand learning because 

with games in education students will be able to understand learning directly and practice 

it, 0% of respondents answered disagree. The next statement is that games in learning 

make it easier for teachers to explain learning 61.5% of respondents answered agree with 

educational games making it easier for teachers to explain learning because with 

educational games teachers can practice directly to students, 38.5% of respondents 

answered strongly agree with teachers being younger in explaining learning with 

educational games, and 0% of respondents answered disagree or no respondents disagreed 

with educational games making it easier for teachers to explain learning. In the next 

statement, namely educational games should not be implemented in schools, 15.5% of 

respondents answered agree because each child has different ways of learning and 

understands learning differently, 7.7% of respondents answered strongly agree because it 

can disrupt the learning process of students and make students careless in learning, and 

76.9% of respondents answered that educational games should not be implemented in 

schools because respondents believe and believe that educational games will make 

students easier and can develop their creativity in learning, so respondents answered 

disagree if educational games are not implemented in schools. Furthermore, the statement 

that educational games make children bored in learning 30.8% of respondents answered 

that they agreed with educational games making children bored in learning, 0% of 

respondents answered strongly agree, and 69.2% of respondents answered disagree if 

educational games made children bored in learning. Furthermore, the question is, do 

educational games play a role in child development? 84.6% of respondents answered 

agree that educational games play a role in child development, 15.4% of respondents 

answered strongly agree that educational games play a role in child development because 
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educational games will help students develop both cognitive and social, 0% of respondents 

answered disagree. 

 

Furthermore, the statement of educational games reduces social attitudes in children, 

30.8% of respondents answered that educational games can reduce social attitudes in 

children, 0% of respondents answered strongly agree, and in the answer disagree the 

respondent answered 60.2% because the respondent believes that educational games can 

help students develop their social attitudes both to the teacher and to their friends. In the 

next statement, namely all teachers must be able to apply educational games, 61.5% of 

respondents answered that they agreed that educational games must be applied by teachers 

in the learning process in order to help students understand learning, 23.1% of respondents 

answered strongly agree that teachers must apply games in education, and 15.4% of 

respondents answered that they did not agree if teachers applied educational games in 

learning because the respondents were afraid that later it would affect student 

concentration. Furthermore, in the statement that games in learning will reduce the 

concentration of learning in students, 23.1% of respondents answered agree if educational 

games can reduce concentration in students, as many as 7.7% of respondents answered 

strongly agree, and in the answer respondents disagreed as much as 69.2% that 

educational games would not reduce the concentration of learning in students. 

Furthermore, in the statement that educational games make children uncomfortable during 

the learning process, 30.8% of respondents answered agree if educational games make 

children uncomfortable with learning, 0% of respondents answered strongly agree, and in 

the answer disagree as much as 69.2% of respondents said that educational games will not 

make children uncomfortable with learning because with games children will be able to 

express their attitudes. In the last statement, namely games in learning will help students 

think more in learning, 76.9% of respondents answered agree that educational games will 

help children think more in learning, and in the answer respondents strongly agreed, 

namely 23.1% because games in education will help children think more in learning, and 

in the answer disagree, namely 0% of respondents answered, because all respondents 

agreed that educational games make children think in learning. 

 

From the observations that the researchers have summarized in the form of the table 

above, the researchers found that in statement no. 12, namely that all teachers must apply 

games in education, 100% of the respondents who filled out the questionnaire found 

respondents who answered agreed with a percentage of 61.5% and who answered strongly 

agreed with a percentage of 23, 1% while those who answered disagreed were 15.4%. This 

happened probably because of the following things: The first is, teachers must apply 

games in education in the learning process. Because games in education can help students 

develop the skills that exist in students. If the teacher only sticks to the book and always 

explains the material, it will make children bored and will feel bored in learning. 

Furthermore, in explaining the material, if a teacher is not creative in explaining the 

material such as applying games in education or in the teaching and learning process, then 
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in explaining the material, a conducive and effective class will not be created for students 

and it will interfere with the process of students understanding the teacher's explanation. 

Furthermore, on student involvement in the teaching and learning process, games in 

learning will make the learning process more interesting and interactive, so that students 

can be involved in the teaching and learning process. Furthermore, teachers must apply 

educational games in education so that in the learning process it will make students to 

further enhance the understanding of concepts in students, games often use a practical 

approach to teach complex concepts to students, so that students understand them.  

 

From the explanation above, the researcher has briefly explained the answers given 

by the respondents to the questionnaire that the researcher has distributed and has 

researched the percentage of the answers given by the respondents concisely, carefully, 

and precisely so that it can be understood about the effectiveness of educational games in 

improving students' cognitive and social skills. The data that researchers get is accurate 

data, from questionnaires made by researchers and which researchers distribute to 

respondents through the whatsaapp application, and researchers get the results of the 

results that researchers have explained.  

Table 3 

One Way Anova Test Class A 

ANOVA 

 Sum of Squares df Mean Square F Sig. 

X.1 Class A .923 4 .231 . . 

Class A .000 8 .000   

Total .923 12    

X.2 Class A 1.026 4 .256 3.077 .082 

Class A .667 8 .083   

Total 1.692 12    

X.3 Class A .000 4 .000 . . 

Class A .000 8 .000   

Total .000 12    

X.4 Class A 1.641 4 .410 4.923 .027 

Class A .667 8 .083   

Total 2.308 12    

X.5 Class A 2.103 4 .526 6.308 .014 

Class A .667 8 .083   

Total 2.769 12    

X.6 Class A 2.410 4 .603 7.231 .009 

Class A .667 8 .083   

Total 3.077 12    

X.7 Class A 3.077 4 .769 . . 
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Class A .000 8 .000   

Total 3.077 12    

Table 4 

One Way Anova Test of Class B 

ANOVA 

 Sum of Squares df Mean Square F Sig. 

y.1 Class B 4.769 5 .954 . . 

Class B .000 7 .000   

Total 4.769 12    

y.2 Class B 2.019 5 .404 3.769 .056 

Class B .750 7 .107   

Total 2.769 12    

y.3 Class B .692 5 .138 .969 .496 

Class B 1.000 7 .143   

Total 1.692 12    

y.4 Class B 2.769 5 .554 . . 

Class B .000 7 .000   

Total 2.769 12    

y.5 Class B 2.173 5 .435 1.106 .435 

Class B 2.750 7 .393   

Total 4.923 12    

y.6 Class B 5.077 5 1.015 . . 

Class B .000 7 .000   

Total 5.077 12    

y.7 Class B 2.769 5 .554 . . 

Class B .000 7 .000   

Total 2.769 12    

After researchers collected data as many as 14 questions related to effective 

educational games in improving students' cognitive and social skills. The next step taken 

by the researcher is to import the data and collect the data obtained in the questionnaire on 

google form. After that the data is downloaded to excel and then edited based on data 

processing in the SPSS application, then edited based on data processing in the SPSS 

application, then placed on data that has been analyzed with uni one way anova. 

Related to effective educational games in improving students' cognitive and social 

skills can affect the teaching and learning process. With the benefits of educational games, 

students can be motivated in learning, although there are still negative sides of educational 

games in improving students' cognitive and social skills. 

Effectiveness of Educational Games in Improving Students' Cognitive and Social 

Skills 
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Educational games are methods or ways used in learning by using game elements, 

such as goals, rules, rewards, and challenges to increase student learning motivation. In 

educational games in learning, students not only learn formally or focus on the material 

but students also get a play experience through the application of these educational games. 

Through this research, researchers suggest that in this educational game, students can 

solve a problem together and also students will be directly involved in the learning 

process. With interesting and creative educational games applied by teachers, students can 

increase the motivation of students in learning. By conducting this research, it can be 

known what factors make this educational game interesting for students. This research can 

help in developing games to improve what factors can increase learning motivation in 

students. Furthermore, by conducting this research, it can be known to what extent the role 

of educational games in improving cognitive and social skills in students, and helping 

students in understanding learning materials. This research can provide an overview to 

develop games to improve game features to suit learning needs.  

In addition, researchers also found that using games in learning can run more 

effectively, and also many students say the learning process will be more effective by 

using games, and students can be more directly involved in the learning process. With 

games in education students will not feel bored or saturated in the teaching and learning 

process, and also students can develop their cognitive skills and also their social attitudes 

both to the teacher and to their friends. In addition, previous research also states that by 

using games in the learning process students can feel playing while learning and can also 

further develop students' thinking. Furthermore, by applying games in the teaching and 

learning process can develop students' social attitudes such as in working together and also 

solving problems together with their friends. This can be seen in the results and discussion 

of previous researchers. 

A Comparison of Literature on the Effectiveness of Educational Games in Improving 

Students' Cognitive and Social Skills. 

The relationship between students and the role of games in education has a very 

close relationship in increasing motivation in learning and also student involvement with 

educational games. Which with the application of educational game learning in an 

elementary school level can provide very important benefits or uses in the teaching and 

learning process. Related to the teaching and learning process, the researcher found that in 

the application of teaching methods using educational games in improving students' 

cognitive and social skills at the elementary school level views that the learning process 

involves changes in the learning process. 

In addition, researchers also found that learning by using games will involve 

students in the teaching and learning process, which the statement was found by 

researchers in the results of the questionnaire distributed by researchers, so this 

educational game if applied in learning it will provide opportunities for students to be 

directly involved in the teaching and learning process. Students will feel happy if they are 

directly involved in the learning process because there students will be able to develop 

themselves and also develop their cognitive skills. With educational games in learning, an 
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effective learning atmosphere will be created and students will also be able to understand 

and also capture learning well. In this process it is also important for individuals to 

understand basic concepts and skills before learning more complex concepts. In addition, 

researchers also suggest that educational games must be applied by teachers in learning, 

because with the games in education that are applied by teachers in the learning process, 

because it will help students understand the learning explained or explained by the teacher 

in the learning process. Therefore, it is also important for a teacher to apply educational 

games in the learning process.  

Based on the results and discussion above, it can be seen that the very important role 

of educational games in improving students' cognitive and social skills can cover aspects 

of questionnaire questions that have been distributed by researchers with various answers 

from respondents or students at the elementary school level that in the learning process is 

an active process in learning that involves changes in the way students understand and 

think in the learning process, with this educational game learning emphasizes more on the 

results. Educational games have a positive effect on efforts to improve cognitive and 

social skills in students. Students involved in educational games have significant cognitive 

improvements, such as in problem solving, critical thinking skills, and decision making. In 

addition, educational games improve students' social skills such as cooperation, 

interpersonal communication and empathy. 

 

CONCLUSION  

The effectiveness of educational games in improving students' cognitive and social 

skills, provides a good impact or effect related to learning by using the educational game 

method by applying it during the teaching and learning process. This educational game is 

not only focused on one learning material but can be applied to other learning materials. 

And also students will be more focused in learning which can improve the memory and 

cooperation of students in the teaching and learning process. In this study, Penenliti used a 

method that is quantitative method, this study uses data collection with the results given 

by the questionnaire on the answers to the questionnaire that has been filled in, and with 

the collection of these data, it can be used SPSS software by conducting reliability testing 

and involving elementary school students.  

Researchers in conducting research on the effectiveness of educational games in 

improving students' cognitive and social skills, it can be concluded that educational games 

have an impact on students, namely positive impacts and also negative impacts obtained 

from the results of the questionnaire. The positive impact is that educational games 

provide benefits or a good impact on students, one of which is that during the teaching and 

learning process, students will be able to organize or use their minds in solving their 

problems and also students can train their social attitudes and also cooperate with each 

other. The negative impact is: seen from the results of the questionnaire, educational 

games can disrupt the concentration and focus of students in learning so to overcome this, 

the teacher can do or choose a better and more effective learning method for students in 

learning. In addition, the application of educational games will help students to actively 
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participate in the teaching and learning process, thus the effectiveness of educational 

games can help students develop a better understanding of learning and can also improve 

learning achievement in students. 
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