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Generative AI refers to artificial intelligence systems capable of generating text, 
images, code, or other data based on input prompts.
e.g. ChatGPT, Claude, Gemini, etc.
How It Works: Trained on large datasets using machine learning models (especially 
transformer-based architectures).

2017 Introduction of Transformer models by Vaswani et al. 
("Attention is All You Need").

Emergence of powerful models like GPT-3, GPT-4, Claude, 
and others.

Widespread integration in academic tools, publishers, and 
platforms.

2020

2023
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Acknowledgment by Major 
Academic Publishers

Allows use of AI tools but requires disclosure if AI was used in manuscript 
preparation and AI tools cannot be listed as authors.

Endorses responsible use of AI with full transparency.
Authors must remain accountable for the content.

Encourages ethical AI use with declarations in the methods or 
acknowledgments section.

Supports AI writing assistance with clear acknowledgment of its role and limits.

Permits AI tools for language polishing but not for content creation 
without supervision.

Encourages transparency in AI usage. Indexing standards remain human-
centric with AI seen as a support tool, not a contributor.



AI for Research.
Using AI to ease academic writing
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A black background with orange and grey text

AI-generated content may be incorrect.

A black background with white text and green circle with white text

AI-generated content may be incorrect.

GPT, Gemini, and Deepseek

Generative AI

Statistics All in one Tools

Bibliographic finder

https://www.elsevier.com/products/scopus/scopus-ai
https://jasp-stats.org/
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Example, you want to investigate effectiveness of 
Gamification based learning.
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See The Result Example

AI for Research.

https://drive.google.com/file/d/1ynVoeyE9k-4F3cu4x7H4etT9wRyCzyyi/view?usp=sharing
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https://drive.google.com/file/d/1ynVoeyE9k-4F3cu4x7H4etT9wRyCzyyi/view?usp=sharing
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Description automatically generated

https://elicit.com/


• Harus click Research Report 
bukan Find Papers









Title.

Abstract.

Introductions
The Indonesian education landscape is currently undergoing a 
significant transformation, driven largely by rapid technological 
advancement. The paradigm of education, once centered on rote 
memorization and teacher-centered instruction, is gradually shifting 
toward more student-centered and technology-integrated learning 
environments. This shift is in alignment with global educational 
trends that emphasize the integration of digital tools to foster higher-
order thinking skills, creativity, and independent learning. In the 
context of Indonesia, such transformation is not merely a 
pedagogical choice but a necessity, as it seeks to enhance the 
quality of education and address persistent learning challenges.

Despite numerous reforms, the effectiveness of the Indonesian 
education system remains a pressing concern, as evidenced by the 
most recent Programme for International Student Assessment (PISA) 
results. The 2022 PISA report indicated that Indonesian students 
scored significantly below the OECD average in reading, 
mathematics, and science. Specifically, cognitive learning 
outcomes—defined as the acquisition of knowledge and intellectual 
skills—remain alarmingly low. These results underscore a systemic 
issue: the inability of conventional classroom instruction to 
adequately develop students' cognitive competencies, particularly in 
science education.

Method

Findings

Discussions
Conclusions
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Introductions
The Indonesian education landscape is currently undergoing a
significant transformation, driven largely by rapid technological
advancement. The paradigm of education, once centered on rote
memorization and teacher-centered instruction, is gradually shifting
toward more student-centered and technology-integrated learning
environments. This shift is in alignment with global educational 
trends that emphasize the integration of digital tools to foster higher-
order thinking skills, creativity, and independent learning. In the 
context of Indonesia, such transformation is not merely a 
pedagogical choice but a necessity, as it seeks to enhance the 
quality of education and address persistent learning challenges
(Azman, 2025).

Despite numerous reforms, the effectiveness of the Indonesian 
education system remains a pressing concern, as evidenced by the 
most recent Programme for International Student Assessment (PISA) 
results. The 2022 PISA report indicated that Indonesian students 
scored significantly below the OECD average in reading, 
mathematics, and science. Specifically, cognitive learning 
outcomes—defined as the acquisition of knowledge and intellectual 
skills—remain alarmingly low. These results underscore a systemic 
issue: the inability of conventional classroom instruction to 
adequately develop students' cognitive competencies, particularly in 
science education.
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Title.

Abstract.

Introductions
The Indonesian education landscape is currently undergoing a
significant transformation, driven largely by rapid technological
advancement. The paradigm of education, once centered on rote
memorization and teacher-centered instruction, is gradually shifting
toward more student-centered and technology-integrated learning
environments. This shift is in alignment with global educational 
trends that emphasize the integration of digital tools to foster higher-
order thinking skills, creativity, and independent learning. In the 
context of Indonesia, such transformation is not merely a 
pedagogical choice but a necessity, as it seeks to enhance the 
quality of education and address persistent learning challenges
(Azman, 2025).

Despite numerous reforms, the effectiveness of the Indonesian 
education system remains a pressing concern, as evidenced by the 
most recent Programme for International Student Assessment (PISA) 
results. The 2022 PISA report indicated that Indonesian students 
scored significantly below the OECD average in reading, 
mathematics, and science. Specifically, cognitive learning 
outcomes—defined as the acquisition of knowledge and intellectual 
skills—remain alarmingly low. These results underscore a systemic 
issue: the inability of conventional classroom instruction to 
adequately develop students' cognitive competencies, particularly in 
science education.

Method

Findings
Discussions

Conclusions

You’re a researcher, you want to make a paper titled "the effectiveness of the gamified scratch science
game to improve student learning outcome" you need to write an introduction for this article. there are 
several things you need to pay attention to: 
1. Definitions of scratch is the coding block based apps platform that allows you to make educational

games 
2. the learning outcome in question is only cognitive learning outcomes, not affective and psychomotor
then make sure you pay attention to the following outline when compiling introductions 
1. start with the paradigm of Indonesian education, the shift in the paradigm of education due to

technology, its implications for the learning level. 
2. describe the research problem, you can start from the latest PISA Indonesia score results, then narrow

the problem to the level of learning in the classroom. 
3. how the role of technology, especially the development of gamification, interactive games, and serious

games can be a solution to the problem, discuss by paying attention to theories related to gamification. 
4. explain the gap that this research might fill and the state of the art in the current scientific debate. 

Write using an academic style and tone and assuming that the reader audience is from academic circles,
prevent not using passive words.
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https://drive.google.com/file/d/1QdWOOlRS04Cygd-zHsDyGB1Y-c3I0WW3/view?usp=sharing
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Abstract.

Introductions
The Indonesian education landscape is currently undergoing a
significant transformation, driven largely by rapid technological
advancement. The paradigm of education, once centered on rote
memorization and teacher-centered instruction, is gradually shifting
toward more student-centered and technology-integrated learning
environments. This shift is in alignment with global educational 
trends that emphasize the integration of digital tools to foster higher-
order thinking skills, creativity, and independent learning. In the 
context of Indonesia, such transformation is not merely a 
pedagogical choice but a necessity, as it seeks to enhance the 
quality of education and address persistent learning challenges
(Azman, 2025).

Despite numerous reforms, the effectiveness of the Indonesian 
education system remains a pressing concern, as evidenced by the 
most recent Programme for International Student Assessment (PISA) 
results. The 2022 PISA report indicated that Indonesian students 
scored significantly below the OECD average in reading, 
mathematics, and science. Specifically, cognitive learning 
outcomes—defined as the acquisition of knowledge and intellectual 
skills—remain alarmingly low. These results underscore a systemic 
issue: the inability of conventional classroom instruction to 
adequately develop students' cognitive competencies, particularly in 
science education.

Method

Findings
Discussions

Conclusions

Find Quality Citations



Title.

Abstract.
Introductions.

Method
Research Design

This study employed a quasi-experimental research design with 
a nonequivalent control group pretest-posttest structure. This 

design was selected to examine the effectiveness of a gamified 

Scratch-based science learning tool in improving students’ 
cognitive learning outcomes. Two groups were involved in the 

study: an experimental group that received science instruction 
through the gamified Scratch game, and a control group that 

received conventional science instruction. Both groups were 

given a pretest prior to the intervention and a posttest after the 
intervention to measure changes in cognitive learning 

outcomes. The use of a quasi-experimental approach was 
deemed appropriate due to the constraints in randomly 

assigning students to groups, as the research was conducted 

within existing classroom settings.

Instrument
The research instrument consisted of a cognitive achievement 

test developed based on Bloom's revised taxonomy, specifically 

targeting the cognitive domains of remembering, understanding, 
applying, analyzing, and evaluating…. 

Findings

Discussions
Conclusions
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This study employed a quasi-experimental research design with 
a nonequivalent control group pretest-posttest structure. This 

design was selected to examine the effectiveness of a gamified 

Scratch-based science learning tool in improving students’ 
cognitive learning outcomes. Two groups were involved in the 

study: an experimental group that received science instruction 
through the gamified Scratch game, and a control group that 

received conventional science instruction. Both groups were 

given a pretest prior to the intervention and a posttest after the 
intervention to measure changes in cognitive learning 

outcomes. The use of a quasi-experimental approach was 
deemed appropriate due to the constraints in randomly 

assigning students to groups, as the research was conducted 

within existing classroom settings.

Instrument
The research instrument consisted of a cognitive achievement 

test developed based on Bloom's revised taxonomy, specifically 

targeting the cognitive domains of remembering, understanding, 
applying, analyzing, and evaluating…. 

Findings
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Follow up chat…
then create a method section for the article, I will use the quasi-experimental method using equivalent
control pre and post design.

create based on this outline
1. research design
2. Instrument, create based on bloom's taxonomy.
3. Population and Sample, use kirjie and morgan statistics by determining the population of 5th grade
elementary school students in kudus district as many as 200 people.
4. use descriptive analysis, N-Gain, and T-Test

Give an outline

Give a detail

THE PROMPT

See The Result Example

See The Result Example

https://drive.google.com/file/d/1EdYZyJFD07tTM1bkOCPQApXZGzaEoXLp/view?usp=sharing
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Contoh Prompt:

• https://chatgpt.com/share/683fc4ca-b898-8006-ac99-
1a92451da3bd

• https://g.co/gemini/share/f7f13d87a488
• https://g.co/gemini/share/5f8436c67ec7

https://chatgpt.com/share/683fc4ca-b898-8006-ac99-1a92451da3bd
https://chatgpt.com/share/683fc4ca-b898-8006-ac99-1a92451da3bd
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https://chatgpt.com/share/683fc4ca-b898-8006-ac99-1a92451da3bd
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https://chatgpt.com/share/683fc4ca-b898-8006-ac99-1a92451da3bd
https://chatgpt.com/share/683fc4ca-b898-8006-ac99-1a92451da3bd
https://g.co/gemini/share/f7f13d87a488
https://g.co/gemini/share/f7f13d87a488
https://g.co/gemini/share/5f8436c67ec7
https://g.co/gemini/share/5f8436c67ec7


Sumber 
Rujukan Benar

• Mohon kamu sediakan link 
sumber rujukan daripada 
penerbit jurnal berimpak 
tinggi seperti Elsevier, Taylor 
and Francis, Sage, Wiley, 
Springer Nature, Emerald, Plos 
One dan MDPI dalam 
penulisan jurnal tadi.
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Data Analysis Using Jasp



AI Writing Tools

Grammarly
Main Functions:
•Checks grammar, spelling, and punctuation.
•Offers suggestions for writing style and clarity.
•Plagiarism detection (premium version).
Usage:
•Helps with writing emails, essays, reports, and academic articles.
•Available on Word, browsers, and mobile devices.



AI Writing Tools

QuillBot
Main Functions:
•Automatic paraphrasing with various writing modes (standard, 
formal, creative, etc.).
•Text summarization tool.
•Grammar checker and other writing tools.
Usage:
•Helps rewrite sentences to sound more natural or diverse.
•Useful for avoiding plagiarism and improving writing style.



AI Writing Tools

DeepL
Main Functions:
•High-quality translation of text.
•Understands sentence context, not just word-for-word.
•Supports many languages.
Usage:
•Translates academic or business documents with natural results.
•Useful for students and multilingual writers.
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