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INTISARL

Matematiks merupakan mata pelajoran vang paling sering dihindan oleh
siswa, terutama pada tingkat SD. Padahal dengan mempelajari matematika siswa
dapat meningkatkan pemahaman lngikm}rn Dengan mengadopsi matematika
mmmmmm EngEuna mmupuhmlﬂnghhknnhﬂ




ABSTRACT

Mathematics iv a subject that ix ofien aveided by students, especially at rthe
elementary school level. However, by studying mathematics, students will be able
to improvee their logical understanding of evervthing orousd them. Adopting
mathematics into ICT technology using games is a concrete and strategic step to
increase student motivation in learn theam
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