ITERNATIONAL

“Deep Learning in Science, T

I. PSRAIT ducation i Tr
S lese

rnational Seminar on Student Research in

irs. Abdul Wahah,

' Zulfa Arsita Aulia |

) Education, Science, and Technology. 6
%

Speakers

Committee Form Register

Information

lo.List of Presenters l».Co-Host

© ©

List of Presenters Co-Host

Instructions & RequirementsSubmit 1 lecturer
presenter, at least 5 student presenters, and at

2024-01-14 least 5 student audience/listeners.Registration
fee is Rp300,0...


https://www.instagram.com/research.class.ummat
https://www.youtube.com/@UMMataram
https://web.facebook.com/fkip.ummat.ac.id
https://twitter.com/USER_NAME
https://www.issrestec.id/
https://www.issrestec.id/2023/12/issrestec-topics.html
https://www.issrestec.id/2023/12/issrestec-speakers.html
https://www.issrestec.id/2023/12/issrestec-committee.html
https://docs.google.com/forms/d/e/1FAIpQLSeTKfkHIVEPfx_bsO08a_WOZtEI6OcioKBtUI5yYek0TEVbfg/viewform
https://bit.ly/CoHOSTISSRESTec
https://www.issrestec.id/2024/01/list-of-presenters.html
https://www.issrestec.id/2024/01/list-of-presenters.html
https://www.issrestec.id/2024/01/list-of-presenters.html
https://www.issrestec.id/2024/01/co-host.html
https://www.issrestec.id/2024/01/co-host.html
https://www.issrestec.id/2024/01/co-host.html
https://www.issrestec.id/

2024-01-12

l».Contact Us l».lmportant Dates

© ©

Contact Us Important Dates
Taupik : +62 877-5049-4150Putri : +62 823- Important DatesAbstract deadline: March 29,
4194-4581Wahyu (+62 859-6426-1079)Email: 2025Full paper Deadline: April 12,
issrestec.ummat@gmail.com ... 2025Regsitration: April 15, 2025Payment: April
17, 2025...
2023-12-28
2023-12-28
l#.Download l#.Publication
Download Publication
Download:Abstract Template ISSRESTec Accredited & Indexed JournalJTAM (Jurnal
ProceedingFull paper Template ISSRESTec Teori & Aplikasi Matematika [Indexed by: DOAJ,
Proceeding... EBSCO, SINTA 2]IJECA (International Journal
of Educati...
2023-12-26
2023-12-26
»

:

Zulfa Arsita Aulia (Indonesia) Dy Outdo (Cambodia)

1st Speaker

Theme: -

2nd Speaker

Theme: Implementation of Technology in Language Learning


https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/2023/12/contact-us.html
https://www.issrestec.id/2023/12/contact-us.html
https://www.issrestec.id/2023/12/contact-us.html
https://www.issrestec.id/2023/12/important-dates.html
https://www.issrestec.id/2023/12/important-dates.html
https://www.issrestec.id/2023/12/important-dates.html
https://www.issrestec.id/2023/12/issrestec-download.html
https://www.issrestec.id/2023/12/issrestec-download.html
https://www.issrestec.id/2023/12/issrestec-download.html
https://www.issrestec.id/2023/12/issrestec-publication.html
https://www.issrestec.id/2023/12/issrestec-publication.html
https://www.issrestec.id/2023/12/issrestec-publication.html
https://www.issrestec.id/search?updated-max=2023-12-26T23:23:00-08:00&max-results=6&start=6&by-date=false

IIU OpEdKll

Theme: Science and Technology: Deep Learning

4th Speaker

Theme: Technology-based Algebra Concepts and Their Applications

Important Dates [deadline]

Abstract deadline: March 29, 2025 ||| Full paper Deadline: April 12, 2025 ||| Registration: April 15, 2025 ||| Payment: April 17, 2025

Registration Fee

Presenter Indonesian: 300,000 IDR* || Presenter International: 20 USD* || Listener: 50,000 IDR || Addition of paper of 150,000 IDR /

10 USD || *Excludes publication costs

Form Register & Template

Form Reglster Abstract Template Full Paper Template

Co-Host

Unika Santu Paulus



https://docs.google.com/forms/d/e/1FAIpQLSeTKfkHIVEPfx_bsO08a_WOZtEI6OcioKBtUI5yYek0TEVbfg/viewform
https://docs.google.com/document/d/1UhGtwDckVyGwIg4fbTs7-qWR55p2lJWH/edit?usp=sharing&ouid=103828192529875674453&rtpof=true&sd=true
https://docs.google.com/document/d/16IIguTKGnx5JYFj31CCX5WmGJT5dIJs-/edit?usp=sharing&ouid=103828192529875674453&rtpof=true&sd=true
https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/
https://journal.ummat.ac.id/index.php/jtam
https://journal.ummat.ac.id/index.php/paedagoria

Proceeding of ISSRESTec

Contact Person

Taupik (+62 877-5049-4150)
Putri (+62 823-4194-4581)

Advisory Committee

Assoc. Prof. Dr. Muhammad Nizaar
Assist. Prof. Dr. Syaharuddin
Assoc. Prof. Dr. Candra

Assoc. Prof. Vera Mandailina

Copyright © 2025 International Seminar on Student Research in Education, Science, and Technology.

Designed by Blogger Templates, Riviera Maya & ZFF1E


https://journal.ummat.ac.id/index.php/ijeca
http://journal.ummat.ac.id/index.php/orbita
https://journal.ummat.ac.id/index.php/pendekar
https://journal.ummat.ac.id/index.php/justek
https://journal.ummat.ac.id/index.php/issrectec/index
https://wa.me/6287750494150
https://wa.me/6282341944581
https://www.issrestec.id/
https://btemplates.com/
https://rivieramaya.mx/
https://ixibanyayu.com/

HOME  ABOUT  LOGIN REGISTER ~ SEARCH ~ CURRENT ~ ARCHIVES ~ ANNOUNCEMENTS ~ EDITORIALTEAM

REVIEWERS

COMMITTEE

Home > Vol 2 (2025)

Proceeding of International Seminar On Student Research In Education, Science, and Technology

Proceeding of International Seminar on Student Research in Education, Science, and
Technology (ISSN 3047-1532) is an international proceedings that publishes research results in the focus
of Educational Technology, Science (Physics, Chemistry, Biology, Geography, etc.), and Technology.

This proceedings is managed by the Center for Student Research, Publications, and Intellectual Property
Rights of the Faculty of Teacher Training and Education, Universitas Muhammadiyah Mataram. The focus and
scope in detail are as follows.

Artificial Intelligence in Education

1. Utilizing Augmented Reality (AR) Technology in the Learning Process at Schools and Universities
2. Innovations in Technology-Based Learning

3. Online Learning: Challenges, Opportunities, and Innovations

4. Development of Interactive Educational Applications

Curriculum Development Based on Research

1. Responsive Curriculum Development in Education

2. Implementation of 21st Century Education Models in Student Learning
3. Enhancing the Quality of Science and Technology Education for Teachers
4, Strategies for Collaborative Learning

5. Innovative Teaching Methods

Output-Based Learning

1. Character Education in Academic Settings
2. Critical Thinking Skills in Education

3. Active Project-Based Learning

4. Improving Digital Literacy in Education

5. STEM-Based Education

Announcements

ISSRESTec 2025

TEMPLATE

ISSN

franar
REGISTER

1¢3ﬂD

I_REGIST EE\]

USER

Username | hansjuwiantho


https://docs.google.com/document/d/16IIguTKGnx5JYFj31CCX5WmGJT5dIJs-/edit?rtpof=true&sd=true
https://docs.google.com/document/d/16IIguTKGnx5JYFj31CCX5WmGJT5dIJs-/edit?rtpof=true&sd=true
https://issn.brin.go.id/terbit/detail/20240217371313604
https://issn.brin.go.id/terbit/detail/20240217371313604
https://docs.google.com/forms/d/e/1FAIpQLSeTKfkHIVEPfx_bsO08a_WOZtEI6OcioKBtUI5yYek0TEVbfg/viewform
https://docs.google.com/forms/d/e/1FAIpQLSeTKfkHIVEPfx_bsO08a_WOZtEI6OcioKBtUI5yYek0TEVbfg/viewform
https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/
https://www.issrestec.id/
https://issn.brin.go.id/terbit/detail/20240217371313604
https://journal.ummat.ac.id/index.php/issrectec/index
https://journal.ummat.ac.id/index.php/issrectec/about
https://journal.ummat.ac.id/index.php/issrectec/login
https://journal.ummat.ac.id/index.php/issrectec/user/register
https://journal.ummat.ac.id/index.php/issrectec/search
https://journal.ummat.ac.id/index.php/issrectec/issue/current
https://journal.ummat.ac.id/index.php/issrectec/issue/archive
https://journal.ummat.ac.id/index.php/issrectec/announcement
https://journal.ummat.ac.id/index.php/issrectec/pages/view/EditorialTeam
https://journal.ummat.ac.id/index.php/issrectec/pages/view/Reviewers
https://journal.ummat.ac.id/index.php/issrectec/pages/view/Committee
https://journal.ummat.ac.id/index.php/issrectec/index
https://journal.ummat.ac.id/index.php/issrectec/index

ITGQoovvVvuilhuw @ w ¥ FFFEFSFEFsSFESESES

Important Dates () Remember me

Abstract deadline: March 29, 2025

Full paper Deadline: April 12, 2025
Regsitration: April 15, 2025
Payment: April 17, 2025 INFORMATION

» For Readers
» For Authors

Registration Fee

Presenter Indonesian: 300,000 IDR*
Presenter International: 20 USD*
Listener: 50,000 IDR

» For Librarians

*Excludes publication costs NOTIFICATIONS
*Addition of paper of 150,000 IDR / 15 USD
- - » View

Publication Fee _
» Subscribe

*SINTA 2 = 1.600.000 IDR

* SINTA 3 = 750.000 IDR

* SINTA 4 = 500.000 IDR

* SINTA 5 = 350.000 IDR JOURNAL CONTENT
Search

Search Scope

Publications (Selected Papers) All &

1. JTAM (Jurnal Teori & Aplikasi Matematika [Indexed by: DOAJ, EBSCO, SINTA 2]

2. IJECA (International Journal of Education and Curriculum Application) [Indexed by: SINTA 3]

3. Paedagoria : Jurnal Kajian, Penelitian dan Pengembangan Kependidikan [Indexed by: SINTA 3]

4. ORBITA: Jurnal Kajian, Inovasi dan Aplikasi Pendidikan Fisika [Indexed by: DOAJ, SINTA 4] Browse

5. Pendekar: Jurnal Pendidikan Berkarakter [Indexed by: SINTA 4] >

6. JUSTEK: Jurnal Sains dan Teknologi [Indexed by: SINTA 4] By Issue

7. International Seminar on Student Research in Education, Science, and Technology [Proceeding Indexed by: Google Scholar] » By Author
» By Title

Posted: 2024-02-17 » Other Journals

More Announcements...
FONT SIZE

: : : : : A3 A A
Vol 2 (2025): Proceeding of International Seminar On Student Research In Education, Science, and Technology

Table of Contents

Articles


javascript:void(0);
javascript:void(0);
javascript:void(0);
https://journal.ummat.ac.id/index.php/issrectec/information/readers
https://journal.ummat.ac.id/index.php/issrectec/information/authors
https://journal.ummat.ac.id/index.php/issrectec/information/librarians
https://journal.ummat.ac.id/index.php/issrectec/notification
https://journal.ummat.ac.id/index.php/issrectec/notification/subscribeMailList
https://journal.ummat.ac.id/index.php/issrectec/issue/archive
https://journal.ummat.ac.id/index.php/issrectec/search/authors
https://journal.ummat.ac.id/index.php/issrectec/search/titles
https://journal.ummat.ac.id/index.php/index
https://journal.ummat.ac.id/index.php/jtam
https://journal.ummat.ac.id/index.php/ijeca
https://journal.ummat.ac.id/index.php/paedagoria
https://journal.ummat.ac.id/index.php/orbita
https://journal.ummat.ac.id/index.php/pendekar
https://journal.ummat.ac.id/index.php/justek
https://journal.ummat.ac.id/index.php/issrectec
https://journal.ummat.ac.id/index.php/issrectec/announcement

Indonesian EFL Teachers’ Perspectives on Students’ Multilingualism Ability in ELT Classrooms: A Problem or a
Resource for Learning?

r:- Kukuh Tri Laksono
Zil Views of Abstract: 677 | PDF: 5

The Use of 3-Dimensional Visual Arts Video Learning Media to Enhance Learning Outcomes of Class XII-1
Stlidents at SMAN 2 Padalarang

e Risa Rahmawati, Zakarias S. Soeteja, Dadang Sulaeman
Zil Views of Abstract: 651 | PDF: 1

Thg Analysis of Swear Words Used by Early Adolescents in Bandung
we Rini Karlina

¢il Views of Abstract: 645 | PDF: 4

Development of Android-based Solar System Interactive Learning Application Using Augmented Reality with
Unlty and Blender

we Aisha Zahra, Azizah Syifandani, Dhiah Dharmastuti Pinuji, Ervina Setyawati
¢il Views of Abstract: 701 | PDF: 1

Construction and Validation of the Development of a Scout Extracurricular Program Design Oriented Towards
ch_utpreneurship to Enhance the Entrepreneurial Spirit of Junior High School Students

we Maulani Mega Hapsari, Trisno Martono, Dewi Kusuma Wardani, Leny Noviani
¢V Views of Abstract: 519 | PDF: 1

Imfroving the Implementation of Child-Friendly School Policy: A Case Study in Labuhanbatu Regency
s Elida Florentina Sinaga Simanjorang, Lusiana A. Lubis, Erika Revida, Sakhyan Asmara

Zil Views of Abstract: 503 | PDF: 2

Development of an Early Childhood Assesment Instrument Focus on Gross Motor, Fine Motor, and Cognitive
Skills

we Landri Nurhandriatie, Tina Hayati Dahlan, Nandang Budiman
¢W0 Views of Abstract: 674 | PDF: 3

Thg Influence of Emotional Intelligence on Student Success: A Literature Review
we Nurra Gaia Dewiyanti, Juntika Nurihsan, Nandang Budiman

¢il Views of Abstract: 807 | PDF: 4

Thg Pancasila Student Profile in the Perspective of Civic Education
we Julian Mauludi Fadhillah

£il Views of Abstract: 559 | PDF: 2

Dexelopment of Measurement Learning Media Using App Inventor
e Eviana Agustia, Fuad Isnaini

¢il Views of Abstract: 678 | PDF: 3

PDF
1-14

PDF
15-21

PDF
22-34

PDF
35-44

PDF
45-52

PDF
53-62

PDF
63-68

PDF
69-75

PDF
76-83

PDF
84-88


https://journal.ummat.ac.id/index.php/issrectec/article/view/30403
https://journal.ummat.ac.id/index.php/issrectec/article/view/30403
https://journal.ummat.ac.id/index.php/issrectec/article/view/30403/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30469
https://journal.ummat.ac.id/index.php/issrectec/article/view/30469
https://journal.ummat.ac.id/index.php/issrectec/article/view/30469/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30474
https://journal.ummat.ac.id/index.php/issrectec/article/view/30474/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30494
https://journal.ummat.ac.id/index.php/issrectec/article/view/30494
https://journal.ummat.ac.id/index.php/issrectec/article/view/30494/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30501
https://journal.ummat.ac.id/index.php/issrectec/article/view/30501
https://journal.ummat.ac.id/index.php/issrectec/article/view/30501/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30504
https://journal.ummat.ac.id/index.php/issrectec/article/view/30504/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30513
https://journal.ummat.ac.id/index.php/issrectec/article/view/30513
https://journal.ummat.ac.id/index.php/issrectec/article/view/30513/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30520
https://journal.ummat.ac.id/index.php/issrectec/article/view/30520/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30521
https://journal.ummat.ac.id/index.php/issrectec/article/view/30521/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30528
https://journal.ummat.ac.id/index.php/issrectec/article/view/30528/pdf

Anglysis of Determinants of Interest in using Financial Technology: A Literature Study
we Habsiah Ramadhani Putri, Sri Trisnaningsih

Zil Views of Abstract: 745 | PDF: 2

Digital Technology in Land Management: A New Direction for Education and Research on Land Policy in
Ingonesia through Digital Discourse Analysis

we Muhammad Arifin Siregar, Sulikah Asmorowati, Falih Suaedi, Choirul Anam
¢il Views of Abstract: 683 | PDF: 1

ChthPT in Writing Literature Reviews: Student Perceptions and Concerns
we Rentauli Mariah Silalahi

Zil Views of Abstract: 825 | PDF: 2

Digjtal Game-Based Learning in Education: A Visual Bibliometric Network Analysis
e Gilang Maulana Jamaludin, Muhammad Japar, Mohamad Syarif Sumantri

¢il Views of Abstract: 702 | DOWNLOAD [PDF]: 2

From Bystander to Defender: Developing and Validating a Scale for Measuring Defending Behaviors Among
Indonesian Adolescents in Bullying Contexts

r:- khairatul Ulya Ilma, Tina Hayati Dahlan, Nandang Budiman
¢il Views of Abstract: 732 | PDF: 1

Development of the UNO Fluid Battles Educational Card Game to Enhance Students’ Cognitive Learning
Ou_tlcomes on the Topic of Fluids

we Azmi Nurismayanti, I Made Astra, Syafrima Wahyu
ﬁi Views of Abstract: 683 | DOWNLOAD [PDF]: 1

Modeling Infant Mortality Rate In North Sumatra Using Robust Regression With Generalized Scale (GS)
Estimations

we Isti Marfu'ah, Yuliana Susanti, Etik Zukhronah
Zil Views of Abstract: 683 | PDF: 1

Experimental and Numerical Study of Non-Pneumatic Tires with Honeycomb Structure on Varying Road
Ing!ination Angles

we Zahran Raif Agustiara, Rachmat Sriwijaya
ﬁi Views of Abstract: 625 | PDF: 6

Comparison Of The Accuracy Of The Solution Of Non-Linear Equations By Euler And Fixet Point Methods
ThLough Numerical Simulation

we IStikatunisah Istikatunisah, Syaharuddin Syaharuddin
ﬂi Views of Abstract: 466 | PDF: 1

Design of STEAM-Integrated PjBL Learning Model Based on Interdisciplinary Learning: A Literature Review
onnDeveIoping Critical and Creative Thinking Skills of Mathematics Students

PDF
89-94

PDF
95-103

PDF
104-116

DOWNLOAD [PDF]
117-125

PDF
126-133

DOWNLOAD [PDF]
134-143

PDF
144-150

PDF
151-161

PDF
162-170

PDF
171-177


https://journal.ummat.ac.id/index.php/issrectec/article/view/30482
https://journal.ummat.ac.id/index.php/issrectec/article/view/30482/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30489
https://journal.ummat.ac.id/index.php/issrectec/article/view/30489
https://journal.ummat.ac.id/index.php/issrectec/article/view/30489/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30406
https://journal.ummat.ac.id/index.php/issrectec/article/view/30406/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30491
https://journal.ummat.ac.id/index.php/issrectec/article/view/30491/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30660
https://journal.ummat.ac.id/index.php/issrectec/article/view/30660
https://journal.ummat.ac.id/index.php/issrectec/article/view/30660/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30503
https://journal.ummat.ac.id/index.php/issrectec/article/view/30503
https://journal.ummat.ac.id/index.php/issrectec/article/view/30503/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30666
https://journal.ummat.ac.id/index.php/issrectec/article/view/30666
https://journal.ummat.ac.id/index.php/issrectec/article/view/30666/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30507
https://journal.ummat.ac.id/index.php/issrectec/article/view/30507
https://journal.ummat.ac.id/index.php/issrectec/article/view/30507/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30668
https://journal.ummat.ac.id/index.php/issrectec/article/view/30668
https://journal.ummat.ac.id/index.php/issrectec/article/view/30668/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30411
https://journal.ummat.ac.id/index.php/issrectec/article/view/30411
https://journal.ummat.ac.id/index.php/issrectec/article/view/30411/pdf

e AlLKNIas, Syalrdi Syalrdl, NIZIEI rTuda, £urweni 2urweni
¢il Views of Abstract: 732 | PDF: 2

Hoxv Organizational Commitment Influences Teachers’ Willingness to Innovate in Education
we Medina Siti Almunawaroh, Rugaiyah Rugaiyah, Teguh Trianung Djoko Soesanto

ﬁ‘i Views of Abstract: 645 | PDF: 1

Pedagogical Transformation Through Deep Learning in Mathematics Education: A Systematic Review of the
Glglbal Literature
we Ahmad Rifai Siregar, Agnes Alfi Khairuni Sirait, Asrifah Siahaan, Della Permata Rahmah, Khairunnisa' Nabilah, Mutiara
Khadijah

Zil Views of Abstract: 848 | PDF: 9

The Effect of Liquid Superficial Velocity on Two-Phase Air-Water Slug Flow in a Horizontal Pipe Using High-
Speed Camera

r:- Resky Gerhana Hidayatullah, Syaiful Tambah Putra Ahmad, Akhmad Afandi, Khasani Khasani, Jusnita Jusnita,
Deendarlianto Deendarlianto

ﬁ‘i Views of Abstract: 390 | PDF: 2

A Diplomatic Voice for Peace: Textual and Contextual Insights into Retno Marsudi’s Speech Regarding the
Hu_rpanitarian Crisis in Palestine

we Hendri Pitrio Putra, Lukman Lukman, A Yolanda Latjuba
ﬁi Views of Abstract: 422 | PDF: 2

Analysis of Language Errors Influenced by Sundanese Language Acquisition in Holiday Experience Narrative
Essiays of Grade 5 Students at MI Muhammadiyah 2 Bandung City

we Nina Nina, Yulia Adiningsih, Muhammad Ichsan Nurjam'an, Luthfiah Aminati Rais Junaedi
ﬁ‘i Views of Abstract: 600 | PDF: 1

The Pancasila-Based Character Education Model Within the Three Educational Centers: Challenges and
Opportunities in the Digital Era

we Hanik Hanik, Wahyu Azwar
¢il Views of Abstract: 573 | PDF: 3

Learning Using the CREATE Model on the Topic of Growing Media from Organic Waste to Enhance Students’
Sci_(;ntific Creativity

we Eka Fuji Astuti, Wawan Wahyu, Soja Siti Fatimah
¢il Views of Abstract: 547 | PDF: 1

Literatur Review: The use of Mobile Learning to Improve Critical Thinking Skills of Elementary School
Students
-

we Euis Lidyawati, Agung Purwanto, Ika Lestari
Zil Views of Abstract: 589 | PDF: 1

Development of an Interactive Adventure Game for Enhancing Mathematical Learning in Second Grade
Students

PDF
178-192

PDF
193-198

PDF
199-212

PDF
213-226

PDF
227-234

PDF
235-241

PDF
242-249

PDF
250-258

PDF
259-266


https://journal.ummat.ac.id/index.php/issrectec/article/view/30412
https://journal.ummat.ac.id/index.php/issrectec/article/view/30412/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30425
https://journal.ummat.ac.id/index.php/issrectec/article/view/30425
https://journal.ummat.ac.id/index.php/issrectec/article/view/30425/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30439
https://journal.ummat.ac.id/index.php/issrectec/article/view/30439
https://journal.ummat.ac.id/index.php/issrectec/article/view/30439/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30441
https://journal.ummat.ac.id/index.php/issrectec/article/view/30441
https://journal.ummat.ac.id/index.php/issrectec/article/view/30441/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30442
https://journal.ummat.ac.id/index.php/issrectec/article/view/30442
https://journal.ummat.ac.id/index.php/issrectec/article/view/30442/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30443
https://journal.ummat.ac.id/index.php/issrectec/article/view/30443
https://journal.ummat.ac.id/index.php/issrectec/article/view/30443/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30450
https://journal.ummat.ac.id/index.php/issrectec/article/view/30450
https://journal.ummat.ac.id/index.php/issrectec/article/view/30450/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30508
https://journal.ummat.ac.id/index.php/issrectec/article/view/30508
https://journal.ummat.ac.id/index.php/issrectec/article/view/30508/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30517
https://journal.ummat.ac.id/index.php/issrectec/article/view/30517
https://journal.ummat.ac.id/index.php/issrectec/article/view/30517/pdf
BAU-AMELIA
Highlight


e Hans Juwiantho, Ramadhan Daffa Ferdyatma, Liliana Liliana
Zi | Views of Abstract: 680 | PDF: 1

Leirning Strategies in Handling Social Interaction in Children with Language Delays Aged 4-5 Years Old
we Jihan Anggi Felisia, Nurbiana Dhieni, Nurjannah Nurjannah

ﬁi Views of Abstract: 620 | PDF: 2

ApRIication of Innovative Learning Models to Foster Entrepreneurial Mindset of Elementary School Students
we Lutfi Lutfi, Dwi Pita Reski, Andi Yuyung, Nour Ariyanti Amir, Muh. Faisal

¢i0 Views of Abstract: 729 | PDF: 5

Regding Literacy Training Curriculum Design using “"The Empat-I" (4I) Literacy Framework For Parents
we Ana Ratnasari, Asep Herry Hernawan, Laksmi Dewi

Zil Views of Abstract: 437 | PDF: 1

Comparative Analysis of Halley and Hybrid Methods for Numerically Solving the Roots of Non-Linear
quaﬁons
we Fitrah Utami Putri, Syaharuddin Syaharuddin

¢Vl Views of Abstract: 475 | PDF: 1

Comparative Analysis of Newton Midpoint Halley and Olver Methods for Solving the Roots of Nonlinear
Equations
-

we Delista Apriliya, Syaharuddin Syaharuddin
ﬁi Views of Abstract: 468 | PDF: 1

Usg_ of Secant Method and New Iteration Method for Numerical Simulation in Finding Solution
we Zamratul Aswad, Syaharuddin Syaharuddin

¢W0 Views of Abstract: 462 | PDF: 2

The Implementation of AI Technology in Mathematics Education to Enhance Students’ Learning
Ingependence and Critical Thinking Skills

we Supardi Supardi, Syaharuddin Syaharuddin
ﬁi Views of Abstract: 689 | PDF: 1

Comparative Analysis of the Regula Falsi and Secant Methods for Numerically Solving the Roots of Nonlinear
quaﬁons
we Dwi Suryo Putro, Syaharuddin Syaharuddin

ﬁ‘i Views of Abstract: 476 | PDF: 2

Application of New Literacy and Newton Rapshon Methods in Numerical Solving of Roots of Nonlinear
Equations
-

we Baig Indhira Eka Suwandini, Syaharuddin Syaharuddin
ﬁi Views of Abstract: 521 | PDF: 1

Expert Review of the IA Toothbrushina Skill Learnina Model 3D Printina-Based for Earlv Childhood

PDF
267-274

PDF
275-283

PDF
284-292

PDF
293-300

PDF
301-309

PDF
310-316

PDF
317-329

PDF
330-337

PDF
338-344

PDF


https://journal.ummat.ac.id/index.php/issrectec/article/view/30533
https://journal.ummat.ac.id/index.php/issrectec/article/view/30533/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30535
https://journal.ummat.ac.id/index.php/issrectec/article/view/30535/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30544
https://journal.ummat.ac.id/index.php/issrectec/article/view/30544/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30671
https://journal.ummat.ac.id/index.php/issrectec/article/view/30671
https://journal.ummat.ac.id/index.php/issrectec/article/view/30671/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30674
https://journal.ummat.ac.id/index.php/issrectec/article/view/30674
https://journal.ummat.ac.id/index.php/issrectec/article/view/30674/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30680
https://journal.ummat.ac.id/index.php/issrectec/article/view/30680/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30681
https://journal.ummat.ac.id/index.php/issrectec/article/view/30681
https://journal.ummat.ac.id/index.php/issrectec/article/view/30681/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30682
https://journal.ummat.ac.id/index.php/issrectec/article/view/30682
https://journal.ummat.ac.id/index.php/issrectec/article/view/30682/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30683
https://journal.ummat.ac.id/index.php/issrectec/article/view/30683
https://journal.ummat.ac.id/index.php/issrectec/article/view/30683/pdf
https://journal.ummat.ac.id/index.php/issrectec/article/view/30456
https://journal.ummat.ac.id/index.php/issrectec/article/view/30456/pdf
BAU-AMELIA
Highlight


HOME  ABOUT LOGIN REGISTER SEARCH CURRENT  ARCHIVES

ANNOUNCEMENTS

EDITORIAL TEAM

REVIEWERS

COMMITTEE

Home > Editorial Team

Editorial Team

Chief Editor

Wahyu Azwar, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]

Editorial Board:

Syaharuddin, Universitas Muhammadiyah Mataram, Indonesia [Scopus] [Google Scholar]
Hamidah, Universitas Bina Bangsa, Indonesia [Scopus] [Google Scholar]

Adi Slamet Kusumawardana, Universitas Muhammadiyah Malang, Indonesia [Scopus] [Google Scholar]
Malik Ibrahim, Universitas Nahdlatul Ulama NTB, Indonesia [Google Scholar]

Ardilan Sari, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]

Winda Sari, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]

Atika Malahilla, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]
Azminatun Sholehah, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]
Atin Nurhalimah, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]
Mawaddah, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]

Ani Sahara, Universitas Muhammadiyah Mataram, Indonesia [Google Scholar]

This work is licensed under a Creative Commons Attribution-ShareAlike 4.0 International License.

Proceeding of International Seminar on Student Research in Education, Science, and Technology already indexed:

AN

1Bd Goodle

e TR T S N . T W

TEMPLATE

ISSN

franar
REGISTER

1¢3ﬂﬂ

I_REGIST EE\'

USER

Username | hansjuwiantho


https://docs.google.com/document/d/16IIguTKGnx5JYFj31CCX5WmGJT5dIJs-/edit?rtpof=true&sd=true
https://docs.google.com/document/d/16IIguTKGnx5JYFj31CCX5WmGJT5dIJs-/edit?rtpof=true&sd=true
https://issn.brin.go.id/terbit/detail/20240217371313604
https://issn.brin.go.id/terbit/detail/20240217371313604
https://docs.google.com/forms/d/e/1FAIpQLSeTKfkHIVEPfx_bsO08a_WOZtEI6OcioKBtUI5yYek0TEVbfg/viewform
https://docs.google.com/forms/d/e/1FAIpQLSeTKfkHIVEPfx_bsO08a_WOZtEI6OcioKBtUI5yYek0TEVbfg/viewform
https://journal.ummat.ac.id/index.php/issrectec/index
https://journal.ummat.ac.id/index.php/issrectec/about
https://journal.ummat.ac.id/index.php/issrectec/login
https://journal.ummat.ac.id/index.php/issrectec/user/register
https://journal.ummat.ac.id/index.php/issrectec/search
https://journal.ummat.ac.id/index.php/issrectec/issue/current
https://journal.ummat.ac.id/index.php/issrectec/issue/archive
https://journal.ummat.ac.id/index.php/issrectec/announcement
https://journal.ummat.ac.id/index.php/issrectec/pages/view/EditorialTeam
https://journal.ummat.ac.id/index.php/issrectec/pages/view/Reviewers
https://journal.ummat.ac.id/index.php/issrectec/pages/view/Committee
https://journal.ummat.ac.id/index.php/issrectec/index
https://journal.ummat.ac.id/index.php/issrectec/pages/view/EditorialTeam
https://scholar.google.com/citations?hl=id&view_op=list_works&gmla=AH70aAWmPzt_Oh1RNyyBx27CDAQruJjNzhp6ci3KDpn-MGsvH9ohbdtJAJDvqxdVZSurfZ-vwtpuJVUW0nFPBKebX1zfX3b-gQK_&user=1FI8oJUAAAAJ
https://www.scopus.com/authid/detail.uri?authorId=57204821706
https://scholar.google.co.id/citations?user=N60_aooAAAAJ&hl=id
https://www.scopus.com/authid/detail.uri?authorId=57218369416
https://scholar.google.com/citations?user=kfq4HjYAAAAJ&hl=en
https://www.scopus.com/authid/detail.uri?authorId=57203093060
https://scholar.google.com/citations?hl=en&authuser=1&user=zreBbXQAAAAJ
https://scholar.google.co.id/citations?user=KddNXdgAAAAJ&hl=en
https://scholar.google.com/citations?hl=id&view_op=list_works&gmla=AOV7GLPavcVTp1wJxGME20EQsHvapHAwAUvXW8DLCrjnC9Gjus_hQb3yjTx8wfas30UqbK-evQPtnrEuu6P3napOCUiL2dqEHYJw&user=QvoQlswAAAAJ
https://scholar.google.com/citations?hl=id&user=pWBq9l4AAAAJ
https://scholar.google.com/citations?hl=id&user=6iJSYEkAAAAJ
https://scholar.google.com/citations?hl=id&user=FuE-z7AAAAAJ&view_op=list_works&gmla=AH70aAX-gI9mptwx3Uwg-RskBJ_j__N3pcv6QofGjREhPEl_OnGHMIWUAnXExuZyrFCATYJX7eGyCnSz0ZastEy_JN4iRRk_xCjEAlHFZbaxj6kllF2h5TaQ_POY
https://scholar.google.com/citations?hl=en&user=iNTtV_sAAAAJ
https://scholar.google.com/citations?hl=en&user=UM1PK9oAAAAJ
https://scholar.google.com/citations?hl=id&user=dbjsRLsAAAAJ
http://creativecommons.org/licenses/by-sa/4.0/
http://creativecommons.org/licenses/by-sa/4.0/
http://creativecommons.org/licenses/by-sa/4.0/
https://scholar.google.com/citations?hl=id&authuser=7&user=o2vA4asAAAAJ

Tolami. Profesiend. Masdins. dao Unggel

2

Certificate

No: 013/ISSRESTec/FKIP-UMMAT/IV/2025

awarded to

Hans Juwiantho

Petra Christian University

as Presenter in the 2nd International Seminar on Student Research in Education, Science,
and Technology (ISSRESTec), theme “Deep Learning in Science, Technology, and Language
Education: Transforming Teaching, Learning, and Research” on April 21st, 2025,
Mataram-Lombok, Indonesia

Mataram April 21st, 2025

of ISSRESTec,
(o
%ﬁ#’
SSRESTec?

D ad Nizaar, M.Pd.Si femstonstioer ottt brahim
NIDN 0821078501 NIM. 2022AIA015

) hitps:/lissrestec.id OJS https://journal.ummat.ac.id/index.phplissrectec


https://issrestec.id
https://journal.ummat.ac.id/index.php/issrectec

International Seminar on Student Research ® https://www.issrestec.id/
in Education, Science, and Technology @ http://journal.ummat.ac.id/index.php/issrestec
ISSN 3047-1532 | Volume 2 April 2025, pp. 259-266 g Universitas Muhammadiyah Mataram, Indonesia

Development of an Interactive Adventure Game for Enhancing
Mathematical Learning in Second Grade Students

Hans Juwiantho'*, Ramadhan Daffa Ferdyatma?, Liliana3
1.23Informatics, Petra Christian University, Indonesia
Hans.juwiantho@petra.ac.id

Abstract: Mathematics is a fundamental subject taught across all educational levels, particularly in
primary schools, where it serves as a foundation for understanding technology and science.
However, second-grade students often struggle with mathematics due to a lack of motivation,
primarily caused by conventional teaching methods that fail to engage them effectively. According
to educators, students prefer learning through real-life examples that help them better understand
the material and information presented. To address these challenges, an educational game was
developed to support second-grade mathematics in primary schools, aligning with Indonesia's
latest curriculum, Merdeka Curriculum. The game covers key mathematical topics, including
numbers recognition, comparisons, addition, subtraction, geometric shapes, spatial figures, and
patterns. To increase student engagement and sustain their interest, the game incorporates an
adventure genre where students complete mini-games as part of various missions throughout the
gameplay. Testing was conducted by comparing the pre-test and post-test scores of second-grade
students after playing the adventure game. Students took a pre-test before playing the game and a
post-test afterwards. The test results demonstrated a significant improvement in understanding,
with average scores increasing from 8.21 to 9.07, and the score range shifting from 5-10 to 7-10. This
confirms that the use of the game is effective in enhancing students' comprehension of
mathematics.
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A. INTRODUCTION

Mathematics plays a vital role in shaping students' cognitive development, particularly
during the early years of primary education (Mulbar, 2015). In primary education, students
begin to explore fundamental mathematical concepts such as basic arithmetic, comparison,
geometry, and patterns, which serve as essential building blocks for their future academic
growth. However, young learners often struggle to grasp these abstract concepts when
delivered through traditional, text-heavy instructional methods. This can result in reduced
motivation, lack of engagement, and ultimately, lower academic performance (Anggraeni et
al., 2020).

In Indonesia, mathematics is taught from elementary to university level due to its
significant contribution to critical thinking, reasoning, and everyday problem-solving
(Sunzuma & Umbara, 2025). Given its crucial role in technological development,
mathematical understanding should ideally begin from an early age. However, many
elementary students, particularly those in second grade, face challenges in learning
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mathematics. A lack of interest, motivation, and confidence often stems from conventional
teaching methods that rely heavily on lectures and repetitive exercises. These traditional
approaches tend to be monotonous and fail to create an engaging learning environment
(Fadilla et al., 2021; Sari & Juandi, 2023). According to interviews with second-grade teachers,
students show a preference for learning through real-life examples that help them visualize
how the material applies in everyday contexts.

To address these challenges, educational games offer a promising alternative by
providing an interactive and engaging learning experience (Cheung & Ng, 2021; Zeng et al.,
2020). Adventure-based educational games, in particular, allow students to participate
actively in problem-solving and exploration within a meaningful context (Chiang et al., 2019;
Papadimitriou & Virvou, 2016). Through narrative elements, visual cues, and a mission-
based structure, these games create an immersive environment that fosters curiosity and
motivation. The integration of mini-games helps clarify specific learning objectives, delivers
real-time feedback, and increases replayability —encouraging repeated practice and deeper
conceptual understanding. Such features make game-based learning an effective method for
supporting students in grasping abstract mathematical ideas in an enjoyable and meaningful
way (Bado, 2022).

Educational games have been found to improve student engagement, promote problem-
solving, and encourage active participation (Yu et al., 2021). Unlike conventional instruction,
game-based learning allows students to learn at their own pace and in a context that feels
meaningful and fun(Candra et al., 2024). Several studies have shown that integrating games
into the classroom enhances learning outcomes and provides opportunities for exploration
and experimentation, particularly in subjects that students typically find challenging, such as
mathematics (Tokac et al., 2019; Vlachopoulos & Makri, 2017).

Several previous studies have highlighted the potential of educational games across
various domains. Ghost Detective (Papadimitriou & Virvou, 2016) enhanced student interest
in mathematics through an adventure game with adaptive and personalized features. Chiang
et al. (Chiang et al., 2019) developed an interactive adventure game that successfully raised
safety awareness among children. Math Adventure educational game using scenarios and
missions in every stage (Kartika et al., 2019) improved fifth-grade students' motivation in
learning mathematics. Moosa (Moosa et al., 2020) created a health-awareness game on
diabetes that showed positive effects through pretesting and posttesting. Chen (Chen et al.,
2021) demonstrated that integrating vocabulary practice within a visual novel led to better
learning outcomes compared to games without such features.

This study differs from previous research by focusing on the development of an open-
area adventure game specifically designed to support second-grade mathematics learning,
aligned with Indonesia's latest national curriculum, Merdeka Curriculum. This curriculum
promotes flexible, project-based learning and allows educators to tailor instruction based on
student needs and interests. The game covers fundamental mathematical topics such as
number recognition, comparison, addition, subtraction, geometric shapes, spatial figures,
and patterns.
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The primary aim of this study is to develop and evaluate the effectiveness of an
educational adventure game in enhancing second-grade students’ understanding of
mathematics. The evaluation combines quantitative methods, including pretesting and
posttesting score analysis. This game is expected to provide a fun yet effective learning
alternative to help young learners grasp essential mathematical concepts.

B. METHOD

The application developed in this study is an adventure game designed as a mathematics
learning tool for second-grade elementary school students. The game features six distinct
mini-games, each created with unique designs and objectives based on different
mathematical concepts aligned with the Curriculum Merdeka. In this game, the students
take the role of Aji, a curious student who wonders how mathematics is applied in everyday
life. One night, Aji falls asleep and wakes up in a mysterious world filled with math-related
challenges. To return to the real world, he must complete various missions. Throughout his
journey, Aji is assisted by unique creatures who guide him in solving these tasks. The game's
progression follows a mission-based narrative reflecting the core competencies of second-
grade mathematics defined in the curriculum.

Each mini-game is designed to strengthen specific mathematical skills and consists of six
mini-games. The first mini-game focuses on placing value, where students must group
numbers based on ones and tens by guiding the character toward the correct object. Correct
answers are indicated with a check mark, and incorrect ones with a cross; the students must
answer all questions correctly to complete the game. The second mini-game involves
comparing the weight and size of two objects, requiring students to select the heavier or
larger item. Success is achieved after answering two questions correctly, while incorrect
answers lead to a restart level. The third mini-game is the addition and subtract mini-game,
where students solve arithmetic problems by selecting the correct result from an addition or
subtraction question, with right answers increasing the students' life count and wrong
answers decreasing it. The fourth mini-game places the students in a shopkeeping scenario,
where they must serve customers accurately, giving the customers the right amount of the
item they need. The game is considered complete once a certain amount of money has been
earned; otherwise, the students must repeat the game.

The fifth mini-game introduces the identification of 2D shapes. Students are given
descriptive clues and must select the correct object that matches the shape described. The
final mini-game involves recognizing patterns and sequences. Students identify the next item
in a sequence based on the pattern shown. To finish the game, students are required to
answer at least two questions correctly.

A pretest-posttest experimental method was conducted to evaluate the effectiveness of
the game in enhancing students’ understanding of mathematics. The testing procedure
aligned with the mini-games' order to maintain coherence and prevent confusion. Students
were first asked to complete a pretest before engaging with the game. They then played
through the game following the designed sequence, after which they completed a post-test.
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The pretest and posttest consisted of ten questions, and the tests were administered using
Google Forms to simplify data collection and analysis.

C. RESULTS AND DISCUSSION

The game testing was conducted with 14 second-grade elementary school students. The
students first completed a pretest, then played the game until the end, and afterward took a
posttest. The participants consisted of students with varying learning profiles: 4 students
who learn quickly, 4 students who take longer to understand, and 6 students with average
comprehension skills. Both the pretest and posttest consisted of 10 questions, covering the
following topics: 1. Numbers (2 questions), 2. Comparison (2 questions), 3. Arithmetic
operations (2 questions), and 4. Geometry (4 questions). The same set of questions was used
in both tests to allow for direct comparison.

The results of this study indicate a positive impact of the educational adventure game on
students' understanding of mathematical concepts. After completing the interactive
educational game, students achieved higher post-test scores compared to their initial pretest
scores. On average, the students’ scores improved from 8.21 to 9.07, and the score range,
initially from 5 to 10, shifted to 7 to 10 based on the posttest and pretest results. Showing a
clear enhancement in their grasp of the material.

Table 1. Pretest and posttest result

Testing Average Median Range score
Pretest 8,21 /10 8/ 10 5-10
Posttest 9,07 / 10 9/10 7-10

Throughout the gameplay, students were actively engaged with each mini-game, which
was intentionally aligned with topics from the Merdeka Curriculum. For example, the first
mini-game allows students to move around and try any number that appears on the ground,
enabling students to visually understand the difference between ones and tens by placing the
number in the correct place, as illustrated in Figure 1.

Figure 1. Mini-game placing ones and tens
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Similarly, the mini-game on comparing object weight encouraged them to use logical
reasoning to determine which item was larger or heavier. An example of the minigames can
be seen in Figure 2. Every time a student gives a wrong answer, the game will give feedback
in the form of a warning text that the answer is wrong and give an explanation about the
right answer.

Figure 2. Mini-game comparing object weight or size

The arithmetic mini-game helped reinforce addition and subtraction skills before playing
the next mini-game. Students need to understand addition and subtraction before trying the
real-life demo of becoming a cashier who needs to calculate numbers. The next mini-game
used a scenario in which the students practiced real-life application of math in the
shopkeeping scenario, where they had to serve customers with accurate quantities. These
interactive tasks allowed students to apply their knowledge in different contexts, enhancing
both comprehension and confidence. For example, in Figure 3, the student needs to give the
customer six milk cartons.

A=

LU,

Figure 3. Mini-game real-life application of math

The fifth mini-game focuses on the identification of two-dimensional shapes. Students
are presented with an image of a specific geometric shape, such as a square, triangle, or circle.
Their task is to find and select the object within the game environment that matches the
given shape. These objects are scattered throughout the area, requiring students to move
around to scan and correctly identify the matching objects. This activity reinforces students’
recognition of basic geometric forms and encourages them to apply their knowledge in a
real-life visual environment setting. Through this interactive approach, students can better
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understand and distinguish between different shapes in a more intuitive and enjoyable way.
This mini-game can be seen in Figure 4.

D |

Figure 4. Mini-game matching shape

The final mini-game is designed to recognize patterns and sequences, an essential
concept in early mathematics. In this stage, students are presented with shape elements
arranged in a specific order. They analyze the pattern and determine the next correct item in
the sequence. The game encourages logical thinking and attention to detail, as students must
identify the sequence. To complete the mini-game, students must answer at least two
questions correctly. This activity sharpens their pattern recognition skills and enhances their
ability to predict and generalize, which are essential foundations for more advanced
mathematical reasoning, as illustrated in Figure 5.

Figure 5. Mini-game of pattern and sequence

The students' responses and behavior during the sessions further reinforced the game’s
effectiveness. Many students expressed excitement while playing and showed clear signs of
increased focus and motivation. Teachers who observed the session noted that students were
more enthusiastic than usual and exhibited a strong willingness to complete each task. From
a design perspective, the game's narrative structure helped maintain the students” interest.
The storyline of Aji's journey through a dream world filled with math-based challenges
created a meaningful context for learning. Visual cues, feedback mechanics, and mission
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progression were carefully designed to keep students engaged and provide immediate
understanding of their mistakes or successes.

These findings are consistent with previous research on game-based learning. Similar to
the Ghost Detective game (Papadimitriou & Virvou, 2016) and other interactive educational
games (Bado, 2022; Tokac et al., 2019) this study shows that a narrative-based, exploratory
learning environment can significantly improve student engagement and learning outcomes.
What sets this study apart is its focus on second-grade mathematics within the context of the
Merdeka Curriculum, demonstrating how games can be tailored to meet curriculum goals
while fostering enjoyment in learning.

Although the outcomes are promising, this study was conducted with a relatively small
group of students and over a limited time period. Thus, while the results indicate short-term
improvement in understanding, further research would be needed to assess long-term
learning retention and scalability across different classrooms. Moreover, future development
of the game could expand to include other topics within the grade level or offer adaptive
difficulty to better meet individual learning needs. Despite these limitations, the findings
highlight the potential of educational games as a valuable supplement to traditional
mathematics instruction, especially for young learners. The combination of narrative-driven
missions, interactive mini-games, and real-time feedback makes the learning experience
more engaging and accessible, laying a strong foundation for deeper mathematical
understanding.

D. CONCLUSIONS AND SUGGESTION

This study demonstrates the effectiveness of an educational adventure game in
enhancing second-grade students’ understanding of mathematical concepts. By combining
narrative-driven gameplay, engaging mini-games, and curriculum-aligned content, the game
succeeded in creating a meaningful and enjoyable learning experience. The results from the
pretest and posttest show a noticeable improvement in students’ performance, with
increased engagement, motivation, and conceptual understanding observed during the
gameplay sessions. The mini-games, each targeting specific mathematical topics, allowed
students to practice understanding ones or tens, comparison value, arithmetic operations,
geometric shapes, and pattern recognition in an interactive environment. The game’s success
in supporting learning suggests that digital game-based learning can complement traditional
methods, particularly for young learners. Future work may include expanding the game to
cover additional topics, increasing adaptability for different student profiles, and conducting
broader trials to assess long-term effectiveness.
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