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Abstract 

Low interest in learning mathematics among students remains a significant challenge in education. One 

approach that can be applied to enhance students' interest is gamification through class-based competition. This 

study aims to explore the impact of implementing the Rise of Champions (RoC) game on improving students’ 

interest in learning mathematics. RoC is an educational game competition designed in four stages: Brain Arena, 

Memorizing, Equation Scramble, and Cryptarithm War. This study employed a descriptive qualitative method 

with 60 students from 20 different classes at SMAN 1 Lemahabang as participants. Data were collected through 

observation, Likert-scale questionnaires, and in-depth interviews. The findings show that RoC was effective in 

improving all four indicators of students’ learning interest—enjoyment, curiosity, attention, and engagement—

with an average score above 3.5. The fact that tenth-grade students emerged as champions also contributed to 

increasing motivation and competitive spirit among other students. In conclusion, RoC is proven to be an 

effective and enjoyable alternative learning medium to boost students' interest in mathematics through healthy 

and engaging competition. 
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INTRODUCTION 

 

In the educational process, schools are not only institutions for delivering academic 

content (Indriyanti et al., 2024). They also serve as spaces that facilitate and support students in 

developing their full potential (Febriana et al., 2023; Indriyanti et al., 2024; Komalasari et al., 

2024; Wijaya, 2020). However, in practice, most educational activities in schools still focus 

heavily on cognitive aspects and academic achievement alone (Albay & Pradana, 2025). This 

condition highlights the need for alternative learning spaces that can accommodate students’ 

diverse potentials more holistically, beyond academic performance alone (Saputra et al., 2023). 

Each student has unique talents and abilities—whether in the arts, creativity, or 

academics (Albay & Pradana, 2025; Indriyanti et al., 2024; Wijaya, 2020). One of the current 

challenges in education is how to create environments that support the balanced, meaningful, 

and enjoyable development of those potentials (Nurlaila et al., 2022). Extracurricular activities 

and school-organized competitions have proven to be effective platforms for channeling 

students’ talents and cultivating healthy competitiveness (Wijaya, 2020). These activities can 

also serve as an attraction that increases students’ interest in learning. 

Learning interest is a form of internal drive or stimulus experienced by students (Ladiku 

et al., 2025; Warsito, 2019). This interest can rise or decline depending on internal and external 

factors (Ahmad et al., 2020; Nadrah, 2023). In other words, students’ motivation and behavior 

in learning are greatly influenced by the extent of their interest. Students who are interested tend 

to enjoy the subject matter, feel excited to learn something new, and pay more attention to the 

material being studied (Anggraini et al., 2020; Sirait, 2016). Interest in learning reflects 

curiosity, engagement, and active involvement in the learning process (Arthur et al., 2022; Masni 

et al., 2021). These feelings usually begin with attention, followed by enjoyment and attraction 

toward the learning process itself (Arthur et al., 2022; Masni et al., 2021). there are four main 
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indicators to assess learning interest: (1) enjoyment, (2) curiosity, (3) attention, and (4) 

engagement (Aftriyati et al., 2019).  

In mathematics learning, interest plays a crucial role in supporting student achievement 

(Hernama & Maharani, 2023). When students lack interest, they tend to ignore teacher 

explanations, which leads to poor academic performance (Roche et al., 2021). Many efforts have 

been made to increase learning interest, such as introducing various learning models, interactive 

media, and contextual strategies (Firmasari et al., 2024; Gufron et al., 2025; Rahman et al., 2025; 

Rahmi et al., 2025; Silviani et al., 2017). One promising and applicable method is the integration 

of gamification in education. 

Gamification in education is a learning approach that incorporates game-based elements 

into the instructional process (Jusuf, 2016). This approach has shown great success in increasing 

student interest and motivation, particularly in mathematics (Febriani et al., 2023; Jusuf, 2016; 

Suparmini et al., 2024). It has also been proven to enhance the quality of learning by fostering 

emotional engagement (Suparmini et al., 2024). Some of the benefits of gamification include: 

(1) improving student participation in class, (2) creating a fun yet competitive atmosphere, and 

(3) encouraging collaboration in solving academic problems (Jusuf, 2016; Suparmini et al., 

2024).  

One form of implementing the gamification approach, as well as an effort to develop 

students’ potential in a fun and meaningful way, can be seen through a program initiated by 

SMAN 1 Lemahabang (Permata & Kristanto, 2020; Rahmawati et al., 2025). SMAN 1 

Lemahabang initiated an event titled “Artventure 2025”, an expressive and competitive program 

designed to explore and develop students’ potential. One of the activities in the Artventure series 

is the mathematics competition “Rise of Champions (RoC)”, which was developed by the 

student council of SMAN 1 Lemahabang. 

Rise of Champions (RoC) is an educational game-based medium in mathematics that 

combines elements of logic, spatial reasoning, and memory. The game was inspired by the 

educational show Clash of Champions (CoC). RoC consists of four games: (1) Brain Arena, (2) 

Memorizing, (3) Equation Scramble, and (4) Cryptarithm War (Amri & Ardiyanti, 2025; Lestari 

& Darmawan, 2024; Sari & Reftantia, 2024). Its objectives are to provide opportunities for 

students to strengthen their mathematical abilities, to fill their free time with positive 

(educational) activities, and to increase their interest in learning mathematics (Rahmawati et al., 

2025). RoC serves as a competition that invites all classes of SMAN 1 Lemahabang to participate 

by sending class representatives. The game is designed to be played in teams, thereby fostering 

both competitive spirit and collaboration among students. 

 

 

RESEARCH METHODS 

 

The research method employed in this study was descriptive qualitative. This approach was 

chosen as it is suitable for exploring in depth the process, student responses, and the impact of 

the RoC competition implementation (Fadli, 2021; Sundawan et al., 2019). The research subjects 

were class representatives from each of the 20 classes at SMAN 1 Lemahabang, with three 

students representing each class. In total, 60 students participated in the RoC competition. 

The research instruments used in this study consisted of: 

1. an activity observation sheet, 

2. a Likert-scale student response questionnaire, and 

3. in-depth interviews. 

Data were analyzed thematically through several stages: (1) data reduction, (2) data 

presentation, and (3) drawing conclusions. The validity of the data was strengthened through 

triangulation by comparing the results of all three instruments. 
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RESULT AND DISCUSSION 

 

Rise of Champions RoC 

RoC is a competition organized by the student council (OSIS) of SMAN 1 Lemahabang. The 

main goal of RoC is to train students’ logical thinking, understanding of mathematical concepts 

such as algebra, memory skills, and teamwork. This aligns with Ulhusna, (2020) who stated that 

the use of games in learning can enhance team collaboration. Furthermore, educational games 

can also sharpen logical reasoning and make concepts easier for students to grasp (Ningrum et 

al., 2024).  

1. RoC Description 

1.1.Brain Arena 

Brain Arena is a game designed to sharpen students’ critical thinking, speed, and accuracy 

through a series of questions covering various school subjects and general knowledge. The 

questions include topics from Mathematics, Indonesian Language, Natural Sciences (IPA), 

Social Sciences (IPS), English, as well as general insight such as history, geography, notable 

figures, and popular culture. Players are given questions with varying levels of difficulty. Each 

correct answer earns points, while incorrect answers do not yield points and may trigger 

additional challenges. This game is played in teams. 

 
Figure1. Brain Arena Game 

1.2.Memorizing 

Memorizing is a game that sharpens students’ memory skills, accuracy, and attention to 

detail. In this game, students are required to match pairs of cards featuring images of fruits and 

animals. Players take turns flipping two cards at a time. The cards are arranged randomly, and 

among them are trap cards known as “Zonk” cards. A Zonk card is a special card that has no 

matching pair and carries a unique challenge. When a player draws a Zonk, they must complete 

an additional task before continuing. This element adds excitement and difficulty, encouraging 

players to stay alert and focused throughout the game. 

 
Figure2. Memorizing Game 

1.3.Equation Scramble 

This game combines basic numerical operations with logic-based challenges. Students 

are required to think quickly yet carefully in order to complete the game successfully. The main 

objective of this activity is to sharpen students' basic numeracy skills and problem-solving 

abilities by encouraging them to apply previously acquired knowledge in a dynamic setting. 

In this game, students must create valid mathematical operations using the number and 

operator cards provided. The operations must be constructed strictly from the given cards. Each 
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valid equation formed earns points, with the score weighted based on the complexity and 

accuracy of the operation. 

.  

 
Figure3. Equation Scramble Game 

1.4.Cryptarithm War 

This game is a combination of advanced algebra and basic arithmetic operations. Students 

are challenged to solve algebraic problems involving numerical operations with precise and 

accurate answers. The primary aim of this game is to train students' concentration, attention to 

detail, and their understanding of fundamental number operation systems. 

 
Figure4.Cryptarithm War Game 

2. RoC Competition Flow 

2.1.Brain Arena Round 

In the first stage of the competition, a total of 20 teams consisting of 60 students competed 

in the Brain Arena game. From this round, 16 winning teams were selected to advance to the 

second game, Memorizing.  

 
Figure5. Brain Arena Round 

2.2.Memorizing Round 

In the second game, the 16 remaining teams are paired into 8 matchups to compete in 

Memorizing. Each team’s score is ranked based on the total points earned during the game. The 

top 6 teams with the highest scores are declared the winners and advance to the third round: 

Equation Scramble.  
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Figure6. Memorizing Round 

2.3.Equation Scramble Round 

In the third game, the 6 remaining teams are paired into 3 matchups to compete in 

Equation Scramble. Each team's total score is ranked from highest to lowest. The top 4 teams 

with the highest points are declared winners and move on to the fourth and final round: 

Cryptarithm War.  

 
Figure7. Equation Scramble Round 

2.4.Cryptarihtm War Round 

In the fourth and final game, the 4 remaining teams are paired into 2 matchups. From this 

round, 3 teams are selected as the final winners, categorized as first place, second place, and third 

place. 

 
Figure8. Cryptarithm War Round 

The basic rules are: working as a team, not interfering with or distracting other teams, and not 

using any gadgets during the competition. 
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Observation Results 

The following are the observation results from the implementation of RoC for each game: 

1. Brain Arena 

During this game, students appeared enthusiastic while answering questions, although the 

atmosphere grew slightly tense from the middle to the end of the round. Players showed a high 

level of eagerness and were prepared to respond to questions presented by the student council 

(OSIS). Team members were actively engaged in discussion with one another. However, in some 

groups, a few participants were observed to be less active during the activity.  

2. Memorizing 

This game required more physical energy as players had to run toward the table to 

memorize card positions and match them with identical images or shapes. Despite the physical 

demand, players remained cheerful, and some were seen laughing after successfully completing 

the task. The key to this game was active communication and information-sharing among 

teammates. Students who had not yet played appeared curious and eager to try the game 

themselves.  

3. Equation Scramble 

In this round, students displayed serious expressions and concentrated intensely 

throughout the activity. They discussed strategies within their teams to solve the challenges both 

accurately and efficiently. Some students even prepared notes to plan out the possible operations 

and equations that could be formed. All team members were actively involved, taking on roles 

that matched their individual strengths and skills. 

4. Cryptarithm War 

This final game stood out from the previous rounds. Students appeared tense at the 

beginning, but once the activity was completed, they showed signs of satisfaction regardless of 

whether they won or lost. They were deeply involved in exchanging ideas and working through 

strategies to solve the given problems. Most teams prepared scratch paper to help calculate the 

possible values and number combinations related to the problems provided.  

Student Questionnaire Results 
Table.1 Average Scores of Student’s Interest in Learning Mathematics 

Indicator Skor Rata-rata 

Enjoyment 3,4 

Curiosity 3,5 

Attention 3,5 

Engagement 3,6 
 

The results of the learning interest questionnaire administered after the RoC competition indicate 

that students demonstrated a high level of interest in learning. This is reflected in all four 

indicators, each showing an average score above 3. The highest score was found in the 

Engagement indicator, with an average of 3.6. These results suggest that students were able to 

participate in the games with enjoyment and comfort throughout the activity. 

Interview Results 

1. Respondent 1 

This respondent felt happy and challenged during the game. The activity helped improve 

their focus and increased their interest in mathematics. They reported being actively involved in 

their team and felt that learning through the game was more enjoyable than in regular classroom 

settings. The respondent expressed a willingness to participate again and suggested adding more 

logic-based questions and a practice session prior to the competition.  

2. Respondent 2 

Initially nervous, this respondent eventually found the game highly engaging and 

exciting. The competitive atmosphere helped them stay focused and made them more interested 
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in learning mathematics. They played an active role in their team and felt satisfied after making 

it into the top four. The respondent recommended allowing more time during the game. 

3. Responden 3 

his respondent felt happy and more confident. The game helped them concentrate and 

created a more enjoyable learning environment. Although they did not win, they felt proud of 

their participation and expressed interest in joining again. They recommended that the game 

include additional logic challenges or story-based math problems. This aligns with the findings 

of Putri et al. (2023), who state that self-confidence enables students to focus more on their tasks 

and become less affected by their surroundings.  

Data Triangulation 

To ensure the validity of the research findings, the researcher conducted data triangulation 

by comparing the results from three primary sources: observation, questionnaire, and interview. 

These instruments were used to comprehensively assess students' responses to the Rise of 

Champions (RoC) game, particularly in relation to the four indicators of learning interest: 

enjoyment, curiosity, attention, and engagement. 

1. Enjoyment Indicator 

Based on observation, students expressed visible signs of enjoyment during the game, 

especially in Brain Arena and Memorizing, such as laughing and smiling when they successfully 

answered or completed a challenge. This was supported by the questionnaire results, which 

showed an average score of 3.4 for the enjoyment indicator, and by interview responses stating 

that the game made students feel happy and challenged. All three instruments indicated that 

students experienced genuine enjoyment throughout the RoC activities. This finding is in line 

with Sinaga et al. (2023) who stated that the use of games in learning can enhance student interest, 

as students tend to feel more enthusiastic when solving problems presented as game-based 

challenges. 

2. Curiosity Indicator 

Observations revealed that students showed strong curiosity about the game content and 

displayed high enthusiasm while waiting for their turn to play. This finding aligned with the 

questionnaire results, which showed an average score of 3.5, and with interview responses in 

which students reported greater interest in mathematics after participating in the game. These 

three data sources indicate that RoC effectively increased students’ curiosity toward 

mathematics. This supports the findings of Larasati et al. (2022), which reported that curiosity 

received the highest average score among all learning interest indicators. In other words, 

gamified learning can successfully spark students' inquisitiveness and desire to explore. (Larasati 

et al., 2022).  

3. Attention Indicator 

Students appeared focused and serious when planning strategies for games like Equation 

Scramble and Cryptarithm War, even going so far as to take personal notes to support their 

calculations. This was supported by questionnaire data, which recorded an average score of 3.5, 

and by interview responses, in which students admitted to being more focused during the 

competition than in regular classroom learning. This suggests that students’ attention improved 

significantly through the competitive and interactive nature of the game. The finding is consistent 

with Paseleng & Arfiyani (2015), who noted that gamification increases students' attention to 

instructional explanations, thereby improving their understanding of the material. 

4. Engagmenet Indicator 

Observations documented that all team members actively participated during the 

gameplay. The questionnaire also showed that engagement received the highest average score—

3.6—indicating strong student participation. Interview responses further reinforced this, with 

students stating that they contributed actively to problem-solving and teamwork. This confirms 

that RoC provided an optimal space for student engagement in the learning process. Similarly, 
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Larasati et al. (2022), found that games encourage students to interact and engage more actively 

in discussions with their peers. 

Based on the triangulated data, it can be concluded that all three instruments—

observation, questionnaire, and interview—yielded consistent and reinforcing results in showing 

that the implementation of the RoC game successfully enhanced students’ interest in learning 

mathematics. This triangulation process strengthens the validity of the findings and ensures that 

the results accurately reflect students’ actual experiences in the field. In other words, the use of 

educational games (gamification in learning) can foster and increase students’ interest in 

mathematics (Larasati et al., 2022; Paseleng & Arfiyani, 2015; Sinaga et al., 2023). 

Overall, the implementation of Rise of Champions (RoC) demonstrates that a 

gamification-based approach in the form of inter-class competition can create a fun, interactive, 

and engaging learning environment. Through the use of simple materials such as cards, number 

boards, and banners, students are able to learn mathematics in a more dynamic and practical 

context. The results from observation, questionnaire, and interview consistently show that this 

game nurtured students’ learning interest through enjoyment, curiosity, focus, and active 

participation throughout the activities. The adjustment of difficulty levels according to grade 

level also ensured fair participation, allowing all students to enjoy a positive learning experience. 

Interestingly, the final result of the competition showed that tenth-grade students emerged as 

champions, which indirectly sparked motivation and competitive spirit among students in grades 

XI and XII. These findings confirm that RoC is not only effective as a learning medium, but also 

serves as a strategic tool for cultivating a culture of healthy competition and enhancing the quality 

of mathematics learning in schools. 

 

 

CONCLUSION 

 

Based on the results of observations, questionnaires, and interviews, it can be concluded 

that the implementation of the Rise of Champions (RoC) game in the form of an inter-class 

competition effectively increased students' interest in learning mathematics. This game was 

designed by combining elements of logic, collaboration, and strategy through four types of 

games: Brain Arena, Memorizing, Equation Scramble, and Cryptarithm War. The quantitative 

results of the questionnaire showed positive student responses on all four indicators of learning 

interest, with an average score of 3.4 for enjoyment, 3.5 for curiosity, 3.5 for attention, and 3.6 

for engagement. These findings confirm that RoC is able to foster student motivation and active 

participation through a gamification approach. The use of simple media and adjustment of the 

difficulty level of questions according to grade level also ensured that all students could 

participate fairly and comfortably. The final result—with 10th-grade students emerging as 

champions—had a significant impact on increasing learning motivation while fostering a healthy 

competitive spirit, especially among 11th- and 12th-grade students. Thus, RoC can be 

considered as an effective alternative learning medium because it not only makes mathematics 

more fun, but also builds learning motivation and encourages students' active involvement as a 

whole. 

 

 

 

 

 

 

 

 

mailto:editorijhess@gmail.com


International Journal Of Humanities Education And Social Sciences (IJHESS)                        E-ISSN: 2808-1765 
Volume 5, Number 2, October 2025, Page. 718 – 728 
Email : editorijhess@gmail.com 

726 

https://ijhess.com/index.php/ijhess/ 

REFERENCES 

 

Aftriyati, L. W., Roza, Y., & Maimunah, M. (2019). Analisis Kemampuan Pemecahan Masalah 

Berdasarkan Minat Belajar Matematika Siswa Sma Pekanbaru Pada Materi Spltv. Jurnal 

Matematika, Statistika Dan Komputasi, 16(2), 226. 

https://doi.org/10.20956/jmsk.v16i2.8515 

Ahmad, A., Negara, H. R. P., Kurniawati, K. R. A., & Malik, I. (2020). Hubungan minat belajar 

dengan prestasi belajar matematika siswa. Jurnal Pemikiran Dan Penelitian Pendidikan 

Matematika, 3(1), 71–80. 

Albay, I. A. M., & Pradana, D. R. F. (2025). Pengaruh Perkembangan Kognitif Anak Terhadap 

Pembelajaran di Sekolah Dasar. Jurnal Ilmiah Research Student, 2(1), 236–248. 

https://doi.org/https://doi.org/10.61722/jirs.v2i1.3641 

Amri, A. N., & Ardiyanti, Y. (2025). Pengaruh Acara Clash of Champions oleh Ruangguru 

dalam Meningkatkan Minat Belajar Siswa pada Pembelajaran Matematika. Jurnal 

Didactical Mathematics, 7(1), 166–172. https://ejournal.unma.ac.id/index.php/dm 

Anggraini, I. A., Utami, W. D., & Rahma, S. B. (2020). Analisis Minat dan Bakat Peserta didik 

terhadap Pembelajaran. Jurnal Pendidikan Dan Pembelajaran Dasar, 7(1), 23–28. 

http://ejournal.radenintan.ac.id/index.php/terampil/index%0ATerampil: 

Arthur, Y. D., Appiah, S. K., Amo-Asante, K., & Asare, B. (2022). Modeling student ’ s interest 

in mathematics : Role of history of mathematics , peer- assisted learning , and student ’ s 

perception. EURASIA Journal of Mathematics, Science and Technology Education, 

18(10), 1–10. 

Fadli, M. R. (2021). Memahami desain metode penelitian kualitatif. Humanika, 21(1), 33–54. 

https://doi.org/10.21831/hum.v21i1.38075 

Febriana, R., Sugiman, S., & Wijaya, A. (2023). Analysis of the Implementation of 

Differentiated Learning in the Implementation of the Independent Curriculum in Middle 

School Mathematics Lessons. International Journal Of Humanities Education and Social 

Sciences (IJHESS), 3(2). https://doi.org/10.55227/ijhess.v3i2.549 

Febriani, S. W., Sandie, S., & Darma, Y. (2023). Game Edukasi Matematika Berbantuan Rpg 

Maker Mv Materi Bangun Datar Terhadap Kemampuan Pemecahan Masalah Matematis. 

Teorema: Teori Dan Riset Matematika, 8(1), 172. 

https://doi.org/10.25157/teorema.v8i1.9936 

Firmasari, S., Setiyani, S., Firman, R. J., Sundawan, M. D., & Rismayani, R. (2024). Design of 

an Electronic Test for Geometry Material Based on Students’ Numeracy Literacy and 

Metacognitive Knowledge. Journal of Education Technology, 7(4), 724–733. 

https://doi.org/10.23887/jet.v7i4.63608 

Gufron, A., Hidayah, I., Prabowo, A., Wardono, W., & Mariani, S. (2025). The Effectiveness of 

Problem-Based Learning in Enhancing Mathematical Problem-Solving Skills: A Meta-

Analysis. Jurnal Elemen, 11(2), 483–501. 

https://doi.org/https://doi.org/10.29408/jel.v11i2.30002 

Hernama, H., & Maharani, A. (2023). Pengaruh Perhatian Orang Tua, Motivasi Belajar, Dan 

Lingkungan Sosial Terhadap Prestasi Belajar Matematika Pada Siswa Smp. J-KIP (Jurnal 

Keguruan Dan Ilmu Pendidikan), 4(1), 164. https://doi.org/10.25157/j-kip.v4i1.10133 

Indriyanti, L., Setiadi, M. C., Bakti, N. W. S. A., Suriansyah, A., & Cinantya, C. (2024). 

Pentingnya Peran Kepala Sekolah dan Guru Dalam Meningkatkan Prestasi Siswa di 

Sekolah Dasar. Journal Educational Research and Development | E-ISSN : 3063-9158, 

1(2), 273–283. https://doi.org/10.62379/jerd.v1i2.149 

Jusuf, H. (2016). Penggunaan Gamifikasi dalam Proses Pembelajaran. Jurnal TICOM, 5(1), 1–

6. https://media.neliti.com/media/publications/92772-ID-penggunaan-gamifikasi-dalam-

proses-pembe.pdf 

mailto:editorijhess@gmail.com


International Journal Of Humanities Education And Social Sciences (IJHESS)                        E-ISSN: 2808-1765 
Volume 5, Number 2, October 2025, Page. 718 – 728 
Email : editorijhess@gmail.com 

727 

https://ijhess.com/index.php/ijhess/ 

Komalasari, N., Winarsih, S., Maharani, A., & Noto, M. S. (2024). Mathematical 

Representation Capability Reviewed From The Learning Style Of Students In The City Of 

Cirebon In Solving SPLDV And SPtLDV Problem. International Journal Of Humanities 

Education and Social Sciences (IJHESS), 4(3). https://doi.org/10.55227/ijhess.v4i3.1379 

Ladiku, M. aghi, Regar, V. E., & Ichdar, D. (2025). Pengaruh Minat Belajar Siswa Terhadap 

Hasil Belajar Mata Pelajaran Matematika. De Fermat: Jurnal Pendidikan Matematika, 

8(1), 198–204. https://doi.org/https://doi.org/10.36277/defermat.v8i1.2293 

Larasati, D. A., Sutirna, & Aini, I. N. (2022). Analisis Minat Belajar Peserta Didik Dengan 

Model Pembelajaran Teams Games Tournament (TGT). Jurnal Pembelajaran 

Matematika Inovatif, 5(4), 1015–1022. https://doi.org/10.22460/jpmi.v5i4.1015-1022 

Lestari, R. A., & Darmawan, P. (2024). ANALISIS DAMPAK GAME SHOW CLASH OF 

CHAMPIONS TERHADAP MOTIVASI BELAJAR DI KALANGAN GEN-Z. 135–151. 

https://doi.org/https://doi.org/10.47625/fitrah.v15i2.795 

Masni, M., Pasinggi, Y. S., & Zainal, Z. (2021). Hubungan Minat Belajar Dengan Hasil Belajar 

Matematika Di Masa Pandemi Covid-19. J-PiMat : Jurnal Pendidikan Matematika, 3(1), 

307–316. https://doi.org/10.31932/j-pimat.v3i1.1131 

Nadrah, N. (2023). The Influence of the Jigsaw Cooperative Learning Model and Learning 

Motivation on Student Science Learning Outcomes. International Journal Of Humanities 

Education and Social Sciences (IJHESS), 3(2), 597–606. 

https://doi.org/10.55227/ijhess.v3i2.622 

Ningrum, R. C., Arini, R., Nurwati, A., & Leksono, S. M. (2024). Peranan Permainan Engklek 

Terhadap Kecerdasan Logika Matematika Siswa Sekolah Dasar. Elementary School, 

11(1), 152–160. 

Nurlaila, N., Aryni, S. D., & Senorita, Y. (2022). Tantangan Guru dalam Menghadapi 

Pendidikan Abad 21. Proseding Didaktis: Seminar Nasional Pendidikan Dasar, 7(1), 

1258–1270. http://proceedings2.upi.edu/index.php/semnaspendas/article/view/2464 

Paseleng, M. C., & Arfiyani, R. (2015). PENGIMPLEMENTASIAN MEDIA 

PEMBELAJARAN BERBASIS MULTIMEDIA INTERAKTIF PADA MATA 

PELAJARAN MATEMATIKA DI SEKOLAH DASAR. Scholaria: Jurnal Pendidikan 

Dan Kebudayaan, 5(2), 131–149. 

https://doi.org/https://doi.org/10.24246/j.scholaria.2015.v5.i2.p131-149 

Permata, C. A. M., & Kristanto, Y. D. (2020). Desain Pembelajaran Matematika Berbasis 

Gamifikasi untuk Meningkatkan Minat Belajar Siswa. JNPM (Jurnal Nasional 

Pendidikan Matematika), 4(2), 279–291. https://doi.org/10.33603/jnpm.v4i2.3877 

Putri, D. R., Nasir, F., & Maharani, A. (2023). Kemampuan Pemecahan Masalah Matematis 

Ditinjau Dari Self Confidence Siswa Pada Materi Sistem Persamaan Linear Dua Variabel. 

Journal of Authentic Research on Mathematics Education, 5(1), 55–65. 

https://doi.org/https://doi.org/ 10.37058/jarme. v5i1.6220 

Rahman, A. A., Usalmy, N. W., Augusto, C., Suárez, H., & Refugio, C. N. (2025). The impact 

of project-based learning on mathematics interest and self-efficacy among senior high 

school students. Jurnal Elemen, 11(1), 133–152. 

https://doi.org/https://doi.org/10.29408/jel.v11i1.27622 

Rahmawati, R., Saputri, N., & Mulyawan, G. (2025). Pemanfataan Gamifikasi untuk 

meningkatkan pengembangan diri siswa di SMPN 15 Kota Serang. Indonesian Research 

Journal on Education, 5(3), 578–593. 

https://doi.org/https://doi.org/10.31004/irje.v5i3.2764 

Rahmi, F., Yonalta, S., & Rozana, I. (2025). Ethnomathematics on the Saluang : Analysis of 

mathematical concepts in Minangkabau musical instruments. Jurnal Elemen, 11(2), 328–

345. https://doi.org/https:/doi.org/10.29408/jel.v11i2.27874 

Roche, A., Gervasoni, A., & Kalogeropoulos, P. (2021). Factors that promote interest and 

mailto:editorijhess@gmail.com


International Journal Of Humanities Education And Social Sciences (IJHESS)                        E-ISSN: 2808-1765 
Volume 5, Number 2, October 2025, Page. 718 – 728 
Email : editorijhess@gmail.com 

728 

https://ijhess.com/index.php/ijhess/ 

engagement in learning mathematics for low-achieving primary students across three 

learning settings. Mathematics Education Research Journal, 35, 525–556. 

https://doi.org/10.1007/s13394-021-00402-w 

Saputra, A. M. A., Huriati, N., Lahiya, A., Bahansubu, A., Rofi’i, A., & Taupiq, T. (2023). 

Pendidikan Karakter Melalui Pembelajaran Hybrid Berbasis Kearifan Lokal Untuk 

Mengembangkan Potensi Siswa. Journal on Education, 6(1), 1102–1110. 

https://doi.org/10.31004/joe.v6i1.3050 

Sari, K. A., & Reftantia, G. (2024). Hegemoni “ Clash of Champions Ruang Guru ” di Tengah 

Maraknya Tayangan Non Edukatif. Jurnal Iapa Proceedings Conference, 130–145. 

https://doi.org/https://doi.org/10.30589/proceedings.2024.1047 

Silviani, T. R., Jailani, J., Lusyana, E., & Rukmana, A. (2017). Upaya Meningkatkan Minat 

Belajar Matematika Menggunakan Inquiry Based Learning Setting Group Investigation. 

Kreano, Jurnal Matematika Kreatif-Inovatif, 8(2), 150–161. 

https://doi.org/10.15294/kreano.v8i2.8404 

Sinaga, D. Y., Pasaribu, S., & Siburian, L. (2023). Pengembangan Bahan Ajar Matematika 

Berbasis Game Untuk Meningkatkan Minat dan Motivasi Belajar Siswa Dikelas Awal. 

PIJAR: Jurnal Pendidikan Dan Pengajaran, 1(3), 385–396. 

https://doi.org/10.58540/pijar.v1i3.403 

Sirait, E. D. (2016). Pengaruh Minat Belajar Terhadap Prestasi Belajar Matematika. Formatif: 

Jurnal Ilmiah Pendidikan MIPA, 6(1), 35–43. https://doi.org/10.30998/formatif.v6i1.750 

Sundawan, M. D., Irmawan, W., & Sulaiman, H. (2019). Kemampuan Berpikir Relasional 

Abstrak Calon Guru Matematika dalam Menyelesaikan Soal-Soal Non-Rutin pada Topik 

Geometri Non-Euclid. Mosharafa: Jurnal Pendidikan Matematika, 8(2), 319–330. 

https://doi.org/10.31980/mosharafa.v8i2.565 

Suparmini, K., Suwindia, I. G., & Winangun, I. M. A. (2024). Gamifikasi untuk meningkatkan 

motivasi belajar siswa di era digital. Education and Social Sciences Review, 5(2), 145–

148. https://doi.org/10.29210/07essr500200 

Ulhusna, M., Putri, S. D., & Zakirman, Z. (2020). Permainan Ludo untuk Meningkatkan 

Keterampilan Kolaborasi Siswa dalam Pembelajaran Matematika. International Journal 

of Elementary Education, 4(2), 130. https://doi.org/10.23887/ijee.v4i2.23050 

Warsito, W. (2019). Peningkatan Minat Belajar Matematika Kelas Iv Melalui Alat Peraga 

Layang-Layang. Jurnal Sinektik, 2(2), 242. https://doi.org/10.33061/js.v2i2.3346 

Wijaya, A. P. (2020). Implementasi Manajemen Kegiatan Ekstrakurikuler Untuk Meningkatkan 

Minat Dan Bakat Siswa Di Smp Negeri 2 Sukorejo Ponorogo [AIN PONOROGO]. In 

Doctoral dissertation, IAIN PONOROGO (Issue 1). 

https://etheses.iainponorogo.ac.id/8843/1/ADI PUTRA WIJAYA - 212217043.pdf 

 

 

 

mailto:editorijhess@gmail.com

