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This article aims to find out the concept understanding skills and 

mathematical problem-solving skills of junior high school students in 

Bandar Lampung after being treated using Multi-Representation 

Discourse (DMR) learning assisted by DragonBox puzzle games within 

one semester of learning. The data analysis performed was the One-way 

Multivariate Analysis of Variance (MANOVA). The results showed that 

during the COVID-19 pandemic,  the DMR model assisted by math games 

had a better effect on concepts understanding skills and mathematical 

problem-solving skills of students' math problems both partially and 

simultaneously. 

 

 

INTRODUCTION 

Educational problem persistently tasked to educators is creating learning innovations to 

increase students’ learning interest and learning outcomes. Classroom learning requires 

educators to be more creative and innovative in the implementation of the teaching and learning 

process (Hanifah et al., 2019). There are many impacts of low learning interest, such as students' 

concepts understanding skills and mathematical problem-solving skills. One of the skills or 

expertise in understanding and explaining an action or atmosphere of a class that has general 

characteristics known in mathematics is called conceptual understanding (Fahrudin et al., 

2018). Mathematical problem-solving skills are the skills to understand problems, compile a 

solution plan, carry out a solution plan, and check back on a given mathematic problem (Ariani 

et al., 2017; Krisdiana et al., 2018). Mathematics concept understanding is essential because 

students with good understanding can solve problems and apply the learning to the real world. 

The world is currently being ravaged by the COVID-19 pandemic. In Indonesia, its 

impacts are felt by all people. A study pointed out that the COVID-19’s impacts exist in various 

fields, such as social, economic, tourism, and education (Dewi, 2020). A community survey 

during the Covid-19 pandemic reveals that the role of learning media is the most important 

aspect in the teaching and learning process. If the learning process is not fun, it might be caused 

by the lack of media in learning (Wahyuningtyas & Shinta, 2017). Games are a learning  

medium that has several advantages. They are entertaining and fun to do (Sudirman, 2002). 
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The learning process using DMR can improve the concept understanding because it is 

interrelated. Learning media can make students more happy and enthusiastic during the learning 

(Anggraeni et al., 2020). Furthermore, Wijaya (Wijaya, 2019) concludes that one of the steps 

of the DMR learning model is to use learning media so that it can motivate and foster students’ 

learning interest.  

DMR or Multi-Representation Discourse is a cooperative learning model so that students 

can be more active (Johnson et al., 2010). It is a scientific discipline that investigates the 

relationship between forms and functions of verbal communication (Renkema, 1993). Thus, 

DMR learning is beneficial to make the learning more meaningful, ease the students to obtain 

learning material, create a pleasant atmosphere, activate the students, establish good 

communication between teachers and students, improve the problem-solving skills, nurture 

self-trust, foster curiosity, improve good communication skills, and improve social skills 

(Rostika & Junita, 2017). 

Implementing the DMR model can lead to several advantages, among other learning 

becomes more meaningful for students so that it will have a positive impact on students' 

conceptual understanding, students become active during the learning process, good 

communication can be built between students and teachers and the learning environment, and 

students can foster self-confidence and curiosity (Budarsini et al., 2018). Ahmad and Domu 

(Ahmad et al., 2020) (Domu et al., 2020) discover that DMR is effective because students are 

more flexible in using learning resources. It also facilitates discussion in groups. However, 

DMR also encountered obstacles where not every student is active in learning and time 

management. 

The indicators of mathematical concepts understanding used in this study refer to 

indicators stated by the Ministry of Education and Culture. The indicators contain the concept 

restating skills, the skills to provide examples and not examples, the skills to present concepts 

in various forms of mathematical representation, the skills to use, utilize, and select certain 

procedures, and the skills to apply concepts or algorithms to problem-solving (Ningsih, 2016). 

Problem-solving is one of the goals in learning activities seen from the aspect of the curriculum 

(Cahyani & Setyawati, 2016). Problem-solving skills indicators are based on Amir's thinking, 

namely: able to clarify unclear concept terms, can formulate and analyze problems, can 

organize ideas systematically and analyze deeply, and can find additional information from 

other sources (Gunantara et al., 2014). 

There have been many studies regarding the application of DMR combined with learning 

media in the form of games and other techniques to improve the concepts understanding skills 

and mathematical problem-solving skills, one of which is conducted by Asmara (Asmara & 

Asnawati, 2020; Rukiyah et al., 2020.; T et al., 2020; Wijaya, 2019). However, there has been 

no research that combines the DMR learning model with the DragonBox Algebra puzzle math 

game media. 

DragonBox Algebra puzzle game (Sylviani & Permana, 2020) provides a fun but 

meaningful mathematics learning. In this game, there will be 2 sides containing several cards 

and a DragonBox. To win, the students have to remove all the cards on the side that contains 

the DragonBox, so that only Dragonbox is left on that side. 
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Picture 1. DragonBox Algebra Puzzle Game 

This game is interesting because the card elimination technique is similar to 

mathematical concepts, such as by dividing or multiplying the cards. The following is an 

example of mathematical equations: 

  

Picture 2. DragonBox Algebra Puzzle Game  

DragonBox Algebra puzzle games indirectly teach mathematical concepts and 

mathematical problem-solving to students. A doctoral research result provides a tagline for this 

game, namely "Brilliant, kids don't even know that they are doing math"(Cates, 2018). This 

game is highly recommended for teaching conceptual problems and solving math problems. 

This game is specifically designed for algebraic material so that the researcher chose to use this 

game to assist the DMR learning model. 

Many similar studies using DragonBox as a learning medium have been carried out, 

namely (Cates, 2018; Long & Aleven, 2017; Siew et al., 2016; Sylviani & Permana, 2020; 

Teofani et al., 2020). However, there has not been a single study that specifically uses the 

DragonBox puzzle game media combined with the DRM learning model to see its effect on 

students' concepts understanding skills and mathematical problem-solving skills. The novelty 

of this research is the use of the DragonBox puzzle game media in DRM learning to assess the 

effect of the game on the concepts understanding skills and problems solving skills. Therefore, 

the researchers were interested in seeing whether the DMR learning assisted by the DragonBox 

puzzle game influence junior high school students' concepts of understanding ability and 

mathematical problem-solving skills in algebraic material during the COVID-19 pandemic. 

 

METHODS 
The data collected in this research were in the form of quantity (numbers) so it is called 

quantitative research. The type of experiment employed was a quasi-experimental design with 

posttest only control group design using 2x2 factorial design. The population in this study were 

all junior high school students in Central Lampung Regency. The sampling technique used was 

cluster random sampling. The sample in the study consisted of 64 students divided into two 

classes, 32 students in the experimental class and another 32 students in the control class. The 

experimental class students were given treatments in the form of DMR learning assisted by the 
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DragonBox puzzle game for one semester. The data analysis technique in this study was the 

Multivariate Analysis of Variants (MANOVA) with a critical value of α = 5%. 
 

RESULTS AND DISCUSSION 

The results in this study came from tests of conceptual understanding and problem-solving 

skills given to the experimental class (the class that applied the DMR model assisted by the 

DragonBox puzzle game) and the control class (the class that applied the expository model). 

The following is a description of the analysis of the test results. 

 

Table 1. Data Description of Mathematical Concept Understanding Skills and Problem-

solving Skills 

Value Xmax Xmin 
Concept Understanding Problem-solving 

𝑿̅ Std. Dev N 𝑿̅ Std. Dev N 

Experimental Class 

Post-Test 100 63 80.23 7,940 22 84.94 10,326 22 

Control Class 

Post-Test 94 50 72.73 7,356 22 70.74 11,793 22 

 

Based on Table 1, the experimental class had a better post-test score than the control class. 

This can be seen from the average score of mathematical concept understanding skills (80.23) 

and mathematical problem-solving skills (84.94). 

The data normality test and homogeneity test had been performed before performing the 

hypothetical test. If the data analyzed is normally distributed, then parametric statistical 

techniques can be used. Contrary, if the analyzed data is not normally distributed, then 

nonparametric statistical techniques can be used. The first step taken was analyzing the 

normality test data using the Kolmogorov-Smirnov test. The results are presented in Table 3. 

 

Table 2. Normality Test Results 

Variable Experiment Class Control Class Conclusion 

Problem-solving 0.346 0.405 

Normal Distribution Concept 

Understanding 
0.757 0.839 

 

Based on Table 3, the normality test obtained a significance value. Therefore, the data for 

the two skills came from populations that were normally distributed. The next step was 

analyzing whether the two groups had homogeneous variances. The homogeneity test was 

performed using Lavenne's test. The results of the homogeneity test are presented in Table 4. 

 

Table 3. Homogeneity Test Results 

Variable Sig. Conclusion 

Concept Understanding 0.477 
Homogeneous 

Problem-solving 0.560 

 

Table. 3 shows that the concepts understanding skills and mathematical problem-solving 

skills data were homogeneous. After the prerequisite tests had been carried out, the hypothesis 

testing was performed using a parametric test, namely the Multivariate Analysis of Variance 
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(MANOVA) test. The first test was a test of influence between subjects/variables (partially). 

The results of the test can be seen in table 4. 

Table 4. Partial MANOVA Test Results 

Category Skills Sig. Conclusion 

DragonBox assisted DMR 
Concept Understanding 0.02 H0 is rejected 

Problem-solving 0.00 H0 is rejected 

 

Based on Table 4, the mathematical concept understanding skills' p-value was less than 

0.05, so it can be concluded that there was an effect of the DMR learning model assisted by 

DragonBox puzzle games on students' concept understanding skills during the COVID-19 

pandemic. The p-value of the mathematical problem-solving skills was less than 0.05, so it can 

be concluded that there was an effect of the DMR learning model assisted by DragonBox puzzle 

games on students' mathematical problem-solving skills during the Covid-19 pandemic. 

After knowing the results of the hypothesis testing for each skill, then the influence 

between subjects/variables simultaneously was tested. The results can be seen in Table 6. 
 

Table 5. Simultaneous MANOVA Test Results 

Manova's Hypothesis Sig. Conclusion 

DMR assisted by DragonBox  Wilks' Lambda 0,000 H0 is rejected 

 

The p-value of the MANOVA test using the Wilks' Lambda method in Table 6 was 0.000 

with a significance level of 0.05. It can be concluded that there was an effect of the DMR  

learning model assisted by the DragonBox puzzle game on the concepts understanding skills 

and mathematical problem-solving skills during the COVID-19 pandemic. 

The results obtained by the researchers have similarities with the results of previous 

studies conducted by Agustina (T. Agustina et al., 2019). The primary difference is that the 

previous research only looks at the mathematical concept understanding skills, while this 

research is focused on mathematical concept understanding and problem-solving skills. 

Research conducted by Tristiyanti (Tristiyanti & Afriansyah, 2016) investigates the model’s 

effect on students’  mathematical problem-solving skills. Agustina (L. Agustina, 2016) 

investigates the effect of conceptual understanding and mathematical problem-solving skills 

using different learning models. 

Based on the research results, the application of the DMR learning model in the 

experimental class affected students' conceptual understanding and problem-solving skills 

better compared to the control class that applied the expository learning model. The control 

class uses the expository method emphasizes the process of delivering material verbally from a 

teacher to students, students are not required to find the material to be studied. In contrast to 

DMR assisted by mathematical games, students are required to form communication between 

students to find explanations of the material to be studied and assisted by mathematical games 

to facilitate the learning process. 

DMR learning model assisted by the DragonBox puzzle game helps students to solve 

problems in groups within a fun atmosphere. The students are not overwhelmed and can accept 

the material confidently. The DMR learning model integrated with mathematical games can 

train students to communicate between groups to exchange ideas. This learning model also 

makes it easier for students to understand the lesson because of group cooperation and a less 
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stressful atmosphere. The weakness of the DMR learning model is that it takes a long time to 

be applied. 

In mathematics learning, concept understanding is an important aspect that must be 

mastered by students because it is the basis for students to master mathematical problem-

solving skills. Therefore, concept understanding skills cannot be forced, meaning that teachers 

must continue to help and provide stimulus when mathematical concepts and logic are being 

delivered. Students will not be able to solve math problems if they are left alone. Students are 

said to understand a concept if they can define concepts, identify and give examples or not 

examples of concepts, develop mathematical connection skills between various ideas, 

understand how mathematical ideas are related to each other so that a comprehensive 

understanding is built, and use mathematics in contexts outside of mathematics. 

Important mathematical concepts and procedures can be taught through problem-solving 

(Walle, 2007). Problem-solving skills focus on developing students' higher-order mathematical 

thinking. For this reason, students need to be trained to do independent learning through 

problem-solving processes. Problem-solving plays an important role in mathematics education, 

especially in algebra, and most of the learning occurs as a result of the problem-solving process. 

Problem-solving is an integral part of all mathematics learning (NCTM, 2000). The need to 

seek answers to questions given in the classroom is problem-centered learning so that students 

are encouraged to carry out the problem-solving process and contribute to the use of different 

solutions and strategy development.  

 

CONCLUSIONS 

Based on the results of the analysis and discussion, it can be concluded that the DMR learning 

model assisted by the DragonBox puzzle game on algebraic material affected junior high school 

students’ conceptual understanding and mathematical problem-solving skills, both partially and 

simultaneously. The application of the DMR learning model assisted by the DragonBox puzzle 

game better-affected students' conceptual understanding and mathematical problem-solving 

skills compared to conventional learning, either partially or simultaneously.  

 
AUTHOR CONTRIBUTIONS STATEMENT 
NS developed the instrument in this study. KR, DDP, and SW helped compile articles for 

publication. 

 

REFERENCES 

Agustina, L. (2016). Upaya meningkatkan kemampuan pemahaman konsep dan pemecahan 

masalah matematika siswa SMP Negeri 4 Sipirok kelas VII melalui pendekatan 

matematika realistik (PMR). EKSAKTA : Jurnal Penelitian Dan Pembelajaran MIPA, 

1(1), 1–7. 

Agustina, T., Sukmana, N., & Rahmawati, D. (2019). Penerapan model diskursus multi 

representasi ( DMR ) untuk meningkatkan pemahaman konsep matematis siswa dalam 

materi bangun datar di kelas IV SD. EDUCARE, 17(2), 151–158. 

Ahmad, R., Loka, I. N., & Mutiah, M. (2020). Pengaruh model pembelajaran kooperatif tipe 

diskursus multi representasi (DMR) terhadap hasil belajar siswa pada materi pokok 

senyawa hidrokarbon kelas XI MIA MAN 1 Mataram. Chemistry Education Practice, 

3(1), 41.  

http://jurnal.um-tapsel.ac.id/index.php/eksakta/article/view/49
http://jurnal.um-tapsel.ac.id/index.php/eksakta/article/view/49
http://jurnal.um-tapsel.ac.id/index.php/eksakta/article/view/49
http://jurnal.fkip.unla.ac.id/index.php/educare/article/view/256
http://jurnal.fkip.unla.ac.id/index.php/educare/article/view/256
http://jurnal.fkip.unla.ac.id/index.php/educare/article/view/256
https://jurnalfkip.unram.ac.id/index.php/CEP/article/view/1689
https://jurnalfkip.unram.ac.id/index.php/CEP/article/view/1689
https://jurnalfkip.unram.ac.id/index.php/CEP/article/view/1689


Supriadi, N., Ramadona, K., Pratiwi, D. D., & Widyawati, S. 

197 

 

Anggraeni, D. C. T., Bintoro, H. S., & Purwaningrum, P. (2020). Utilizing discourse multy 

representation model with kelubangtarif media to enhance problem solving ability. 

Primary: Jurnal Pendidikan Guru Sekolah Dasar, 9(5), 625–633. 

Ariani, S., Hartono, Y., & Hiltrimartin, C. (2017). Kemampuan pemecahan masalah 

matematika siswa pada pembelajaran matematika menggunakan strategi abduktif-

deduktif di SMA Negeri 1 Indralaya Utara. Jurnal Elemen, 3(1), 25. 

Asmara, R. balada, & Asnawati, S. (2020). Kemampuan komunikasi matematis siswa melalui 

model pembelajaran diskursus multy reprecentasy pada materi bilangan bulat. IndoMath: 

Indonesia Mathematics Education, 3(1), 52.  

Budarsini, K. P., Suarsana, I. M., & Suparta, I. N. (2018). Model diskursus multi representasi 

dan kemampuan pemahaman konsep matematika siswa sekolah menegah pertama. 

PYTHAGORAS: Jurnal Pendidikan Matematika, 13(2), 112. 

Cahyani, H., & Setyawati, R. W. (2016). Pentingnya peningkatan kemampuan pemecahan 

masalah melalui PBL untuk mempersiapkan generasi unggul menghadapi MEA. 

PRISMA, Prosiding Seminar Nasional Matematika, 151–152. 

Cates, M. (2018). The Effect of Using Dragonbox on The Mathematics Teaching Efficacy of 

Preservice Middle Grade Teacher. Georgia State University. 

Dewi, W. A. F. (2020). Dampak COVID-19 Terhadap implementasi pembelajaran daring di 

sekolah dasar. Edukatif : Jurnal Ilmu Pendidikan, 2(1), 55–61.  

Domu, I., Pesik, A., & Katiandagho, G. F. (2020). Pengaruh model pembelajaran diskursus 

multi representasi terhadap hasil belajar siswa materi himpunan. JSME (JURNAL SAINS, 

MATEMATIKA, DAN EDUKASI), 8(April), 122–126. 

Fahrudin, A. G., Zuliana, E., & Bintoro, H. S. (2018). Peningkatan pemahaman konsep 

matematika melalui realistic mathematic education berbantu alat peraga bongpas. 

ANARGYA: Jurnal Ilmiah Pendidikan Matematika, 1(1), 15. 

Gunantara, Suarjana, & Riastini, N. (2014). Penerapan model pembelajaran problem based 

learning untuk meningkatkan kemampuan pemecahan. Jurnal Mimbar PGSD Universitas 

Pendidikan Ganesha, 2(1), 5. 

Hanifah, H., Supriadi, N., & Widyastuti, R. (2019). Pengaruh model pembelajaran e-learning 

berbantuan media pembelajaran edmodo terhadap kemampuan pemecahan masalah 

matematis peserta. NUMERICAL: Jurnal Matematika Dan Pendidikan Matematika, 3(1), 

31–42.  

Johnson, D. W., Johnson, R. T., Holubec, E. J., & Yusron, N. (2010). Colaborative learning 

(strategi pembelajaran untuk sukses bersama). Nusa Media. 

Krisdiana, I., Masfingatin, T., & Murtafiah, W. (2018). The development of research-based 

learning materials with problem solving and problem posing oriented of mathematics 

statistics. Al-Jabar : Jurnal Pendidikan Matematika, 9(2), 147–160. 

Long, Y., & Aleven, V. (2017). Educational game and intelligent tutoring system. ACM 

Transactions on Computer-Human Interaction, 24(3), 1–27.  

https://primary.ejournal.unri.ac.id/index.php/JPFKIP/article/view/8000
https://primary.ejournal.unri.ac.id/index.php/JPFKIP/article/view/8000
https://e-journal.hamzanwadi.ac.id/index.php/jel/article/view/304
https://e-journal.hamzanwadi.ac.id/index.php/jel/article/view/304
https://e-journal.hamzanwadi.ac.id/index.php/jel/article/view/304
https://jurnal.ustjogja.ac.id/index.php/Indomath/article/view/6100
https://jurnal.ustjogja.ac.id/index.php/Indomath/article/view/6100
https://journal.uny.ac.id/index.php/pythagoras/article/view/20047
https://journal.uny.ac.id/index.php/pythagoras/article/view/20047
https://journal.unnes.ac.id/sju/index.php/prisma/article/view/21635
https://journal.unnes.ac.id/sju/index.php/prisma/article/view/21635
https://edukatif.org/index.php/edukatif/article/view/89
https://edukatif.org/index.php/edukatif/article/view/89
http://ejournal.unima.ac.id/index.php/jsme/article/view/1345
http://ejournal.unima.ac.id/index.php/jsme/article/view/1345
https://jurnal.umk.ac.id/index.php/anargya/article/view/2280
https://jurnal.umk.ac.id/index.php/anargya/article/view/2280
https://ejournal.undiksha.ac.id/index.php/JJPGSD/article/view/2058
https://ejournal.undiksha.ac.id/index.php/JJPGSD/article/view/2058
https://journal.iaimnumetrolampung.ac.id/index.php/numerical/article/view/453
https://journal.iaimnumetrolampung.ac.id/index.php/numerical/article/view/453
https://journal.iaimnumetrolampung.ac.id/index.php/numerical/article/view/453
http://ejournal.radenintan.ac.id/index.php/al-jabar/article/view/2961
http://ejournal.radenintan.ac.id/index.php/al-jabar/article/view/2961
http://ejournal.radenintan.ac.id/index.php/al-jabar/article/view/2961
https://dl.acm.org/doi/10.1145/3057889


Supriadi, N., Ramadona, K., Pratiwi, D. D., & Widyawati, S. 

198 

 

NCTM. (2000). National council of teacher of mathematics; Principles and standards for 

school. Mathematics Reston. 

Ningsih, Y. L. (2016). Kemampuan pemahaman konsep matematika mahasiswa melalui 

penerapan lembar aktivitas mahasiswa (LAM) berbasis teori APOS pada materi turunan. 

Edumatica, 6(1), 3. 

Renkema, J. (1993). Discourse Studies An Introductory Textbook. Jhon Benjamins. 

Rostika, D., & Junita, H. (2017). Peningkatan kemampuan pemecahan masalah siswa SD dalam 

pembelajaran matematika dengan model diskursus multy representation (DMR). 

EduHumaniora | Jurnal Pendidikan Dasar Kampus Cibiru, 9(1), 45. 

Rukiyah, S., Widiyastuti, R., Islam, U., Raden, N., Lampung, I., & Matematis, K. R. (2020). 

Sparkol videoscribe untuk meningkatkan kemampuan representasi matematis. EduSains: 

Jurnal Pendidikan Sains & Matematika, 8(2), 32–42. 

Siew, N. M., Geofrey, J., & Lee, B. N. (2016). Students’ algebraic thinking and attitudes 

towards algebra: The effects of game-based learning using dragonbox 12 + APP. The 

Research Journal of Mathematics and Technology, 5(1), 66–79. 

Sudirman, A. (2002). Media pembelajaran dan proses belajar mengajar. PT Raja 

Grafindopersada. 

Sylviani, S., & Permana, F. C. (2020). Dragonbox algebra 5+ sebagai media pembelajaran 

aljabar untuk siswa sekolah dasar. Edsence: Jurnal Pendidikan Multimedia, 2(2), 75–82.  

T, D. A. C., Bintoro, H. S., & Purwaningrum, P. (2020). Utilizing discourse multy 

representation model with kelubang tarif media to enhance problem solving ability 

penggunaan model diskursus multy reprecentacy berbantuan media keluban. PRIMARY, 

9, 625–633. 

Teofani, R., Marzal, J., & Sofyan, H. (2020). Penerimaan game instruksional dragonbox algebra 

12+ pada pembelajaran aljabar berdasarkan teori technology acceptance model (TAM). 

Jurnal Cendekia : Jurnal Pendidikan Matematika, 4(2), 724–736. 

Tristiyanti, T., & Afriansyah, E. A. (2016). Kemampuan pemecahan masalah matematis siswa 

melalui model pembelajaran kooperatif tipe diskursus multi representasi dan reciprocal 

learning (studi penelitian di MTS. Mathlaul Ulum Garut). Jurnal Silogisme: Kajian Ilmu 

Matematika Dan Pembelajarannya, 1(2), 7. 

Wahyuningtyas, D. T., & Shinta, R. N. (2017). Pelatihan media pembelajaran matematika 

berdasarkan kurikulum 2013 bagi guru sekolah dasar di gugus 9 kecamatan Sukun 

Malang. Jurnal Dedikasi, 14(5), 9. 

Walle, V. De. (2007). Teaching developmentally. 

Wijaya, D. A. (2019). Kemampuan pemahaman matematis siswa menggunakan model 

pembelajaran diskursus multi represntasi (DMR) Pada Materi Trapesium. Seminar 

Nasional Matematika Dan Sains, September, 48–52. 

 

https://online-journal.unja.ac.id/edumatica/article/view/2994
https://online-journal.unja.ac.id/edumatica/article/view/2994
https://ejournal.upi.edu/index.php/eduhumaniora/article/view/6176
https://ejournal.upi.edu/index.php/eduhumaniora/article/view/6176
https://e-journal.iain-palangkaraya.ac.id/index.php/edusains/article/view/1565
https://www.academia.edu/22072893/Students_Algebraic_Thinking_and_Attitudes_towards_Algebra_The_Effects_of_Game_Based_Learning_using_Dragonbox_12_App
https://www.academia.edu/22072893/Students_Algebraic_Thinking_and_Attitudes_towards_Algebra_The_Effects_of_Game_Based_Learning_using_Dragonbox_12_App
https://www.researchgate.net/publication/347680680_Dragonbox_Algebra_5_sebagai_Media_Pembelajaran_Aljabar_untuk_Siswa_Sekolah_Dasar
https://www.researchgate.net/publication/347680680_Dragonbox_Algebra_5_sebagai_Media_Pembelajaran_Aljabar_untuk_Siswa_Sekolah_Dasar
https://primary.ejournal.unri.ac.id/index.php/JPFKIP/article/view/8000
https://primary.ejournal.unri.ac.id/index.php/JPFKIP/article/view/8000
https://primary.ejournal.unri.ac.id/index.php/JPFKIP/article/view/8000
https://j-cup.org/index.php/cendekia/article/view/283
https://j-cup.org/index.php/cendekia/article/view/283
http://download.garuda.kemdikbud.go.id/article.php?article=875401&val=13910&title=KEMAMPUAN%20PEMECAHAN%20MASALAH%20MATEMATIS%20SISWA%20MELALUI%20MODEL%20PEMBELAJARAN%20KOOPERATIF%20TIPE%20DISKURSUS%20MULTI%20REPRESENTASI%20DAN%20RECIPROCAL%20LEARNING
http://download.garuda.kemdikbud.go.id/article.php?article=875401&val=13910&title=KEMAMPUAN%20PEMECAHAN%20MASALAH%20MATEMATIS%20SISWA%20MELALUI%20MODEL%20PEMBELAJARAN%20KOOPERATIF%20TIPE%20DISKURSUS%20MULTI%20REPRESENTASI%20DAN%20RECIPROCAL%20LEARNING
http://download.garuda.kemdikbud.go.id/article.php?article=875401&val=13910&title=KEMAMPUAN%20PEMECAHAN%20MASALAH%20MATEMATIS%20SISWA%20MELALUI%20MODEL%20PEMBELAJARAN%20KOOPERATIF%20TIPE%20DISKURSUS%20MULTI%20REPRESENTASI%20DAN%20RECIPROCAL%20LEARNING
https://ejournal.umm.ac.id/index.php/dedikasi/article/view/4293
https://ejournal.umm.ac.id/index.php/dedikasi/article/view/4293
https://ejournal.umm.ac.id/index.php/dedikasi/article/view/4293
https://prosiding.biounwir.ac.id/article/view/8
https://prosiding.biounwir.ac.id/article/view/8

