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Abstract

This research aims to develop the achievement in addition within the limit of

10 for students at the learning center for children in the hospital, by using the "Math

Fun Game" approach. The target group consists of students with physical or mobility

impairments or health issues at the learning center for children in the hospital, at the

preparatory level. The selected participant is one female student, aged 7 years. This

study is an experimental research, and the research instrument used is.

1.

2.

3.

4.

Individual Implementation Plan (IIP)
Math Fun Game Activities
Mathematics Test

Score Recording Sheet

The research was conducted/ data was collected by...

1.

1.1

Math Fun Media on the topic of producing colorful magnetic number boards
(1-10) and on the topic of addition with results not exceeding 10. The media
presents the content in a teaching format, with the presentation of content in
smaller units. Learners can interact by responding to the lessons, with pre-
and post-tests to help learners review the knowledge. Immediate feedback
and evaluation are provided based on correct responses, with reflective
feedback for further learning. The researcher developed this material through

the following steps:

Curriculum Analysis: Analyzing the curriculum, content, and expected
learningoutcomes.

1.2 Setting Expected Learning Outcomes: The expected learning outcomes
for the "Math Fun" media on recognizing numbers 1-10 using number
flashcards, within the mathematics learning area for early childhood students
at the Learning Center for Children in the Hospital.

1.2.1 Setting Addition Outcomes: Defining the learning outcomes for



addition problems with answers not exceeding 10, determining the lesson

content structure, and establishing the assessment criteria.
Data Collection

1. The teacher will prepare students for participation in the lesson by
implementing the teaching plan created, while collecting qualitative data during the

teaching process for use in discussions to enhance understanding.

2. The instructor will explain the learning process using the Math Fun Game
approach. After each lesson, the teacher will assign exercises for students. If students

do not understand, the instructor will provide further guidance and consultation.
Data Analysis Using Statistics

It can be observed from the comparison of achievement scores in addition
with results not exceeding 10 for students at the Learning Center for Children in the
Hospital, using the Math Fun Game approach. The average score for the pre-test was
5.71, and the average score for the post-test was 8.15. The post-test average score is
2.44 points higher than the pre-test. All students showed an improvement in their
scores, with a progress rate of 42.73% when comparing the pre-test and post-test

scores. Additionally, the standard deviation decreased.
Research Findings

The study found that the implementation of the Math Fun Game activity helped
students improve their knowledge and ability to add numbers with results not

exceeding 10.

1. After engaging in the Math Fun Game activity for addition with results not
exceeding 10, students demonstrated significant improvement in their

knowledge and ability to perform addition within this limit.

2. This approach provides a pathway for further research to develop skills in

addition with results not exceeding 10.






