
 

SKRIPSI 

THE USE OF A GAME AS A TEACHING STRATEGY TO 

PROVIDE A MEANINGFUL LEARNING EXPERIENCE  

IN MATHEMATICS 

 

In partial fulfillment of the requirements 

for the Sarjana Pendidikan Strata Satu degree  

 

 

By: 

                                      NAME : Linda Lusiana Setiawan 

STUDENT ID NO. : 40820060004 

 

 

 

 

 

 

 

 

 

 

 

 

MATHEMATICS EDUCATION PROGRAM  

FACULTY OF EDUCATION 

UNIVERSITAS PELITA HARAPAN 

KARAWACI 

2010 

 

 

 


