
Pelatihan Penggunaan Media
Pembelajaran Berbasis

Permainan (Digital Game
Bassed Learning)

Menggunakan Aplikasi Kahoot
bagi Guru Madrasah MIN 3

Langkat
by Enda Lovita Pandiangan

Submission date: 15-Jul-2024 09:15AM (UTC+0700)
Submission ID: 2416901182
File name: VOL.3_JUNI_2024_HAL_25-35.docx (612.61K)
Word count: 2526
Character count: 16126



1

5

5

14

25



2

7

9

10

18

21



3

11

13



12

19



23



4

15

20



22

22







1

1

6

16



8

17

24



19%
SIMILARITY INDEX

18%
INTERNET SOURCES

13%
PUBLICATIONS

8%
STUDENT PAPERS

1 1%

2 1%

3 1%

4 1%

5 1%

6 1%

7 1%

8 1%

Pelatihan Penggunaan Media Pembelajaran Berbasis
Permainan (Digital Game Bassed Learning) Menggunakan
Aplikasi Kahoot bagi Guru Madrasah MIN 3 Langkat
ORIGINALITY REPORT

PRIMARY SOURCES

www.syekhnurjati.ac.id
Internet Source

kennyjulita.blogspot.com
Internet Source

ejournal.bsi.ac.id
Internet Source

tlvy6.envpsych2011.eu
Internet Source

badanpenerbit.org
Internet Source

journal2.um.ac.id
Internet Source

Submitted to Universitas Pamulang
Student Paper

Submitted to Universitas Pelita Harapan
Student Paper

Submitted to University of Mary



9 1%

10 1%

11 1%

12 1%

13 1%

14 1%

15 1%

16 1%

17 1%

18 1%

Student Paper

aanricky13.wordpress.com
Internet Source

journal.unha.ac.id
Internet Source

Anatia Agusti, Leni Gustina, Rizalina Rizalina.
"SOSIALISASI PEMASARAN PRODUK SECARA
DIGITAL PADA MASA COVID 19 DI VE BORDIR
DAN SULAMAN BUKITTINGGI", Community
Development Journal : Jurnal Pengabdian
Masyarakat, 2022
Publication

retizen.republika.co.id
Internet Source

www.journal.staidenpasar.ac.id
Internet Source

Submitted to UIN Sultan Syarif Kasim Riau
Student Paper

www.ejournal.ust.ac.id
Internet Source

japendi.publikasiindonesia.id
Internet Source

journals.ums.ac.id
Internet Source



19 1%

20 1%

21 1%

22 1%

23 1%

24 1%

25 1%

Exclude quotes Off

Exclude bibliography Off

Exclude matches < 1%

repository.stiesia.ac.id
Internet Source

rindiani.home.blog
Internet Source

mgmppaismpkotamalang.wordpress.com
Internet Source

mobilemultimedia301.wordpress.com
Internet Source

proceeding.unikal.ac.id
Internet Source

Yonarlianto Tembang, Ratna Purwanty, Agus
Kichi Hermansyah. "Implementasi model
think pair share berbantuan media Kahoot It
meningkatkan keaktifan berdisikusi
mahasiswa", Premiere Educandum : Jurnal
Pendidikan Dasar dan Pembelajaran, 2020
Publication

www.scilit.net
Internet Source



FINAL GRADE

/0

Pelatihan Penggunaan Media Pembelajaran Berbasis
Permainan (Digital Game Bassed Learning) Menggunakan
Aplikasi Kahoot bagi Guru Madrasah MIN 3 Langkat
GRADEMARK REPORT

GENERAL COMMENTS

PAGE 1

PAGE 2

PAGE 3

PAGE 4

PAGE 5

PAGE 6

PAGE 7

PAGE 8

PAGE 9

PAGE 10

PAGE 11


