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learning situation (Buliali et al., 2022; Dikovic, | to understand a learning situation”, P : P 9
. : Y B ! situation more quickly (Buliali et al., 2022;
2009; Panthi et al., 2021). easier" is not a verb. It is actually the )
. S Panthi et al., 2021).

comparative form of the adjective

"easy." The verb form of "easy" is

"ease." For example, you can say, "He

eased the burden" or "She eased into

the new routine." (From Reviewer 1)

4. | Therefore, digital games are proven to solve | In the conclusion the word “proven” | “Hence, digital games have been shown to
contextual multiplication problems that were is too “strong”. effectively address contextual multiplication
previously difficultfor students dl._ue to t_heir Change “Therefore, digital games are problems that previou_sly_ ppsed challenges
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