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GAME-BASED LEARNING/6"™ GRADE/MATHEMATICS

This research aims to use the game-based learning with mathematics teaching to
promote achievement, mathematics process skills and a positive attitude towards
mathematics. The game- based learning is used as a supplementary media in the topic
of counting numbers and their addition, subtraction, multiplication and division,
equation and equation solving, and factor of counting numbers. The sample of this
research is 6" grade students at Rungniwat Wittaya School in Lopburi province,
Thailand. The sample is divided into the experimental group or normal learning group,
integrate with game- based learning and the control group or normal learning group.
The sample size is 30 students for each group.The experimental data are collected from
pre-test and post-test questionnaires and quizzes that can identify the mathematics
process skill, by the question. There are five differences in mathematics process skills:
1) problem solving skills, 2) reasoning skills, 3) linking skills, 4) communication,
mathematical meaning and presentation skills, and 5) creative skills. There are evaluate
in three aspects: which are ideas, feelings, and behavior and behavioral trends. The
experimental results indicate that the evaluation of the ability of the game- based
learning by the experts show that the overall system usability is in the high level
(x=4.12,8.D. = 1.02). The pre-study and post-study scores of experimental and control

groups and the differences mean scores on all lessons of the experimental group are



higher than the control group at a statistically significant level of 0.05 for all skills. The
evaluation results of attitude reveal that the sample had a positive attitude towards

mathematics in all aspects at the significant levels of 0.05.
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