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Abstract

This research aimed to develop a board game to enhance mathematics learning
achievement on the topic of exponents for Grade 7 students at Chiangyuen Pittayakom
School, Maha Sarakham Province. The objectives of this study were: 1) to determine the
efficiency of the learning management using the board game on Exponents for Grade 7
students according to the 80/80 criterion; 2) to compare students' learning achievement before
and after the learning management using the board game; and 3) to evaluate students'
opinions towards the learning management using the board game. The sample consisted of
35 students from Grade 7, Class 3, who were obtained through cluster random sampling. The
research instruments included lesson plans, the board game, a learning achievement test, and
an opinion questionnaire. The statistics used for data analysis were mean, percentage,
standard deviation, t-test, and the E1/E2 efficiency index.

The research findings revealed that: 1) The efficiency of the learning management using
the board game on exponents for Grade 7 students was 88.36/85.14, which was higher than
the established criterion; 2) the students' post-test learning achievement was significantly
higher than their pre-test achievement at the .05 statistical level; and 3) the students' opinions
towards the learning management using the board game were at the highest level (X= 4.84,
S.D.= 0.46).
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