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Abstract This research aimed to: 1) Determine the efficiency
of learning management using educational board games; 2)
Investigate the effectiveness index (E.l) of learning
management through educational board games; and 3)
examine students’ happiness in learning mathematics
towards this learning management approach. The target
group consisted of 23 fourth-grade students at Chumchon
Lakliam Witthayakhom School, selected through purposive

sampling.

The research instruments included learning

management plans utilizing educational board games, a

mathematics achievement test, and a happiness assessment scale. Data were analyzed using

percentage, mean, standard deviation, efficiency criteria (E1/E2), and the effectiveness index

(E.L). The research findings revealed that: 1) The efficiency of the learning management using

educational board games, which uses educational board games to teach multiplication and
division to fourth-grade students, was 76.30/73.26, which exceeded the criterion of 70/70 2)

The effectiveness index of the learning management using educational board games

demonstrated a learning progress of 0.6045, representing a 60.45% learning progress; and 3)

the overall level of students’ happiness towards the learning management using educational
board games was at the highest level (X= 4.75, §.D.=0.42).
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ffodrdnyiisesu .05 losanuesanunszduliiAaujduiuduaznisuanivdsuseusnnslungy
otefitunou uenanilfvaonadestunuideres nquas Suisuns landes uavalznua Aunsdes
(Jaikliang & Seedangnoy, 2024) ﬁﬁmas‘ﬂmumﬂizqﬂﬁiﬁﬂuizﬁuﬁﬁamﬁﬂmﬂﬁ 6 1309 LARA
wuIiiUsEdnSam 75.09/75.31 (nausi 75/75) wazdawalvinizeudiemdfianelelusyfuanniian
Tnedliuiusiludomiifanueings nsdanafoudlngldvedanuidaiueiesiied
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2. avilusednsua (E1) vaansdanisiseuilaglduaianun1sfne 1589 N1sAMLAZNS
o v v a g = dd‘ a 1 [y} A a I~ v v a yq‘ 4?
M3 dmsuinSeutuUszoudnutn 4 IAwiiu 0.6045 viseAnluauATImvnlunsSeuFRLYY
60.45 Wosiud wandliiuin dniseudianuinminlunisiseuigetedafiteddny nevasain
P ¢ ~ =~ & A v ¢ = ~ a a | Yo
A5 UBS ALNUNISAN®YY FuTun15TuduInuasmnuniIsAnwiuseansainlunisdelndniseu
aunsaUsulTRadugvaamMsssuanasiuuneussulUgaviuumaaseulaise nadnslaennded
Aunannisvemguinsiseuiannny warkufanisseuiiuuiiuie dwesanuvihmvihiiluden
nszAuaNanly annATen wazduasunisininwenisauin luussernmanaunauIuds
A0AARRINUNUITEVDY AT Teauau wazsnun Asviay (Pingsusaen & Srithus, 2023) AANWIN5LY
N133ANISITEUTUUY 4 MAT sauduinunsAnyiieimuinadugnsninisiseusedland dym
a v a a 1 % a 1 1 VYA a A A % a ¥
nAtdey wudvilusEansnaminiu 0.539 lnvefuneinnudiglvigiseuinaunseiesosunasisous
98195AMNFUNIUNTUAT YIaenues WuReliu 93a510sel 9rndl warusanwal I5evnay
(Assawaphum & Viriyapong, 2024) #inuinnisinnisiseuguuulddamvndugiu (PBL) sauduiny
v A g.JI = Ay A a1 v oA a a Y P < A A
nseanuludnissutulsyaudnu N 2 JanvtuseansSuawindu 0.4061 wiipsannunseA1uuEe?
asuanuhaulanagyitme eliiseudilanarandruniseulaieuiunsufduiusiuieuly
nay wenaNUdaensuiunan1sITeves Sans durau uazane (Phanphon et al., 2023) f1a374
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N1aelleuUR Fegiwainausseimansiseuslluiniiananusaaien uaziudsunnuinalunis
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a o . . . 1 & = v ) a v ad o o & Ao & =
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$nvana nedlan wagdda Wenyeos (Kamnan, Konglok, & Thueakthong, 2024) AfnwN15l4INY
a 6t 3 % = =y d' 1 v = = = o d' -
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| a ) a o v a a . a ! v a a v
W ULAEITUNANITITBYY Tuian Usenias (Praphasr, 2018) M1 58y71n15L9YARans Uil Ly
amummﬁmmwmmzimm:uﬂmﬁﬂmmULUmmsﬂmuﬂLiauummaﬁuluﬂmﬁauwaalﬁauaqmﬂ
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