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ABSTRACT

The purposes of the present research were 1) to develop teaching / learning mathematics
activities with the emphasis on simulation games of money for Prathomsuksa III (grade 3) students
and 2) to enhance learning achievement in mathematics of grade-3 students in Nongsuangwittavakom
School in Kalasin Province to attain average achievement score of 70% and up and to have at least
80% of the students passed the prescribed criterion.

The target group consisted of 29 grade-3 students in Nongsuangwittayakom School in Kalasin
Province during the second semester of the 2000 academic year.

Two categories of instruments were used in study, i.e. 1) experimental instrument which
cousisted of 16 lesson plans with emphasis on simulation games, and 2) data collection instruments
which included a learning achievement test, a teacher’s diary, a student interview form and a teaching-
behavior observation form.

The study followed action research procedure which was consisted of 4 action spirals.
The first spiral covered lesson plans 1-4, the second spiral, lesson plans 5-8, the third spiral, lesson
plans 9-12, and the fourth spiral, lesson plans 13-16. To collect data, the researcher kept a record of
ficld action, observed and interviewed the students. At the end of each spiral, a quiz was given to the
students in order to assess their progress. After that a reflection session was held for the researcher and
her co-researchers to analyze the data obtained from field records, observation and interview of the
students for the purpose of making the rest of the lesson plans more effective. At the end of the fourth
spiral a test was administered to the students in order to make a summative evaluation.

The findings :

1. Teaching/learning mathematics activities with emphasis on simulation games were
developed. They were organized into 3 steps of 1) the preparation of simulation games which had been
made to fit in with the objectives and content, 2) the actual practice in which the prearranged lesson
plans were put into practice in 4 sub-steps of 2.1) the introduction to create readiness in the students as
regards subject content and concepts, 2.2) the instruction in which various simulation games were
presented to the students, 2:3) the conclusion in which the teacher summarized the content or concepts
deriving from the simulation games, 2.4) the measurement in which the students were asked to do
exercises in order to assess what they had learned from the simulation games, and 3) the evatuation in
which all steps of organizing teaching/lcaming activitics were evaluated.

2. The students who received instruction which emphasis on simulation games made an

average learning achievement score of 72.22% and 86.21% of them passed the prescribed criterion.



