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The purposes of this research were to : 1) study fundamental data in the development of educational
game package. 2) develop and finding out the efficience of educational game package 3) implement the
educational game package and 4) evaluate and improve educational game package. The sample consisted of first —
third grade of 8 intellectual disability students of Ban — Ngaung — Ngooleuam school, Nakhon Pathom Province
during the academic year 2002. The experiment of educational game package was conducted for six weeks with 8
periods a week. The Research design was One Group Pretest — Posttest Design. The instruments used for
gathering data were : 1) questionnaires , 2) the educational game package on addition two numbers , 3) the
educational game package evaluation forms , 4) pretest — posttest evaluation forms and S) behavioral observation
forms. The statistical analysis employed to analyze the data were percentage, mean, standard deviation, t-test
dependent, and content analysis.

The research findings were as follow :

1. Student, parents, administrator, the experts in educational game package, the experts in mathematic
teaching and the experts in special education would like to have educational game package for intellectual
disability students which included group process leaming activities, colorful teaching media and game which easy
to play.

2. The educational game package on addition two numbers consisted of ihe contents, teacher’s
manual, lesson plans, teaching media, tests and answer keys, The contents were pumbers - 9, addition two
numbers to have result not more than S and addition two numbers to iiave result not more than 9. The cfficience of

educational game package was 83.53 /86.22
3. The educational game package was implemented with intellectual disability students through group

process approach and teacher was the facilitator.
4. The students’ mathematics achievement scores before and after the implementation of the
educational game package were statistically significant different at the 0.01 level. The majority of the students

had readiness in leaming, participated and enjoyed while leaming with educational game package.



