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ABSTRACT

This research was to study the process of using brain-training games to
enhance mathematics conceptual understanding of the students. The sample used in
the study comprised 10 Mathayom Suksa 1 students- 5 with high and 5 with low
mathematics achievement. These students were enrolled in second semester of 2005
academic year, in Arunothaiwittayakom School, Chiang Dao District, Chiang Mai
Province. The instrument used include 4 brain-training games on addition, subtraction,
multiplication, and division, mathematics conceptual test, and the form to observe the
students’ behavior while playing the games and doing the conceptual understanding
test. The data collected were analyzed to compare the means and process of
conceptual understanding of the two types of students in the four learning situations.
It was found that more of the high achieving students had increased conceptual
understanding in more learning situations than their lower achieving counterparts.



