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ABSTRACT

The purpose of this independent study was aimed to investigate the results of the use
of educational games to develop the mathematical achievements for the student with learning
disability, The LD student was in a boy Prathom Suksa 4 studying the second of the academic
year of 2006 at Ban Tung Luk School, Educational Region Office 3. The research instruments
consisted of the 15 lesson plans with 16 games which their content were adding and
subtracting problem,.and, the multiple choices test on mathematical achievement. All
instruments were validate for the appropriately and feasibility. The data collection were
achievement testing and observation. The data were analyzed by percentage.

The resulis were as followed;

1. After the of use of games of develop mathematics achievement in adding
and subtracting, increased the scores at the percentage of 72.72.

2. The student had participaticticipation, fun, following the runic, and asking and

answering the questions during his study.



