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The objectives of this research were D 10 study numencal recognition
7} o study

; es
of young children a fisk of learning problems through educational B ‘
ion of yourd children

arning pumerical rocogniti

effectiveness index of lesson plans for 1€ )
o5, 3) 10 COWPHE their

T

who are at- fisk of learning disabilities throw
abilities on pumerical recognition © scational games, and 4) 10
study their retention ont aumerical reco
gudents  at sk of leamning disabil1tics on sumerical recognition
second Lcindergarien classes with the age rang®
semester of the academic year 200
Educational Service Area 1 Office- gubjeots Were §
Sampling. The instruments used I the 168

games and exercises, and an evatuation gorm for

spent ©on the cxperiment Was 14 Aays

mean., gtandard deviatidﬂ"ancl-t~test of hypothesis {esting.

The wesults revealed the followix£°
ok children developed through use of

1. The pumerical recogrs:l’eion abilities of at-1i
very high fevel.

jesson plans

cdncational games Were foxamd at @

2, The effectiveness zxxdex of the



3. The numerical recognition abilitics of the children at- risk of learning
disabilities acquired afier use of the lesson plans were significantly higherat the .05 level,

4. Regarding retention of numerical recognition of the children who are ai- rigk
of learning disabilities through use of educational games, it was found that the average
retention  after 2 weeks was 15.00 or 75.00%. This showed that the students had retention

of numerical recognition.




