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ABSTRACT

The objectives of this study were to improve mathematical creativeness of grade five
stndents using mathematic games and to compare the creativity scores pre- and post-
attending mathematic game activities, 30 students at grade 5 ¢lass 5/1 of the Rajabhat
Mahasarakham University Demonstration School, which were studying in second semester of
academic year 2551, were specific selected. The experimental tools were creativity
questionnaires and mathematic games which had been approved by experts. Students were
allowed to play 15 games and each game took 30 min during their makeup hours. Mathematic
creativity scores were recorded pre- and post-attending gaming activities by using creativity
questionnaires. The data were analyzed based on means, standard deviation, and T-fest. The
results showed that;

1. Creativity score in all the 5 aspects were increased significantly afier attending
gaming sessions. Particularly, their abilities to raise and solve challenging mathematic
problems with new methodology were increase,

2. Mathematic creativities were significance of 0.5 higher after playing games.



