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Development of learning achievement of Essential Factors Influencing

Plant Life for Grade 2 Students using boardgame
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Abstract
The objectives of this study about the development of boardgame of essential factors influencing plant life for
grade 2 students were to 1) develop boardgame of essential factors influencing plant life for grade 2 students, and 2) For
the achievement of before and after learning the matters needed to sustain life through games. Six grade two students at
Wad Don Pradoo School were recruited to join the study, and we applied help my trees game, science learning
achievement test, and students’ behavior record as our research tools. Statistics applied in the research included mean
average, standard deviation and t-test. We had also applied content analysis with students’ behavior, and findings showed

that 1) we had got an educational game of essential factors influencing plant life in science class for grade two students
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which was called help my trees game. The game consisted of different elements including one walking board, one instruction,
and help trees card which was divided into the air, water, sunlight, and mineral for six card each, 6 gardener dolls, 16 tree
dolls, and a dice. 2) learning achievement about essential factors influencing plant life through board game for grade two
students showed that post-test average score of the students was at 77.50% which was higher than pre-test average score

at 49.15%, and it showed progressive score at 48.33. Post-test learning achievement was higher than the pre-test score

with statistics significance at .05.
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