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ABSTRACT

There are various learning and teaching activities that the learner can take part,
Teaching by using Team Games Tournament technique is a form of learning that encourages
each individual learner to develop himself to his full ability, and it is a learner-centered
learning activity. This research had the objectives to: 1. develop learning activities in
mathematics by using Team Games Tournament technique on the topic of Addition of Two
Numbers that the Result Does Not Exceed 9 with the efficiency of 75/75; 2. compare the
learning achicvements in mathematics by using Team Games Tournament technique on the
topic of Addition of Two Numbers that the Result Does Not Exceed 9 with the 75 criterion;
and 3. study the students’ satisfaction with learning mathematics by using Team Games
Tournament technique on the topic of Addition of Two Numbers that the Result Does Not
Exceed 9. The target group was composed of 19 grade-one students in the first semester of
the academic year 2009 in Ban Kaenthoa School, Payakapumpisai District, Maha Sarakham
Office of Educational Service Area 2. The instruments included 1. 8 learning organization
plans; 2, a learning achievement test which was an objective test containing 20 items, each
with 3 choices. The discrimination power of the test was 0.23 — 0.80, and the total reliability
value was 0.82; 3. the tool to measure students’ satisfaction with learning was a 3-level
rating scale questionnaire with 10 items. The statistics used included percentage, mean,

standard deviation, and t-test (one sample group) was employed in the hypothesis testing.




The resulis are as folows:

1. The learning activity in mathematics using Team Games Tournament
technique ou the topic of Addition of Two Numbers that the Result Does Not Exceed 9 had
its efficiency of 76.25/78.25, higher than 75/75 as previously set,

2. The learning achievement in mathematics by using Team Games Tournament
technique on the topic of Addition of Two Numbers that the Result Does Not Exceed 9 was
higher than the 75 % criterion with statistical significance of .01 level.

3. The students’ satisfaction with learning mathematics by using Team Games
Tournament technique on the topic of Addition of Two Numbers that the Result Does Not
Exceed 9, on the whole, was in the high level in every item except item number 8 which
stated that the results of learning could be used. This item was rated in the moderate level.

The results as described can lead to some conclusions in organizing learning
activities in mathematics that the learning atmosphere, group activities, competition, and
interesting media could enhance knowledge and runderstanding that affect learning

achievement and satisfaction. These would bring about good attitude toward mathematics.




