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Abstract

This research aimed to 1) Develop and evaluate the quality and effectiveness of an educational
board game, Ban Dai Phee, against the 80/80 (E1/E2) efficiency criterion, 2) Compare students’
reading and writing performance before and after implementation, and 3) Examine their satisfaction
with the innovation. This study employed a Research and Development (R&D) approach based
on the ADDIE framework. The target group consisted of 10 Grade 3 elementary school students
experiencing learning loss in literacy skills (reading and writing) under the jurisdiction of the Surin
Primary Educational Service Area Office. The research instruments included lesson plans, a teacher’s
manual, and a 20-item reading and writing test. These instruments were validated for content
validity by three experts (IOC = 1.00) and the instructional media received a high-quality evaluation
(X = 4.40, S.D. = 0.58). The study employed a one-group pre-test-post-test experimental design.
Data were analyzed using mean, standard deviation, and dependent samples t-test. The findings
revealed that the “Ghost Ladder” board game achieved effectiveness according to the established
criteria (E1/E2 = 82.50/85.00). Post-test scores (X = 16.40, S.D. = 1.50) were significantly higher
than pre-test scores at the .05 significance level (X = 12.50, S.D. = 2.10; t(9) = 8.94, p < .05), with
an average gain of +3.90 points (approximately 19.5%). When analyzed by skill area, reading skills
improved by an average of +1.9/10, while writing skills improved by an average of +2.0/10. All students
(100%) demonstrated higher post-test scores. Student satisfaction was at the highest level (X = 4.75,
S.D. = 0.40). Observational findings indicated that the time required to explain the game rules
decreased by 30 - 40% from the second to third sessions, and active participation exceeded 85%.
The study concluded that the “Ghost Ladder” board game is a high-quality educational innovation
capable of supporting literacy recovery in reading and writing at the elementary education level.

Keywords: Educational Board Game, Learning Loss, Reading and Writing Skills, Learning Innovation
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