UNANEBRAINEINYRLA Iavumessuunlud® lulynuaduanygueuns

o4 v a o % >
iﬂlﬁﬂ\i '5’]Sﬂﬂuwaﬂﬁiﬁlﬂﬂ‘\]ﬂﬁﬁllﬂ’ﬁLSEJUEIﬂEJI“ULﬂiJ@GIiQﬂJL%’J

-

8 UNAITNFANUN V1INT

> 209

Onsfinen 2568

UNARYD

UNANYD
enuuinnssuaduiilingUszasaiiioimuilaranasurinyensAnAIUINLALNITINTIENTAN

‘U’e)\‘iuﬂLi8u3~®U‘Zm1J5umJﬁﬂ‘H’1ﬂVI 4-6 I‘NL?EJMU’]U?I’]@JF’]@ dnsAnwl 2568 N’Mﬂ‘ﬂﬂiill "Lﬂllﬁﬁ]iﬂmﬁ’l"
‘UQLﬂUﬂﬁ]ﬂiiN‘V]@@ﬂLL‘U‘UI‘M@JW]’13Jﬁ1JﬂﬁU1ULLﬁ”ﬂi”GM1‘V1UﬂLiEJ‘L!Lﬂ91ﬂ'ﬁLiEJ'NiL%Qiﬂﬂ’)ﬁ]ﬂiiﬂﬂ“ﬁ’)ﬁlﬁﬁ’m

UsIIMANISEUNBUARganAInNinane i Alamansuazamalrinseuaunsnandgnsn

lnegnsgnaeuaysInEINBITy

Abstract

This innovation report aims to develop and enhance the multiplication memorization and calculation

skills of primary school students at Ban Samakkhi School, academic year 2025, through the activity

called “Fast Multiplication Game.” This activity is designed to be enjoyable and stimulating, encouraging

students to engage in active learning. The innovation helps create a relaxed learning environment,

reduces anxiety towards mathematics, and enables students to memorize multiplication tables more

accurately and quickly. The results show that students are more interested in learning and can recall

multiplication facts faster after participating in the game-based activity.
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