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The Effectiveness of Learning Activities Based on the Gamifying MATHS Model in
Enhancing Mathematical Literacy of Grade 8 Students in a Secondary School

in Chiang Rai Province

Benyapha Makmai'

Abstract

The purpose of this study is to enhance mathematical literacy and motivation to learn
among the eighth-grade secondary school students through the implementation of a learning
activity known as the Gamifying MATHS Model.

The target group consists of eight eighth-grade students from a secondary school in
Chiang Rai Province. The Gamifying MATHS Model is a developed instructional activity that
employs a situation-based learning approach combined with the gamification concept, aiming to
advance mathematical literacy and foster greater motivation to learn.

The gamification elements include missions, points, badges, levels, leaderboards,
rewards, and feedback. Data analysis was performed using the paired t-test statistical method.
The results indicated that six students, representing 75%, demonstrated an increased level of
mathematical literacy, while all eight students, accounting for 100%, exhibited an increased

level of motivation to learn.

Keywords: mathematical literacy, motivation to learn, situation-based, gamification
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