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Abstract

The objectives of this research were: (1) to develop teamwork skills through the

Active Learning (Game-based Learning) approach among primary school students at Amnuay
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Suksa School, Chanthaburi Province, and (2) to compare students’ teamwork skills before
and after the learning activities. This mixed-method research involved 28 Grade 5 students
selected through cluster random sampling. The findings revealed improved teamwork skills,
with an average improvement score of 11.71 and a relative gain of 57.41. The highest
relative gain was 86.36, and the lowest was 35. Post-test scores were significantly higher than
pre-test scores at the .001 level. The effectiveness of instructional plans, measured using the
E1/E2 criteria across three learning units, had an average score of 4.78. Student satisfaction
toward the learning approach showed a high mean score of 4.73 with a standard deviation
of 0.07. The results indicate that the Active Learning (Game-based Learning) method
effectively enhances teamwork, critical thinking, gsroup collaboration, and the ability to apply
learned skills in real life. This approach supports teachers in designing engaging activities and
encourages learners to reach their full potential.
Keywords: Active Learning (Game-Based Learning) Teaching Method, Teamwork Skills
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