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ABSTRACT

In this research, we investigated the effect of arithmetic learning utilizing mathematical
mobile application on arithmetic fluency and learning motivation of underachieving
students in math. 24 4th grade math underachievers were divided into control and
experimental groups. Arithmetic learning utilizing mathematical mobile application was
conducted for experimental group and arithmetic learning utilizing learning worksheets
was conducted for comparative group. After three weeks, the experimental group showed
increase in math fluency and motivation compared to control group. Implications are
discussed.
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[Table 1] Description of Participants
Experimental Control
N(%) M N(%) M
Total (N) 12 12
Age 11.10 11.08
Sex M 5(41.7) 6(50)
F 7(58.3) 6(50)
gk a5 14
A9 AAl 52.45 54.25
ACCENT
X 7 98.51 99.03
BASA-math III
EE 32.25 32.42
23 X =
2.3.1 Fatalg ‘An= AMA R
HAFBAL WE 2505UA o=z
‘2T AMAY S BAl, WAl A LAl o)
B WA Soh ohe ojEe Aol dolt AmAl o
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2 wom Az gesks WA A ol
FepstanAstEe] Sotelel fadol.
g Fdg EAVE 9 EA|HA FEE AR
ZAZE AlE MASH RS A9 £ U F
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FTHE st wIHE, AP, BuEzE 59
e AMZ BEY £ ok ¥ 9o Fdns
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AnsE A A7 24, T, 2w 3
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[Fig. 1] Screenshot of Computation Game
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[Fig. 2] Screenshot of Social Network Game
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