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Abstract

' The designing of game about Practise matching skill for Children with
Moderate Mentat Retardation * The goals are as follows: 1) Develop skills matching
games for children with moderate mental retardation. 2) Learn how to use games to
practice pairing skills for children with moderate mental retardation. One example is
the 10 students at the Northem Mental Disabdity Center. By using specific selection
methods, research tools include: 1) Game media for matching skills of children with
moderate mental retardation 2) Composition and Quality Assessment of Matched Skills
Game Media for Children with Moderate Mental Retardation Table 3) Leaming behavior
cbsenvation table for children with moderate mental retardation, suitable for meda,
games, and matching skills training. Statistical data for evaluation. Analyze data,
including mean and standard deviation

Research findings.

1. The design of a leaming promaticn game designed by researchers to cultivate
pairing skills for children with moderate mental retardation. The overall quality
assessment for the four design and development areas averaged 4.3 7, indicating that
experts considered it very appropriate. The standard deviation is 0.14.

2. The composition of game media promotes learming to train paiing skills for
children with moderate mental retardation. Findings 1) Leadership. The average value
is 6.33, indicating that experts believe it is very suitable, with a standard deviation of
0.33. Demonstrate agreement amaong experts, who maost agree to provide users with
appropriate and necessary information. The average value is 4.67, with a standard
deviation of 0.58 2) for activity design, with an average value of 8.31. This indicates
that experts believe It i very approprate, with a standard deviation of 0.04, indicating
that experts agree. The experts most agree that the average interesting activity
presentation is 4.71, with a standard deviation of 0.69. 3) The average value of game
media design i 6.41, Indicating that expernts believe this is very appropriate, with a
standard deviation of: 0.0 This indicates that experts have the same view. The expaits
most agree that music accompaniment s appropriate. On average, Standard deviation
of 4.71 and 0.49 4. In terms of game media usage, the average value s 4.43, indicating
that experts believe this is very appropriate. The standard deviation is 0.02, indicating



the consensus of experts. Game media & easy to use, with an average of 4.57 and a
standard deviation of 0.53.

3. Post leaming effects: Use game media to promote learning and practice
matching skills for children with moderate mental retardation. It was found that 2
students could match 10 items in 5 minutes and match 8-10 items in 10 minutes
Within 15 minutes, students were matched with 6-8 items, with an average of 3.89 for
two, Indicating that they were interested in matching games. The standard deviation is
0.67.



