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Abstract

This article aims to apply the innovation of a competency-based learning management
plan to develop mathematics competencies of grade-5 students at Chumchon Ban Tha Kham
School and Ban Na Kor Ruea School in Mathematics subject, unit 3 - the presentation of
information. The learning activities in the learning management plan will use Game-Based
Learning (GBL) and the game used by the authors is the Hotel Stars game, which is a simulation
game about the hotel building and development. The results showed that 6 students,
representing 33.33% at excellent level. Good level of 8 students, representing 44.45%. Fair
Level of 4 students, representing 22.22%. Assessed at the Able level of 14 people, representing
77.78%. The students have developed mathematical competencies, interpret and evaluation
competencies and mathematical reasoning competencies according to the guidelines of the

Institute for the Promotion of Teaching Science and Technology.
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