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Abstract

The purposes of this study were to investigate and compare the scientific explanation
ability regarding the classification of living things among Grade 4 students before and after
participating in experiential learning enhanced with educational games. The participants in this
study were 17 Grade 4 students from a single room from the Phu Phra Bat School Network in
Ban Phue District, under Udon Thani Primary Educational Office Area 4, during the second
semester of the 2025 academic year, selected through cluster sampling. This study employed
a one—group pretest—posttest experimental design with dependent samples t-test. The research
instruments included four lesson plans, each lasting three hours, for a total of 12 hours, and
a scientific explanation ability test consisting of four scenarios. Each scenario contained three
questions, resulting in a total of 12 questions. Data were analyzed using mean, percentage,
standard deviation, and dependent samples t—test. The results revealed that the students’ posttest
mean score (M = 18.59, SD = 1.50) was significantly higher than their pretest mean score (M =
7.18, SD = 2.81) at the .05 level. Furthermore, all 17 students demonstrated a positive trajectory of

change in their scientific explanation abilities across all four assessed scenarios.
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