LAl 5o g sdiboln

VFoF (iowsly [y ) anbold

0 755 9 (lwami ol )5095 wlws! p1 (55L 2 (o oo o3 5B 0guds 23U
g (2l pied arly o0l idle (L8L 5 <8 iy

058l 5 Shoam Gaal 055 2 (29,5 3k » e el (LiF Sl gy pol Gigly Sua
T by e g5 5l gl og i e ol it b pligel s cd iy
oolve i gl lisel ity Jolis (bl anslr o plonil b S8 05,5 b so3TmnsesT e
Eolas O g0t 5 Ol s )3 (5 S diged by, 4 585 77 Loyl (e 5145 09 g s (o
Py dedr iz (b s Gialejlog S aiad 00 )leS (R 77 09,5 ) J55S 5 GalesT 05,5 50 5o
Siies sl 0,8 28l o 1) Jgane (oisel S5 05,5 5 8,5 8 (29,5 53k p s (g0l asliyy
0 5u50] dalitiw s g (GSE-17) )Ke g 5,8 duass gowl 5043 asliton 5l Liogh sla yurie
J38le 5 50 ouililasS el g (hemogi lagssasl 5l 65505 b Woools .ol ooliiusl puio o &8 1y
a5 loline Lial3El &) ie 25,5 53l » (e ey 45 3l olis gl i oo SPSS
5ok 6 Sloo b gunod i (l il J55S 09,5 b anlin o alesl 09,8 oligel iils (leazs
QLS Sty 0583l 4 Lo pe gl ( Jlo (ol b sl s BB (551 j9mmeds 28 lagSl g eloz
09,5 4 Somad Sglad (pl Lol ezdly (2al33l (ygelom )0 (tabesl 09,8 Dlped (nS0ke 4z 51 a5 ol
ol 5 aan I L Alslas a5 el o 51 Sl laools 658 05 loline (gLl L 5l S
oo 155« oy 055 5 ks 3o ool gl 5 009 NS Leans  Sianlds Lulasl 5 LUl
S5k 2 e Goigel (ot el (S jsbay el 5Lisyse s Fgamaiy NSl by Y5k
50k )8 Sgmte y> 53k 098l GBS p g WS g0 i |y (et (gl 053 Cusis p (2,5
55l oSG Oligel gzl

g,ssj.w.u o}.:.i?‘ sGL:..az_? LS'-\‘T)LTQ? sé‘)'Lg P (e u.u)ﬁ.c] TR WLY Lngbo’)"\j :lboj‘g..!.:.lf

VYVEYAF-AYAVA-YAVY - FRVSTYASFAA tanlicybly goylouis
VE-FNVIYY ig o gu,b

f e (gadid
LW K

Thesis:
The effect of game-based teaching methods on the



feeling of academic self-efficacy and motivation for
mathematical progress of sixth grade elementary
school students in Sabzevar.

The present study aimed to investigate the effectiveness of group-based game instruction
on academic self-efficacy and achievement motivation among sixth-grade elementary
students in Sabzevar, Iran. The research employed a quasi-experimental design with a
pretestposttest structure and a control group. The statistical population consisted of all
sixth-grade students in public schools in Sabzevar, from which 32 students were selected
through convenience sampling and randomly assigned to experimental and control groups
(16 students in each). The experimental group received a structured program of group-
based game instruction over several sessions, while the control group continued with
regular classroom activities. The Scherer Academic Self-Efficacy Scale (GSE-17) and the
Hermans Achievement Motivation Questionnaire were used to collect data. Statistical
analyses, including descriptive indices and ANCOVA, were performed using SPSS. The
findings indicated that the game-based instructional program led to a significant increase in
academic self-efficacy among students in the experimental group compared to the control
group. This improvement aligns with theoretical frameworks emphasizing experiential
learning, social modeling, and competence-building processes fostered in game-based
environments. However, although the posttest mean scores of achievement motivation
increased in the experimental group, the difference did not reach statistical significance
when compared to the control group. This pattern suggests that game-based instruction may
have a stronger and more immediate impact on students efficacy beliefs than on their long-
term motivational dispositions, which typically require extended or multi-dimensional
interventions. Overall, the study supports the effectiveness of game-based group instruction
in enhancing academic self-efficacy and highlights the potential role of playful learning
environments in enriching students educational experiences.



