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Abstract: The application of digital games in educational settings has received increasing attention as
they can be used to create interactive learning environments. This research aimed to: 1) develop a
mathematics learming game entitled “RUN MATH”; 2) evaluate the appropriateness of the developed
RUN MATH mathematics learing game; and 3) examine users’ satisfaction with the developed RUN
MATH mathematics learning game. The participants consisted of 40 secondary school students who
were selected through voluntary sampling. The research instruments included: 1) the RUN MATH
game; 2) an expert evaluation form for assessing the quality of the game; and 3) a user satisfaction
questionnaire. The data were analyzed using descriptive statistics, including mean and standard
deviation. The results indicated that the overall appropriateness of the developed RUN MATH game
was at a high level, and users’ overall satisfaction with the game was also at a high level. The findings
indicate that RUN MATH is appropriate for use as a mathematics learning medium for secondary
school students and provides an approach for developing digital learning media through the application

of game technology in mathematics education.
Keywords: Game-Based Learning, Mathematics Game, Computational Skills, Digital Learning Media
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