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Abstract - 2 2 4 i 7 5

The purposes of this research were as follows: To construct and test the
effectiveness of the Instructional Game with Constructivism theory on Science Subject
for Prathomsuksa 6 Students, and to compare the learning achievements before and
after learning through the Instructional Game.

The samples were 30 students studying in Prathomsuksa 6 in Bosco Pitak
School, Nakornpathom Province, selected by stratified sampling. The instruments
‘consisted of achievement tests, the Instructional Game with Constructivism theory on
Science Subject for Prathomsuksa 6 Students, the questionnaires for experts in
academic content and techniques. The descriptive statistics used were arithmetic
means, standard deviation and the t-test.

The results of the study were as follows: The efficiency rate of the Instructional
Game was 83.33/80.33, which was higher than the established criteria at 80/80, and the
learning achievement was significantly different at .05 level. This meant that the
Instructional Game was efficient and it contributed to a better learning achievement of
the students. Moreover, after using the Instructional Game, the students could solve
problems and construct knowledge under the conditions for achieving the purposes of

the Instructional Game, according to Constructivism theory.





