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This thesis describes the development of computer games for the
Instruction of Prathom Sueksa Five students in a vocation and technology
Knowledge learning group

As mvolving experimental research, the researcher used randomized
control group pre-test-post-test design approach in developing computer
games for instructing the aforesaid group of students in regard the
components of computers. The criterion for satisfactory assessment was
congruence with the set standard of 80 : 80. Additionally, compared are the
academic achievements of the groups of the students under investigation who
studied with the assistance of computer games and those who studied by

means of traditional teaching Methods, respectively. Finally, determined were
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the levels of satisfaction Evinced by the students under investigation in regard
to the use of computer games in instruction.

Using the cluster random sampling method for selecting members of a
sample population, sixty Prathom Sueksa five students enrolled in the first
semester of the academic year 2008 were selected from four classrooms.
Thereupon the researcher divided the selected students into two groups of
thirty Students each and placed them in separate classrooms. One group was
the Experimental groups who studied by means of computer games, and the
other Group was the control group who were instructed by a teacher using
conventional Methods of instruction.

The data collected from administering achievement tests to both groups
Were analyzed, formulated and tabulated by techniques of descriptive
statistics, namely, percentage, mean and standard deviation. The technique
of ¢ test was also employed for testing purposes.

Findings are as follows:

1. It was found that instruction by means of computer games had an
efficiency level of 84 : 84.45

2. The academic achievement levels of students who were instructed
Through the use of computer games and those who studied through
conventional means of instruction differed at the statistically significant level
of 0.05 with the former group evincing a higher level of academic
achievement than the latter.

3. In regard to the levels of satisfaction evinced by the students under
Investigation, it was found that students being instructed through the use of

Computer game were satisfied at the highest level.





