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The purposes of this research were to develop an efficiency Computer
Games-Assisted Instruction in English vocabulary as criteria standard ratio
80/80, to compare the learning achievement of the student through the
Computer Games-Assisted Instruction method with the conventional method,
and to determine the students’s satisfaction to Computer Games-Assisted
Instruction.

The subjects were 40 Chumchonbanhaisok School’s students who were
randomly sampled in the second semester of the 2003 academic year. They

were randomly assigned into two groups, experimental and control group.

The instruments developed by the researcher were a Computer Game-
Assisted Instruction, the achievement test with the validity coefficiert of 0.79
and a satisfaction test. The data was analyzed by percentage, mean, standard
deviation and t-test.

The results indicated that the efficiency of Computer Games-Assisted
Instruction was 80.5/81. The students learning achievement after studying by
Computer Gemes-Assisted Instruction was higher than the students learning
by the conventional method at the .05 level of significance. The students’s

satisfaction with Computer Games-Assisted was at high level.



