234438

= o 5 .::f - oW o d‘l. c'l 9 = =y v ot oo 4'!
MII0ATI UINQUITAIMND 1) INOATNUNIZIUABUNAABIVAAN@ABYIZIAMAY (589
a ' L 4 A a0 P v ad '
FIAUMYITINGY FRFUN 2 2) NBHIRUAMYBIUNB suARNNARBSaATIReLTzIn N
P ° W ' ¥ 4 A n.r £ - Vet = 9
[FOIMIUIUMBIBINGY FNFUN 2 3) iNoAn¥IHAdUgNENIINISE oY suNGouA Y
=1 =Y o =Y i o o T ga - 4
unisouneuAnesTaAlRslszInMN FoeduIuMYIBINgY $1FUN 2 4) iNednIAN
= Yt Aa 1 = = d o ad s 4 ar 1
wanelvvsadissuniineunisounsui uneinaalRelsznnny 15038 1IUNYIBINGY T
3’. P A A ot = 9 =1 = d w o o 2
Fuin 2 wIevdienlFlumsanulizneudls unSounsunamesianiaulszinnny (599
LY 1 g 1 = as ar g
AWAUNIBINGY FITUN 2 wuvdsziiuguan  nuunadeuiaNadugnT uazuUY
= ¥ Qs " =1 ar )
Usgiiuanuianels TaoldngquarediailminGeulsaGoudumiue Unisdnw 2552
o = oar ¥ = o o = 4 a
TIUIU 30 AU NANITITBNUIT 1) UnGounsununeinafilimolssanny Seeduau
ar L] 3‘, n= 3 = g = ¢ w e A " i L
MYIBINGY F9UN 2 a3 Vuiinunmannilonivesnouiunesliaaiife ARduIAY 4.50
agluszavud manmsdsziiugunindiuie malulatiinundowiiny 4.75 aglusyav@uin 2)
ar = =] et e 9 I} ) o w ast o < e
HATUGNTN NN UNYDIRE sUNG suMBUNG suRBNR e HTaRTRe sz NINY (5Bed1Y
ar ) 6’! 4 4 ° v wr = a 4
MBIBINGY FNFUN 2 1WA UTOUABUITIULALAZUUUADUNAAIS SUINAATIZHINDN
@ J L] ar 1 1 1] ") ar =y H
HAdUANINNMSHEOUNUDIASUUN A UNAIGsUgInNInons s RlNsd Ay Meadan
o =5 FE] At 1 = = o o s &4
2A1.05 uay 3) anunane lavesdouniseunSounsununesiantimolszmmnu 599

1 a’l H L] i U ar Ll o o~
FIUIUNBIVINGY FITUN 2 TAURTeWINY 4.67 agluszavuauin



Abstract 2 34438

This rescarch was aimed 1) to develop a computer multimedia game-based instruction on English
idioms for the 2nd educational range, 2) to determine the quality of the computer multimedia game-
based instruction on English idioms for the 2nd educational range, 3) to find out the learning
achievement of the students who learned from the computer multimedia game-based instruction on
English idioms for the 2nd educational range, and 4) to find out the students' satisfaction towards
the computer multimedia game-based instruction on English idioms for the 2nd educational range.
The tools used for this study consisted of the computer multimedia game-based instruction on
English idioms for the 2nd educational range, quality assessment form, learning achievement test,
and questionnaire on satisfaction. The sampling group consisted of 30 students at Bannakhao
School in the academic year of 2009. The research results showed that: 1) The quality of the
computer.multimcdia game-based instruction on English idioms for the 2nd educational range was
good for the contents with mean of 4.50 and the quality in terms of technology media was 4.75 on
average or at very good'level. 2) The learing achicvement of the students who learned from the
computer multimedia game-based instmction on English idioms for the 2nd educational range from’
the analysis between pre-test score and post-test score showed that the post-test score was higher
than the pre-test score with the statistical significance at the .05 level. 3) The students' satisfaction
towards the computer multimedia game-based instruction on English idioms for the 2nd educational

range was 4.67 on average or at very high level.





