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Abstract 224443

Title A research and development of the instructional model on
computer creating variety of games for grade five and six students
Researcher Oratai Vimolnoth, Pakhanun Oon-jam and Yurawat Klaimongkol

Academic year 2006

The purposes of this research were to design an instructional model for
computer-based games creation course for students at grade five and six and to evaluate
the effectiveness of this model. The study was divided into two stages: the development
of the instructional model and the evaluation of the model, which covered the period of
sixteen weeks in 2549 academic year. The research was conducted based on an
experimental design with an experimental group of thirty five students who enrolled for
the course. A descriptive analysis and t-test analysis were applied as the data analysis in
the research processes. Means and deviation of the game creation, a percentage of level
of game creation of students, a percentage of knowledge integration in game creation, a
percentage of students’ satisfaction on the instruction, and the t-test for comparing pre-
test and post-test were generated in order to reveal the research findings as follows:

1. The instructional model consists of four elements: objectives, principles,
processes, and expected outcome:

1.1 The objective of the instruction was to develop and enhance knowledge
and skill in developing computer-based games creation;

1.2 There were three main principles of the model:

1.2.1 The instruction must include knowledge providing, knowledge
practicing, and knowledge improving from an interactive learning
of the students;

1.2.2 The instruction was a cycle process from knowledge providing,
practicing, and improving;

1.2.3 The instruction must be an interactive by supporting students to
have opportunities in testing methods, approaches, or techniques in
game creation in order to have a positive environment in
knowledge sharing and value appreciation of this new method.

1.3 The process consisted of three main stages:

1.3.1 Knowledge providing stage for generating knowledge and skill
from three sub stages: methods and concepts learning, skill
training, and discussing;
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1.3.2  Practicing stage in applying the knowledge from two sub-stages: pilot
game creation and discussion;

1.3.3 Creating stage in applying the knowledge to create games from two
sub-stages: game creation and presentation.

1.4 The expected outcome of this instructional model was the students’
understanding and creative skills in developing computer based games.

2. After the implementation of the instructional model, the results can be
summarised as follows:

2.1 the average score for the post-test (after the instructional model) of game
creation was significantly higher than the pre-test at .05 level

2.2 Percent of student who have high creativity score and low creativity
standardized score were not different.

2.3 48.6 percent of students can create integration knowledge game.
2.4 95 percent of students have highly satisfy in learning '





