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ABSTRACT
The objective of this research was a study on the development of the computer

game “Save Energy: Save the Earth” for the upper pﬁmary level (grade 4-6) students. ‘The
study was done by selecting 30 samples among the upper primary level (grade 4-6) students
of Sukanaree School, Nakhon Ratchasima province, Thailand.

The developed computer game “Save Energy: Save the Earth” is divided into 2
sections as follows: the first section displayed the significant value of electrical power, its
origih and effects. The second section was the effective use of electrical power and energy
conservation. Both sections are 45 minutes long. In each section, the content was arranged
together with the exercises and answers are provided so that the student is able to monitor
the progress of learning as needed. ,

Research results suggested that the developed computer game “Save Energy: Save
the Earth” showed the effectiveness of 80.00/81.06, which is higher thah the standard
measure of 80/80. - Moreover, it indicated that sample students had increased their
knowledge after learning with the rcomputcr game “Save Energy: Save the Earth” with a |
statistically significant value at 0.05. As for satisfaction, most students were highly satisfied
with the developed computerized game, which received good. quality evaluation from the
‘| experts. |

Judgihg from this research, a conclusion has been made that the developed
computer game “Save Energy: Save the Earth” for the grade range 2 student is well
qualified for effectively» adding more knowledge and understanding of electricity

conservation.
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