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Abstract 1 9 2 3 5 6

This is an experimental research purposed to develop a computer based training
(CBT) in learning content group of international Boccia rules. The CBT is used for training
skills in judging Boccia, the sport type of persons with cerebral palsy. The sample group is
obtained by simple random sampling technique. Thirty of the third-year students in physical
education , faculty of education, at the Institute of Physical Education Bangkok Campus,
are selected. The research tools include cognition evaluation tests (pretest, units’s test and
posttest), evaluation forms (for content-analysis experts, technical experts and the
learners), and the proposed CBT.

The results demonstrate that the CBT's effectiveness is 85.26/85.03 which is higher
than the predefined criteria at 85/85. The match-paired t-iest shows that
learners’ achevement after training using the CBT is higher than that before, with statistical
significance at .05.

Based on these results, the developed CBT has good effectiveness and can be used

for training in international Boccia rules.





