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Abstract 192316

The purposes of this research were (1) to develop and find the efficiency of
instructional game in fundamentals of information technology for the second-level
students (prathom 4™ _ 6“‘) and (2) to compare the learning achievement before and

after learning with the instructional game.

The samples were 40 prathom 6™ students at Primary Demonstration School
Rajabhat Suansunandha University in the second semester of 2006 academic year.

The experimental group learned with the instructional game. The collected data was
statistically analyzed by arithmetic means ( X ), standard deviations (S.D.) and t-test.
The results were as follows, the efficiency of the instruction game was 89.88/88.33

according to the-hypothesis which was predefined as 80/80. The average score of the

posttest was higher than that of the pretest with a statistical significance .01.





