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The objectives of this research were 1) to develop “The Knowing Game”, an
instructor-learner interaction-promoting system in the classroom using the game to
enhance learners’ learning, 2) to test the efficiency of instruction using “The Knowing
Game”, and 3) to study academic achievement of learners instructed by “The Knowing
Game”, and 4) to evaluate users’ satisfaction with “The Knowing Game”. The sample
of this study was 37 third year students in Business Computer Program studying in
Multimedia Technology for Business course (code 3653703) at Suan Dusit University
(Trang Center). A purposive sampling was used to select the sample. The system was
developed with HTML PHP jQuery JavaScript CSS AJAX. Database management was
conducted with MySQL. Data were analyzed through statistics including mean,
standard deviation, percentage and t-test. The results of this study indicated as follows:

1. “The Knowing Game” was developed according to gamification concept.
This system is designed to enable game-based instruction with scoring criteria to
stimulate learners’ motivation and increase effort for competition, and obtaining
rewards. The main activities were 1) Q & A board and comments, 2) Quick Questions
or Questions for Voting, and 3) Q & A Activity from Lesson. By evaluating the efficiency
of the developed system from exports using the Black Box Testing technique, it was
found that the overall system performance was at a high level.

2. The efficiency of instruction using “The Knowing Game” was 80.97/82.16,
which met the set standard at 80/80.

3. By comparing academic achievement before and after using “The Knowing
Game”, learners had higher academic achievement after using “The Knowing Game”

than before with a statistical significance level of .01.



