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51257330 : Educational Technology

Key Word : Computer Game, Mnemonic Technique, memory retention, Chinese Language
Siruntron Pianpitak: THE EFFECTS OF LEARNING ACTIVITIES BY USING

ADVENTURE COMPUTER GAME AND MNEMONIC TECHNIQUES OF LEARNING

ACHIEVEMENT AND MEMORY RETENTION IN BASIC CHINESE LANGUAGE | COURSE

FOR UNDERGRADUATE STUDENTS FACULTY OF EDUCATION, SILPAKORN

UNIVERSITY. Independent Study Advisor: Anirut Stiman. Ed.D. 229 pages.

This purposes of this research were 1) to study student’s achievements learning
via adventure computer game with and without mnemonic techniques Basic Chinese
Language I. 2) to compare learning achievements of student’s gained after learning via
adventure computer game with and without mnemonic techniques Basic Chinese Language |
3) to compare memory retention of student’s learning via adventure computer game with and
without mnemonic techniques Basic Chinese Language | and 4) to study students’
satisfactions learning via adventure computer game with and without mnemonic techniques
Basic Chinese Language |I.

Population in this research are 71 student majoring in Teaching Chinese as a
Foreign Language, Faculty of Education, Silpakorn University, Semester |, Year 2012,
attending Basic Chinese Language | class.

Sample in this research are students of first semester, Year 2012, majoring in
Teaching Chinese as a Foreign Language, Faculty of Education, Silpakorn University,
attending Basic Chinese Language |. Purposive Sampling is used to select the group of 20
students.

Research Instruments are 1) Structured interview for interviewing the content
experts and the computer game experts. 2) Adventure computer game for Basic Chinese
Language | learning is divided into 2 types which are 2.1) Game with Connection Mnemonic
and 2.2) Game without Connection Mnemonic 3) Adventure computer game for Basic
Chinese Language | Learning Evaluate form 4) Basic Chinese Language | Learning
achievement Test and 5)  Student satisfaction questionnaire for Computer Game. The data
was statistically analyzed by Mean, standard deviation, t-test independent and t-test
dependent.

The research found that

1. Learning achievement post-test scores of students who were learning via
adventure computer game with and without mnemonic techniques are higher than pre-test
scores with statistically significant difference at 0.01 level.

2. Learning achievement test scores of students who were learning via
adventure computer game with and without mnemonic techniques are were not found
statistically significant difference at 0.05 level.

3. Learning achievement test scores of student’s memory retention after 2 weeks
of learning via adventure computer game with and without mnemonic techniques was found
that memory retention scores are different from post- test score, averaging lower with
statistically significant difference at 0.05 level.

4. students’satisfactions of learning via adventure computer game with

mnemonic techniques in memorizing is in a high level. (X = 4.00, S.D. = 0.56) and students’
satisfactions of learning via adventure computer game without mnemonic techniques in

memorizing is in a high level. (TE =4.41, S.D. =0.60)

Department of Educational Technology Graduate School, Silpakorn University
Student's SigNature ........cccceeeevivvieeeseiiiieee e Academic Year 2012
Independent Study AdViSOr'S SIgNALUIE ........cccuvviriiinieeeeniiiieeeene
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