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ABSTRACT

The purposes of this research were 1) to develop the computer-assisted
instruction game based on Storyline learning approach entitled Principles of Computer
Operation for Prathom Suksa 4, aiming to-meet the standard efficiency of 80/80
criterion, 2) to compare the learning achievement of students between before and
after learning by the computer—assisted instruction game based on Storyline learning
approach, and 3) to study about the students’ satisfaction towards the learning
through the computer-assisted instruction game based on Storyline learning approach
entitled Principles of Computer Operation for Prathom Suksa 4.

The Cluster Random Sampling technique was employed and the samples
were 30 Prathom Suksa 4 students studying in the first semester of academic year
2016 at Kudkwangsawaswittaya school, Khaowong district, Kalasin province, under
the Office of Kalasin Primary Educational Service Area 3.

The research instruments were 1) computer-assisted instruction game
based on Storyline learning approach, 2) lesson plans, 3) learning achievement tests,
4) questionnaires of the students’ satisfaction towards the learning through the

computer-assisted instruction game based on Storyline learning approach. The



statistics for analyzing the data were Arithmetic Mean, Standard Deviation,
Percentage, and t-test Dependent Samples.
The results of the study were as follows:

1. The efficiency of the computer-assisted instruction game based on
Storyline learning approach entitled Principles of Computer Operation for Prathom
Suksa 4 developed by the researcher (E1/E2) was 81.07/81.22, which was higher
than the established criterion 80/80.

2. The learning achievement of students after learning through the
computer-assisted instruction game based on Storyline learning approach was
statistically significantly higher than the learning achievement before learning at the
.01 level.

3. The students’ satisfaction towards the learning through the
computer-assisted instruction game based on Storyline learning approach was at

the high level. (X = 4.21, S.D. = 0.62)
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