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Abstract

The purpose of this research were to (1) develop the learning activity by using Game-Based
learning in Activities with Graphic Organizers on Global physical changes for Matthayomsuksa 5/3
that meet the efficiency value of 80/80, (2) compare the students achievement before and after, and
(3) learning to study the students’ satisfaction with organizing cooperative learning activities, using
Game-Based learning in Activities with Graphic Organizers physical changes. The sample research
consisted of 30 Matthayomsuksa 5/3 students, at Kantarawichai School, Maha Sarakham. The
sample selected by cluster random sampling. The instruments used for this research included the
activities lesson plan, a learning achievement test and satisfaction questionnaire. The analysis

was accomplished by percentage, mean, standard deviation and (Dependent Samples) t-test

The findings were as follows: (1) the efficiency value (E1/E2) of learning by Game-Based
learning in Activities with Graphic Organizers on Global physical changes for Matthayomsuksa
5/3 was 84.50/86.56 which analytical thinking. was higher than the assigned, (2) the learning
achievement of students who received cooperative learning activities, Game-Based learning in
Activities with Graphic Organizers on Global physical changes after studying higher than before
studying at the level of .05 significance and (3) the satisfaction of students on the learning
activities using Game-Based learning in Activities with Graphic Organizers on Global physical

changes were at the highest level.
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The results of the research found that various organizations Business-based learning
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Table 2 Comparison of academic achievement Between before class and after class

Testing N X S.D. df t Sig.
Before class 30 18.17 2.03
29 23.60 .000*
After class 30 25.97 1.82

* Statistically significant at the level .05

270 Table 2 WU WNISUUTUITENANEA
a A AV oo o A a o
i 5 AlasumydafanssunsGou;lasls
nadugIn IINNUmaiauNuInIIdln 1304

] ~ @ £
maasuilasminmennuedlan Snagugnd
NAITTUURAI L’%&lugmdwﬁ AP eI IR REY
WA YNIEDANIZAY .05



Journal of Organization Innovation & Culture

. OA 15 auuil 2 nsnqAu-SuAL 2567 ¢+ 7D

a [ =2 o A
3. Bwnzdanaianelavasiniuu
Ussufnunln 5 Nildansdananssumsizeng
lagldinudugin srwnumafiounudsnain

a = 1%
a9 maddsuwudadnisnmeniwueslan a9
Table 3

Table 3 Mean, standard deviation, and interpret of student satisfaction

No. List X S.D. Interpret results

1 Students are satisfied with the teacher’s lesson preparation. 4.40 0.55 much
Students are satisfied with the suitable media and materials prepared

2 4.53 0.49 The mostest
by the teacher.

3 Students like the contemporary content that can be applied in real life. ~ 4.50 0.55 much
Students are pleased that the teacher provides opportunities to ask

4 ) ) L 4.53 0.49 The mostest
questions, and accepts and listens to students’ opinions.
The activities are diverse, and the duration of each activity is

5 ) o o 4.63 0.48 The mostest
appropriate for learning in each content set of activities.

6 Instructions for using media are clear and easy to understand. 4.53 0.61 The mostest
Students are pleased that the teacher encourages exploring

7 . 4.56 0.49 The mostest
knowledge from games or other learning sources.
Help students understand, think critically, summarize knowledge

8 ) . ) 4.60 0.48 The mostest
quickly, and draw conclusions on their own.

9  Students are satisfied with the duration of teaching and learning. 4.40 0.55 much

10  Students are satisfied with fair assessment and learn happily. 4.60 0.48 The mostest

Combine 4.53 0.52 The mostest
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