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Abstract

The objectives of this research were (1) to compare learning achievement in the
topic of sequences and series before and after using game-based learning model. and (2) to
study student’s satisfaction on game-based learming model. The sample group was 25
students from the Faculty of Liberal Arts majoring in Aviation Business of North Bangkok
University, who enrolled in Introduction mathematics subject in second semester of
academic year 2017. The students were selected by purposive sampling. The research
instrument was the Game-based Leamning program Kahoot! in the Topic of Sequences and
Series, the learning achievement test in the topic of Sequences and Series and the
satisfaction questionnaires. The data analyses were analyzed by means of percentage, mean,
standard deviation, and t-test. The research results were as follows: (1) the learning
achievement in the topic of Sequences and Series of the student after learmning by using
game-based leaming model significantly higher than that before learning by using game-
based learning model at the statistically significance .01 level. (2) Satisfaction mean of

students with a game-based learning model was in most high level.



