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ABSTRACT

This research aimed to study 1) the academic achievement of students using the
game-based active learning method, and 2) the satisfaction of students with the game-based
active learning method, using purposive sampling. The participants were students who registered
for the GSC146 BCG Economy for the 21st Century World course in semester 1 of the academic
year 2024 at Sripatum University Chonburi Province, totaling 347 students. The research instruments
were: 1) active learning activity plans and academic achievement with active learning management
using games as a base, 2) the GSC146 BCG Economy for the 21st Century World learning test,
and 3) student satisfaction questionnaires with active learning management. Data were analyzed
using percentages, means, and standard deviations.

The research findings indicate that: 1) The learmning outcomes of students in the course
GSC146 BCG Economy for the 21st Century show that the majority of students achieved an A
grade, with 342 students, accounting for 98.55%. 2) The students’ satisfaction with the active
learning management method based on games revealed that, regarding the overall teaching
effectiveness of the instructors, students expressed the highest level of satisfaction, with an
average score of 4.60. These results reflect that the active learning management method based
on games can effectively enhance the development of problem-solving skills and their application
in students’ daily lives, resulting in the majority of students achieving very good learning outcomes.
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