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ABSTRACT

This present study applied experimental research which employed participation
study. This study comprised main objectives which were to develop teaching styles by
applying games in teachings for Marketing major and to study the results of games in
teaching achievement. This included to study students’ satisfaction toward games in
teaching compare to opposite methodology of teaching. Moreover, this study aimed to
acknowledge teachers’ opinions toward games using in teaching for marketing
department.

There were two groups of participants in this study. They were students and
lecturers from five various Rajabhat University Group. These 340 students were selected
from business management programme in Faculty of Management Sciences. And these
groups of students never take ‘Principle of Marketing’ course from before whereby 15
Marketing programme lecturers were from faculty of Management Sciences as well. The
researcher applied quota sampling by accepted 12 students from each respected
Rajabhat University Group — altogether 60 students and selected single lecturer from
each branch —altogether 5 lectures.

Varity of tools used in this current study and were (a) forms and styles in
teaching by using games (b) feedback toward games (c) course cyllabus (d) study
evaluation and achievement (e) students’ satisfaction and (f) lecturers’ opinion. All of
those tools have been examined and scrutinized form experts. Later those tools
have been distribution to 30 sampling groups in order to gain confident and to be

ready for better improvement. For the purpose of data collection, SPSS for



Windows was applied to find mean, standard deviation, and t-test. And the
significant value was set to be not less than 95%. The results revealed that

1. Development in teaching and learning by using games in Marketing
programme can be categorized according to their contents (i) contents related to
definition would be games such as jigsaw, whisper, and treasure hunt (ii) contents
related to word order included games like grouping, twin mirror, and secret code (iii)
contents related to grouping would integrate games like mind mapping competition,
super genius, and color sorting. (iv) contents related to cells and graphs incorporated
games such as family, true or false, and possibilities — whereas (vi) contents related to
calculation would comprised of seat seeking, fortune, and bingo.

2. Students achievement after have been trough teaching and learmning by
applying games showed higher outcome when compare to those who did not. The
result showed 0.05 significant.

3. Students’ satisfaction toward teaching and learning by applying games was
higher than opposed style of teaching and learning. The result showed 0.05 significant.

4. Lecturers’ opinion reveled ‘strongly agree’ toward the teaching and learning

using games.



