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Abstract

The propose of this experimental research and evaluate the quality of teaching
game on camera using. The pretest and posttest were apply on using teaching game to
compare the learning result and find out the students opinion of teaching game on
camera using. The sample groups were 6 experts on content and media designers
together with 40 fourth year students, majoring computer education, who registered for
camera technology course in the 2 " semester academic year of 2551. The purposive
sampling was applied to get those sample groups. Time spent for the experiment was 4
periods, 50 minutes for each period. The research tools were teaching game on camera
using, evaluation form for content and media design, pre test and post test for students
opinion survey form. The collected data were analyzed using mean (Y), Standard
Deviation (S.D.) and t - test. The study revealed that the teaching game on content was
in good level (7:392, S.D.=0.14) ; on media was also in good level (Y:4.4O ,

S.D.=0.26). They were in high accordance to the set criterion. The comparison on

learning result indicated that the average post test scores was higher than the average



pretest scores with statistical significant at .05 finally the students opinion on teaching

using teaching game was in high level (X =4.17, S.D.= 0.38)



