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Abstract

The purposes of this research were 1) to study the efficiency of an educational
game for learning python programming through active learning, and 2) to compare
learning achievement of students who learned through an educational game for

learning python programming through active learning. The sample group

*
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consisted of 40 Mathayom Suksa 2 (Grade 8) student from Loei Pittayakom
School, Mueang Loei District, Loei Province, selected through cluster random
sampling. The research instruments were learning management plan quality
assessment forms, education game quTality assessment forms, and learning
achievement tests. The statistics used in this research included mean, standard
deviation, and t-test.

The research findings revealed that: 1) the efficiency of the development
of an educational game for learning python programming through active learning
was 80.13/80.25, and 2) the comparison of students' learning achievement
between pre-test and post-test scores showed a statistically significant difference
at the .05 level.

Keywords: Game-based Learning, Active Learning, Python, CodeCombat
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