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Abstract

The objectives of this research were 1) to compare the students’ learning achievement on structured query
language before and after using games-based learning how it affects learners' learning and 2) to study the student
satisfaction with game-based learning. The population and sample group were the third-year undergraduate students in
the Information Technology Department from Suan Dusit University. There were 34 participants who enrolled in the
Database Administration course in the first semester of 2019. The research instruments were 1) the teaching plan before
and after using the game-based learning, 2) the learning achievement quizzes on the structured query language and 3) the
students' satisfaction questionnaires towards game-based learning. The statistics used in this research were frequency,
percentage, mean, standard deviation and t-test. The results of the students’ learning achievement in structured query
language were found that after applying game-based learning the scores on the pre-test and post-test were significantly
different at .05 all students can increase their post-test scores higher than pre-test scores and the mean score of overall
satisfaction with game-based learning of the population was (X = 4.14, S.D.=0.462) The satisfaction of teaching planning
has the highest score average of (X = 4.23, S.D.= 0.614) at a high level.
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