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ABSTRACT

This research project examines the motivation and satisfaction of students in
the course Jobs Food and Beverage Service, Course code HMT221. The main objectives
were 1) to compare the student's academic achievement before and after receiving the
learning activities using games.as a learning base 2) to study the students' motivation
towards the learning activities. Learn by using sames as a learmning base. 3) To compare

the student's motivation towards learning activities using sames as a learning base.

before and after leb_[_tﬁjﬁ?g_z})fﬂqk_i@jjﬂﬁ&_ﬁtﬁ%ﬁg}f@tﬂtudents towards the learning
activities using gamés [as] Elmafqlmg¥@a§g.rq]gpgﬁ@p%ﬁhe students' satisfaction with

the arrangement of game-based learning committees before and after entering the class.
The aim of the research is to develop a curriculum by using computer games to improve
learning and motivate students to learn.

Using a qualitative research model to collect data. By observing and measuring
the achievement of students' academic performance together with quantitative research
(Quantitative) by using a questionnaire as a tool to collect data from 60 students in the
department of Cruise Business Management the findings were summarized in terms of
motivation for attendance and participation in class. including students' satisfaction with
the use of games in teaching and learning development. It was found that the students
were motivated to participate in game-based teaching and learning. More than regular
lecture-style teaching that do not use games as a medium to insert teaching and

learning activities and from questioning and observing of classroom teaching, the



traditional teaching and learning activities that the instructors did not bring in
participatory activities by using games as a learning base. It is a regular teaching and
lecture. students get bored There is no novelty in teaching and it makes students feel
less enthusiastic about learning. and did not pay attention to learning as they should the
results of the comparison of satisfaction with learning activities it was found that the
satisfaction of the students in all 4 aspects was the satisfaction with the learning
activities using games as the learning base before and after entering the class. It was
found that 3 aspects were to promote learning. Participation in teaching and learning
and academic achievement the students were more satisfied with using the game format
in teaching than the normal learning. Another aspect that is not different is participation
in classroom activities. The students" satisfaction with the normal learning style and the

game-based learning style were not different.
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