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Abstract

Learning and instruction has faced many problems related to lack of motivation in
learning. Thus, there should be a solution to stimulates students’ curiosity and inquiry to do
experiments. Using enjoy able learning games will boost students’ engagement and motivation in
learning lessons. This study aimed to; 1) develop computer games for learning about food cooking
that uses the inquiry learning model, 2) evaluate acceptance of students playing the computer
games. The study was conducted in two phased. At the first phase, need assessment was done with
the students who were not the target samples to determine the computer game design for learning,
which specified learning games of cooking creamy Tom Yum Kung, spicy papaya salad, oyster
omelet, Thai-style fried noodle, and green curry. The content and design of the games was reviewed
by the experts. At the second phase, the computer games were developed for learning about cooking
the specified food recipes. The samples in the study included 30 students studying in the third year
of Business Computer program at Bangsapan Vocational College selected with a simple random
sampling. The games were evaluated for acceptance by the students. Statistics was used to analyze
the data for mean and standard deviation.

The research results were as follow:

1. The computer games developed for learning about food cooking consist of two
functions: 1) the sign-in that identifies the players and 2) the selection of five menus consisting of
the food recipes --creamy Tom Yum Kung, Spicy Papaya Salad, Oyster Omelet, Thai-style Fried
Noodle, and Green Curry.

2. The evaluation of students’ acceptance in 5 aspects yielded the average means at
the highest level for all five aspects; namely, 1) the interactive practice with the users, 2)
presentation of images, 3) sound use, 4) enjoyableness, and 5) content respectively.

From this study, the researcher found the innovation that promotes learning and builds
atmosphere of stimulation that boost the students’ curiosity and wants to do the simulation practice

in playing games, which could lead them to a real situation.
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