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Abstract

The purpose of this research were 1) To development e-Learning with 3D
educational game in course on information and communications technology in
secondary grade 4 2) To compare the learning achievement of the experimental
group that learned by e-Learning with 3D educational game in course on information
and communications technology with control group learning by normal way in
secondary grade 4 3) To study the satisfaction of the learners by e-Learning with
3D educational game in course on information and communications technology in
secondary grade 4. The research process uses the ADDIE Model in order to
developed e-Learning. These research tools include : 1) E-Learning. 2) Pre-test
and post-test. 3) Satisfaction Questionnaire of learners. The samples were divided
into 2 groups are the expert group of 6 people and the samples groups by student
secondary grade 4 are 2 rooms in the experimental group and control group learn
the normal way. The evaluation results of the content experts’ assessment are at
a good level (with an average of 3.63) and the evaluation results of the technical
experts’ are good (with an average of 3.51). Results from data collection found
that the comparison of learning achievement of the experimental group that learned
E-Learning was significantly higher than the control group at a level of .05 and the
satisfaction of the learners by E-Learning of learners are at a high level (with an

average of 3.75).
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