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By:  Ms. Siriyakorn Suphaphon
Academic: Year 2024 (Semester 1)

Abstract

This research aimed to study the effect of role-playing teaching technique on
the learning achievement of Chinese for Daily Communication subject, K471 it
% ? Hello, how are you? The efficiency of the product met the criteria of 80 percent.
The sample group was 17 vocational certificate students of the higher vocational
certificate level (Por Word Sor 1), Digital Business Technology Department, Satuk
industrial and community education college, Satuk District, Buriram Province in the
first semester of the 2024 academic year, who were purposively selected. The
experimental period was 2 weeks, 3 hours per week, for a total of 6 hours. The
instruments used in the experiment and data collection were one learning plan using the
role-playing teaching technique, a post-experiment Chinese language knowledge test,
and a student satisfaction assessment form for learning Chinese for Daily
Communication. The statistics used for data analysis were mean, percentage, standard
deviation, and t-test for One Sample. Data were analyzed using a computer program.

The results showed that

1. The learning management using the role-playing teaching technique
resulted in the learning outcomes having the efficiency of the products according to
the criteria of 80 percent with statistical significance at the 0.05 level.

2. The learners were satisfied with learning Chinese using the role-playing
teaching technique in terms of atmosphere, learning activities and benefits received at
the highest level, accounting for 4.67 percent.



