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Abstract

The objectives of this research were: (1) to examine students’ learning achievement before and after
learning through virtual instructional games, (2) to study students’ opinions and satisfaction toward the use of
virtual instructional games, and (3) to investigate students’ teaching skills and readiness for the digital labor
market. The sample consisted of 88 students from the Faculty of Education, Bangkokthonburi University,
selected by simple random sampling. The research instruments included an achievement test, a satisfaction
guestionnaire, and a semi-structured interview. The data were analyzed using descriptive statistics such as
mean, standard deviation, and t-test for dependent samples, as well as content analysis.

The results revealed that 1) Students’ post-test learning achievement scores were significantly higher
than their pre-test scores at the .05 level (post-test mean = 78.9, SD = 7.2; pre-test mean = 62.5, SD = 8.4; t =
15.35, p < .001) 2) Students’ overall opinions and satisfaction toward the use of virtual instructional games were
at a high level ( = 4.32, SD = 0.56), especially in terms of enjoyment, motivation, and the challenging nature of
learning activities.3) The use of virtual instructional games enhanced students’ abilities in lesson design,
classroom management, and educational technology integration, as well as their readiness for the digital labor
market (= 4.21, SD = 0.61). 4) The qualitative findings from interviews and observations indicated that students
became more enthusiastic and engaged in learning, demonstrated deeper understanding, were able to connect
learning with real-life situations, and showed increased confidence in teaching skills and technology use. In
conclusion, the use of virtual instructional games is an innovative learning approach that effectively enhances
students’ learning achievement, motivation, satisfaction, and essential teaching skills, preparing them to
succeed in the digital labor market.

Keywords : Virtual instructional games, learning achievement, teaching skills, digital labor market
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