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Abstract

This classroom action research aimed to (1) develop interactive learning
media for the course Mathematics and Statistics for Business, (2) compare students’
learning achievement before and after using the interactive media, and (3) examine
students’ satisfaction toward learning through the interactive media. The participants
were 13 first-year undergraduate students in the Digital Technology for Business
program at Chiang Rai Rajabhat University. The research instruments consisted of
interactive learning media, including interactive presentations, interactive instructional
videos, online boards, and online games/quizzes; a 60-item multiple-choice
achievement test used as pre-test and post-test; and a five-point Likert-scale
satisfaction questionnaire based on the ARCS motivational model. Data were analyzed
using mean, standard deviation, and comparison of pre-test and post-test scores.

The results revealed that (1) the developed interactive learning media could
be systematically implemented in teaching and effectively enhanced student
engagement, (2) students’ post-test learning achievement was noticeably higher than
their pre-test scores, indicating improved learning performance, and (3) students’
overall satisfaction with the interactive learning media was at a high level (X = 4.14),

with the satisfaction dimension showing the highest mean score.
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