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Introduction
▪ Covid-19 pandemic has influenced education and entirely shifted to online learning worldwide. Remote study on their own for an 

extended period could lead to a loss of student's motivation and increase anxiety levels (Chimwong, 2021). Therefore, one of the 
instructors’ challenge is to design online learning activity which arouses students' interest and enhance motivation in class     
(Moy, Rodenbaugh, Collins & DiCarlo, 2000).

▪ Game-based learning is one of the most popular teaching strategies which has been used to encourage and enhance student 
participation in classes. Although, various online software has been introduced to promote interactive classes, Mentimeter has 
been reported to be more dynamic and easily access the system without a login process.

▪ Objective: To investigate the effectiveness of using a quiz game competition via Mentimeter to combine with online learning 
activities in the sex hormone class of physiology laboratory for medical technology students' course for second-year medical 
technology students, Prince of Songkhla University
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Voted the best learning activities they preferred 
to help them achieve learning outcomes

FFiigguurree  11  Screenshots of a quiz game competition in 
Mentimeter in this study. (A) a screenshot of an 
example of a multiple-choice question displayed on a 
mobile phone (B) Screenshots of interactive 
presentation demonstrated on the computer screen.

Results

FFiigguurree  22  Post-lab quiz score (A) and final lab exam score (B) of students 
in control and game groups. Unpaired Student t-test, ***P<0.001, control 
group, N = 45; game group, N = 75).

FFiigguurree  33  Group lab report score of 
students in control and game groups. 
Unpaired Student t-test, ***P<0.05, control 
group, N = 6; game group, N = 7).

FFiigguurree  44 Summary results of 
students' opinion in the game 
groups on learning activities that 
is the most efficient activities for 
their study. 

Students' opinion 
Discussion 
➢ Our findings are related to a previous study reported that students in the medical fields 

preferred game-based learning, and this learning strategy enhanced their academic 
performance (Gudadappanavar, Benni & Javali, 2021; Kuritza et al., 2020). 

➢ A quiz game competition via Mentimeter involves psychological reasons, including 
dynamic, playful and engagement. Especially with a score competition with their 
classmates has been reported to increase levels of students' attention (Bicen & 
Kocakoyun, 2017) and provide instantaneous feedback and allowing them to identify their 
gap learning (Dexit, 2021). 

Conclusion
➢ Incorporating Mentimeter quiz game competition in online laboratory physiology 

classes for medical technology students could be an alternative learning strategy to 
enhance learning outcome achievements.


