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Abstract: The objectives of this research were 1) to develop a training program by
using games to encourage teamwork behaviors, 2) to study the effectiveness of the
training program and 3) to study the retention of the training program.

The sample group of this research, obtained from Purposive Sampling, was
composed of 30 officers, employees and operating staffs from Local Administration,
Wangchai Sub district Administration Organization, Mahasarakam who participated
in an Operational Efficiency Increment Project Seminar on 6-8 February, 2014 at
Phukaongam resort. Tools used in the research were 3 sets of questionnaires: a
guestionnaire on teamwork characteristics of the organization, a questionnaire on
employees' teamwork behaviors and a training program utilizing games to encourage
teamwork behaviors. Percentage, mean and standard deviation (SD), t-test Dependent
measure and Descriptive Statistics were used in data analysis.

The research findings were as follows: 1) A training program that utilizes games
to encourage teamwork comprised of main activities, namely Group Dynamics
activity, Puzzle activity, Analysis activity, Silent Game activity, Elephant Shooting
activity, Tower building activity, Walk Rally activity, Carnival activity, Warlord
activity, Virtue Telling activity and Promise activity 2) The study of the training
program that utilizes games to encourage teamwork was effective and showed
excellent results. The pre-test on the teamwork characteristics of the organization was
considered at a medium level (3.05) while the post-test was at high level (3.86). When
comparing the two tests, statistically significant difference was detected at p = 0.05.
The pre-test on teamwork behaviors in general was considered high (3.67) while the
post-test was very high (4.36), giving statistically significant difference at p = 0.05.
3) The retention of the program, evaluated by comparing post-test and retention test
one month after the training showed that the employees' teamwork behaviors were
still at a very high level, with the statistically significant difference level of 0.05.
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Introduction

As employees are the center of the work development of an organization, Human
Resource Development (HRD) plays an important role to benefit the organization
both in terms of product and development in a desired direction. In order to work
together, cooperation between individuals is needed. Teamwork is hence a
fundamental procedure of work development in order to efficiently achieve the
organization’s goals. The concept of Human Resource Development originally aimed
to train and enhance employees’ potential via the process of learning through
motivation to invoke work-satisfaction. The concept nowadays, however, has been
greatly changed. The aims are to motivate individuals to love and engage to the
organization more and to be willing to learn and to feel committed. Moreover, it aims
at employee achievement and engagement because failing to engage the employees
will cause conflicts and oppositions as well as decrease work efficiency within the
organization.

The common issues associated with group work are conflicts, nepotism,
characteristics of schism, uncooperativeness, and sometimes solitary characters.
Undeniably, working independently doesn’t make benefits, waste time and resources,
and cause an inability to achieve the goals. Therefore, working in the organization
requires collaboration between members to result in an overall success.

As teamwork is a basic requirement for any organizations, it is essential for the
Human Resource Department to find HRD programs to produce efficient employees.
Also, games are widely used in training nowadays since they can build harmony,
strengthen relationship between members, create group process and develop
teamwork skills. We were then interested in studying the implementation of a training
program by using games to build teamwork behaviors as well as the effectiveness of
the created programs. This was to maximize their utilization benefits for teamwork
development and to create training innovation for human resource development
which results in organizational stability.

Objectives
There are three objectives for the study
1. To develop a training program that utilizes games to encourage teamwork
behaviors
2. To study the effectiveness of the training program
3. To study the retention of the training program

Research Procedure
This research was conducted as Research and Development in order to develop a
training program that utilizes games to encourage teamwork behaviors.

The research procedure contains 4 stages as follows:

Stage 1 Data Study and Analysis
This is to create a training program according to related theories. The working steps
are as follows:

1.1 Gather and Process theories regarding training course, game organizing and
teamwork development.
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1.2 Interview experts of training program course, game organizing and
teamwork development.

1.3 Conclude and synthesize the theories in order to create conceptual
framework.

Stage 2 Program Design and Implementation
The working steps are as follows:

2.1 Specify objectives of the training or desired characteristics expected on the
trainees

2.2 Analyze activities that correspond to the objectives or the expected
characteristics.

2.3 Have three experts perform quality assurance on the program. The steps
include:

(1) Invite one expert for each of the following expertise:

- training course

- game organizing

- organizational psychology and human resource development

(2) Let the experts comment and validate the created program on the content and
the expectation from the training.

(3) Find the opinion congruence values from the three experts in order to check
the content validity. This is done by asking the experts to consider the congruence
between the objectives and the questionnaire. We then calculate the Index of Item -
Obijective Congruence (I0C) using the following formula:

>R

I0C =——
N

When 10C is Objective-Questionnaire Congruence
>R is a summation of scores from the experts
N is a number of experts

We developed questionnaires and presented them to the thesis committee for
verification and approval. Adjustments and revisions were made accordingly to make
sure the questionnaires were valid, corresponded to the objectives, and covered all
evaluated contents. We chose the topics that the three experts considered congruent,
with IOC and r values as follows:

1) I10C values of the questionnaire on teamwork characteristics is 0.87

2) 10C values of the questionnaire on teamwork behaviors is 0.89

3) r values of the questionnaire on teamwork characteristics is 0.963

4) r values of the questionnaire on teamwork behaviors is 0.951

2.4 Specify quality criteria for the assessment of training program development
that utilizes games to encourage teamwork behaviors. We use the typical 5-level
Likert scale (Boonchom Srisa-art 1992: 23-24) as well as data on efficiency level of
the program, with criteria of score interpretation as follows:
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Percentage Average Score Meaning
90.00 - 100.00 Average score of 4.50 - 5.00 Very high efficiency
70.00 - 89.99 Average score of 3.50 — 4.49 High efficiency
50.00 - 69.99 Average score of 2.50 — 3.49 Medium efficiency
30.00 - 49.99 Average score of 1.50 — 2.49 Low efficiency
20.00 — 29.99 Average score of 1.00 — 1.49 Very low efficiency

2.5 The tools used in data gathering are three sets of questionnaires: teamwork
characteristics and environment in the organization, teamwork behavior, and the
training program.

The teamwork characteristics and environment in the organization questionnaire
is a Rating Scale of 5 levels, assessing 5 aspects:

(1) member characteristics

(2) organizational behavior

(3) Man-Work compatibility state

(4) work environment

(5) organizational culture

2.6 The teamwork behavior questionnaire, a set of questions on working-with-
others behaviors, is a Rating Scale of 5 levels, assessing 9 aspects:

(1) personal behavior

(2) role and responsibility

(3) good relationship

(4) support, assistance and trust

(5) clear common goals and objectives

(6) communication and data sharing

(7) creative conflict elimination

(8) friendly work environment and surrounding

(9) cooperation

2.7 The created training program is a training format that utilizes games to
develop teamwork behaviors. The program includes activities that will build personal
behavior and responsible behavior, good relationship, trust, goal-oriented work, open
and accurate communication, creative conflict elimination, friendly work
environment, and satisfactory cooperation. The activities are:

(1)Group Dynamics activity, with an objective to build relationship and

encourage trainees to help one another

(2) Puzzle activity, with an objective to create desired characteristics of the team

member

(3)Analysis activity, with an objective to allow trainees to communicate and

share data on teamwork

(4) Silent Game activity, with an objective to allow trainees to learn their roles

and responsibilities

(5) Elephant Shooting activity, with an objective to create team goals

(6) Tower building activity, with an objective to build trust and team assistance

(7)Walk Rally activity, with an objective to practice teamwork skills

(8) Carnival activity, with an objective to create teamwork environment

(9) Warlord activity, with an objective to practice communication skills
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(20) Virtue Telling activity with an objective to build good team relationship
(11) Promise activity with an objective to build faith in oneself and colleagues

Stage 3 Finding Efficiency by Trying Out the Program
The working steps are as follows:

Population: government officers, government employees, and Local
Administrative Organization staffs

Sample group: government officers, government employees, and operating
staffs from Wangchai Sub-district Administrative Organization, Mahasarakam
Province. The sample size was 30, with both male and female who were willing to
participate in the research. Also, the group was purposively sampled in order to
perform a treatment according to the created training program.

3.1 Prepare by training the speakers and research assistants who will utilize the
training program

3.2 Execute the training program as developed. The program takes 3 days 2 nights and
includes 11 activities to find the efficiency. The procedures are as follows:

(1) Ask the attendees to fill out the pre-test to assess teamwork behaviors

(2) Train the attendees according to the created program

(3) Ask the attendees to fill out the post-test to assess teamwork behaviors

Stage 4 Finding the Retention Values from the Post-Test.
We asked the trainees to fill out questionnaires to evaluate teamwork behaviors after
a month of the training in order to calculate the Retention Test in real-life situation.

Data Analysis
The data acquired from the questionnaires were processed to test the hypothesis and
present the research findings. The Unit of Analysis was an individual who took part
in the training. Statistics used for the analysis were as follows:

1. Descriptive Statistics was used to describe characteristics of the sample group
while percentage was used for levels of variables used in the research.

2. Mean (X ) and Standard Deviation (S.D.) were used to analyze teamwork
characteristics within the department and teamwork behaviors.

3. Analyze and compare difference of means (X ) between

3.1 teamwork characteristics within the department Pre-Test and Post-Test,

using t-test (Dependent)
3.2 teamwork behavior Pre-Test and Post-Test, using t - test (Dependent)
3.3 teamwork behavior Post-Test and Retention test, using t - test (Dependent)

Research findings
Research findings consisted of:

1. A training program that utilizes games to encourage teamwork behaviors was
composed of 11 activities: 1) Group Dynamics activity 2) Puzzle activity 3) Analysis
activity 4) Silent Game activity 5) Elephant Shooting activity 6) Tower building
activity 7) Walk Rally activity 8) Carnival activity 9) Warlord activity 10) Virtue
Telling activity and 11) and Promise activity.

2. The results from the study of the training program usage found that:
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2.1 The results from teamwork characteristics within the department Pre-Test
was in a medium level (3.05) while the Post-Test was in a high level (3.86). When
compared the two scores, statistical significance was 0.05, showing apparent
improvement.

2.2 The results from teamwork behavior Pre-Test was in a high level (3.67)
while the Post — Test was in a very high level (4.36). When compared the two,
statistical significance was at 0.05. The Post-Test outcome showed that teamwork
behavior was very high; moreover, when considering item by item, the scores
improved in all items, with the average value of teamwork behavior in a very high
level.

2.3 The results from the Retention Test for teamwork behavior, taken 1 month
after the trial, showed that teamwork behavior in overall was still in a very high level.
When compared the Post — Test and the Retention — Test, statistical significance was
at 0.05; however, the Post-Test’s overall average score was considered 100% while
the Retention-Test’s decreased to 98.60%. Yet, it was still in a very high level range.

2.4 The results from interviews and observation showed that teamwork of the
operation unit of Wangchai Sub-district Administrative Organization, 1 month after
the trial, significantly improved. The employees well cooperated, planned their works
together with good relationship, think/talk/do positive as well as realize their roles
and responsibilities. They also have fun and warm work environment, work together
towards common goals and try to achieve expected outcome together, communicate
openly and clearly, and help one another and eliminate conflicts when problems
occurred.

Conclusion and Discussion
The development of a training program that utilizes games to encourage teamwork
behaviors.

The created training program that utilizes games to encourage teamwork
behaviors can be efficiently used as it has been proved through 4 research procedures.
The first procedure was fundamental data study in order to create a training program
according to related theories. The procedure was divided into 1) gather and process
theories regarding training course, game organizing and teamwork development; 2)
Interview experts of training program course, game organizing and teamwork
development; 3) Conclude and synthesize the theories in order to create conceptual
framework. The second procedure was the program design and implementation which
was quality assured by the experts. The third procedure was a training trial to find the
efficiency. The procedure was divided into 1) Ask the trainees to fill out a pre-test to
assess teamwork behaviors 2) Execute the created training program 3) Ask the
trainees to fill out a post-test to assess teamwork behaviors. The last procedure was
finding the Retention Test values of the teamwork behaviors a month after training.

The study on efficiency of the training program found that employees in the
department significantly improved. This was because we developed the training
program by analyzing contents and designing activities from teamwork, which is a
form of management. This type of management is widely accepted nowadays as a
management that maximizes benefits for both the individual and the organization. It
allows every member in the team to play their part in management and problem-
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solving; and to let whomever encountering the problem take part in fixing it and
making decisions can bring about harmony, love, work engagement and a clear
prediction of the organization future. Furthermore, teamwork builds spirit and work
satisfaction so that everyone can achieve their goals. In conclusion, to achieve
efficient teamwork, there should be 5 essential components: 1) work environment 2)
Man-Work compatibility 3) Organizational culture 4) team member characteristics
and 5) Organizational behavior.

The study on the retention of the training program found that there were 7 aspects
that the retention decreased: 1) personal behavior 2) role and responsibility 3) support,
assistance and trust 4) clear common goals and objectives 5) communication and data
sharing 6) friendly work environment and surrounding and 7) cooperation. The two
aspects that still retained were 1) good relationship and 2) creative conflict
elimination.

Recommendation

Recommendation on Using the Research Findings
1. The created training program should be used in trainings to develop employees to
work efficiently.

2. The training program has a special feature — being more of a recreational
activity rather than a lecture or discussion. It highlights on working together and
applying life experience in learning, and realizing organizational harmony which
leads employees to prioritize organization benefits. Moreover, the program can be
held in various places due to circumstances — not necessarily a training room.

3. The department should continue focusing on the work environment which
includes:

3.1 Team members realize their roles, both as a leader and a follower.

3.2 Team members do not involve their personal matters to work.

3.3 Work environment is positive and warm.

3.4 Work is thoroughly delegated, possible and appropriate.

3.4 Team members take responsibility for the their work.

4. The training is particularly effective for the organizations that have roles and
require teamwork.

5. There should be continuous trainings or HRD activities at least once or twice
a year. Because teamwork behavior tends to decrease over time, the training will
encourage more continuous teamwork behaviors, which will affect organizational
efficiency.

6. Teamwork behavior is possible when there are some other factors involved
such as organization leader, work environment, colleague behaviors, organizational
culture, work description, etc. These factors should be well-balanced in order for the
teamwork to succeed.

7. There are a few concerns if the training program is going to be used:

7.1 The activity leader should clearly understand the objectives and how to use

the program.

7.2 The number of attendees should be between 20 — 60, which is most effective.

7.3 The activity leader should focus on connecting each activity.
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7.4 There should be a study of the results with good understanding and a
straight-to-the-point conclusion from the activity leader.
7.5 There should be extra care on the matter of privacy violation.
7.6 The attendees should participate throughout the program and should be the
employees who work together within the organization.
7.7 The training environment should be casual and fun. The attendees should
not be forced to participate.
Once the concerns are taken care of, participation in the program will result in
expected achievement which is truly advantageous for both the individual and the
organization.

Recommendation for the Future Research
1. One should develop a training program, focusing on activities regarding

1.1 Individual i.e. Responsibility and intention to work full-time with full effort
and enthusiasm.

1.2 Colleagues i.e. Friendship, help and support, and warmth and friendliness.

1.3 Teamwork i.e. Cooperative consultation, cooperative planning, coordination,
communication, data sharing and collaboration.

2. One should develop a more efficient training program by considering other
related variables such as longer training period; position level of trainees such as
executive and operational level; job description; organizational culture;
organizational leadership; environment and supporting factors; justice; and spirit
encouragement.

3. One should try out this training program on every level of operational unit i.e.
educational institutes, government sectors, private sectors and Local Administrative
Organization in order to find the efficiency of the program and develop it to match
the organizational roles and responsibilities.
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