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Abstract

The objectives of this research were to compare the differences between students’
achievement score before and after the Gamification instruction and to study students’ satisfaction
towards Gamification instruction. The population were fifth grade students who were studying
at Banthungthong school, Bueng Narang district, Phichit province. The sample was 18 fifth grade
students who were studying in the second semester of school year 2019 at Banthungthong school,
Bueng Narang district, Phichit province who were chosen by Nonprobability sampling, Purposive
sampling. Research instruments included Gamification lesson plans, English achievement test and
satisfaction questionnaire. The statistics used in the research were mean (X), standard deviation
(S.D.) and t-test (dependent samples).

The results of this research indicated as follows: the students’ posttest score after the
Gamification instruction was significantly higher than pretest score at .05 level and the students’

satisfaction towards Gamification technique was at the high level. (X = 3.65, SD = 0.24)

Keywords: Gamification, Learning achievement, English language
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2. anuianelavesdnGeutulszaudnuln 5 defanssunisBeunisaeuntwsingulagldvaia
WA (Gamification) Tunwsuegluseduiianelaunn (X = 3.65, SD = 0.24) AsUTNgualumsn
7 4 sl
A135999 4 nansAnwanuianelivetinEeutulszauAnwIUN 5 sefanssunisiteunisaau

mwdangulegldinatianudiagy (Gamification)

fiaii X SD 3TAUAIUNIND TR
1 3.44 0.62 Uunag
2 3.83 0.62 un
3 3.83 0.79 un
a4 3.50 0.62 41N
5 3.72 0.57 un
6 3.72 0.67 4N
7 3.67 0.49 4N
8 3.83 0.62 4N
9 3.72 0.67 4N
10 3.78 0.65 41N
11 3.83 0.62 41N
12 3.78 0.65 41N
13 3.67 0.59 41N
14 3.50 0.62 41N
15 3.56 0.62 4N
16 3.50 0.62 4N
17 3.50 0.71 N
18 3.22 0.81 J1unang
19 3.44 0.51 J1unang
20 3.67 0.59 un
21 3.89 0.58 4N
22 3.61 0.85 4N
23 3.67 0.59 4N
24 3.67 0.59 4N
25 3.67 0.59 4N

AINTFIU 3.65 0.24 4nn
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ORUERERG

MNuansIde 3o nsRmunadugninienisdountusingy lasldmadanufiiiady
(Gamification) dwiutinGeutulszonnui 5 anmnsothanefunena musiuresingUszasives
ns3aldwsdl

5.2.1 HaanMsANYNadUE IS INsSaT N SinguresinButulsyaufnwn i 5 Alesu
nsBsunsaoulagliimadanuiifiiadu Gamification) Using i wadunvisnienisBeuvesiinGounoudeu
nazudaou uanssiuegrslifoddgmeainfiszdu 05 InsazuuuvdaSougininnoudou Ssaonndeq
NUALNAFILYDINNTINY silorailonnannssuiunsasulagldinadanudfivadu (Gamification) fuflu
eghadudiuiuneu mudsesdusenoume veanudfliadu (Gamification) fildidenunuszandliluns
FamaBeunsaouaunsatisduaiunsruiunsdouiuasdesadomaiannadugvisnansiFeu o1
1) melssuuavanusuiilewanuesstaaunangdalitnBsumilaluunBounniu faenndesiunuide
999 W51udaln (Francisco, J. F. F., 2015) filganwnisldinuiifadu (Gamification) iieifiuuszaviann
n3Beudnuniiaes nan1snwmuin mssenuuuinudfledy (Gamification) dunislisetagslafiiu
SnuilisfazanunsafsgaeuavlavesiFeuld 2) msdmuaszeznaliluusiazAanssuanansanssdu
TrinGeuinauulinveunazeunssiiosesulunmsfifinuwazianssusine lufudoudaonados
Fuauideres msuaus (Garland, M. C., 2015) TilgFnwnansenuvesnstinufifiedy (Gamification)
Tun1sBountwiiideswanisdnymudn tnufifliadu (Gamification) Aastinisimuansounislding
ilenszduliEGounanisanuiouanmginssuneluszeznaiiiinue 3) nmsdadufunzuuuanse

nszAuinSeuAnn U InedSeuniiazuuuazatog Sununie sinANuAntRuInuLNe L

a

AzuuLazaLisumiiou sadsannsansedulitinGeuiifieswuugegudrinnnauediairwanuila
ol wavdlnziuuagluguiuiug deluauauianssy FeaonAdeaiUIuIToves U1 IAN wavAne (Barata, G.,
etal, 2013) v mavesnsuiusinssuumsssumsaeuiioduaiunisfoudvesindnuyiagy
Taonstémadanuiifiadu (Gamification) shesmslazuvunandusuasuuuvesiihnavesn1side
wuin mslfazuuniazmsanssufuazuuurlfunSeudauinaulamnty waeildutenseduls
tdnwfidniulumaSoudifiniu 9) slnvesnstafignuiseendunatsyssan 1¥ud ewnsuazadosiu
wAdoudou wazvesiisydn wivesmataarliléfyargann uiansagdaliinGeudilarifansausiag
dielildvassatannseunses 4) AsnssuiifinnuvimedaaliiinSoulddnauinvedneg dunslé
asdloufiRvie dedu avdanaldimmranaresiussnausinag fldenshogsdsuanusoriiliinGe
TarwaulaluunBeu selaiAanssuuasiinginssunuiingivun SsdsmaliinGouinanudila
TuilomunSeusaziinarudnngluinvetug sufsdamadontsiaumadunninisnisdeuluiian
FeaonnaoeTUNLATE0 ALY WavALY (Dehghanzadeh, H., et al., 2019) AlaFnenmslinuiifiedu
(Gamification) \leatfuayunisGeuinudnguiunwiiaediaonanisinemuin msussgndliing
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fiflAdu (Gamification) anansaRmuINTEUINNMISeuivesinSeuld lnvesdusenausieg YaunufiThaty
(Gamification) ansndswasion1sFoudvnanwlunsazsuiiuansetusenly
MnnsAnwmadugninianisiseuluadsd wudr nsldimadenudfindu (Gamification)
TuesSsuiuasavannadugrdninmsSsurenindeuls fsaenadosfunuidednanarstu orfiu
ATeves Awnua AUsziass (2563) ldAnwinmsaounwdanguiitensdomsmuuuAainudiilieduiy
sUuuunsBouseulard Tnenanisidewuin msthuwiAanuiiiady (Gamification) AusUuuuseulat
uszgndllunisGeunisaeunwdinguilensiiossannsoiantnSeudunsieasls nvs
Hraeandasfuauideves dlufa uagany (Smiderle, R, et al, 2020) AldAnwwansznUvedN
gy (Gamification) slen1s3eudnisildiusinuasnginssuvosinGounudnuazyndnaimyes
wonulaenaidenuii inudfadu (Gamification) iusenaudenisdnduiuaziuuiasnisldnsdnydnual
annsnfiusyAninmnisdoudld vennisaonadosiunuidues suua uasyn (Yanes, N. and
Bououd, I, 2019) fild@Anwn1sldinuiifiiadu (Gamification) uazinuiiaseds (Serious Game) dns
nsBeuinwnsangulasnanisinynuin msldinunasinuiifilady (Gamification) Haeduaiaisnis
L'%auiuwﬁﬁaui'mLLazﬁfﬂ,ﬁmiL‘%‘&Juiﬁﬂizaw%mwmﬁéﬁu FDIERNARDIT UMW VRY Indiung uay
Aty (Dominquez, A., et al, 2013) AldfannszuunisSeunisaounuudidsuiishomaianudiadu

YV a

(Gamification) Wan53denuin msdamsFeuilagliinaianuiifiedu (Gamification) ihlgFeuiinguuy
Iumiﬁﬂmmwﬁﬂﬁmqﬁu

5.2.2 nansaeuaiuaufiswelavestinSeudivenisaountwdingulasldmaianuifindy
(Gamification) wuitinBsuinnuguuasayniunsSoundings fedenaidesnanmsteunsaoy
Tneltinadianaiiiiadu (Gamification) Uszneuseesdusenouilduusglow] wagiaulaeiivu 1) Sszuy
nsazauusiteuanvessetaiannsngdlaligGouinauaulale 2) s1etasineg usilallafiyarunn
wioglurnuaulavesinGeu sufsnefaiiszduaueiniteveansisuniuandaiudsvinlvidnSeu
Aamnusime 3) donsBeuisudedydnuaiingg ldlunsinnisieus gnesnuuuliiiddumeny
winzauiuisvesiniSeu 4) Aanssusne) WalamalminGeuldiinmsuaiu nssudevhaudungunsd
Ufduitustuidion Aaenusime aynauu uarlurusietufulademneousinaundFouluine

I a

199 5) nMsdansBeuiinsdndduussaunisalnmsBeusidenlawndnuiiflegduiunisFousll
ylsiinFeuddniinisSeumsaoutildsutude lidudeuineudulalunisdounesnduansoonly
nsURURAINTINANY 6) NMITndunupziuudsasuliinEaukiazAuEaNTUAINANLTIVRIRULLBILAY
Wannegweillos TuvaziAerdufanssunsBounisaeudsdaaiunsviaungy TidnGouilonals
Smnuiuauiifiezuuuganii SeilfinGeumnsasensumnuansavesiu nufallenaiiayléiFou
Snioun WBnde Memgrauazesusznauimunfinarisndaiu Faeiliinideuinmiuimelase
msdnfanssumsBeuslaglfinadanuiifiiadu Gamification) eglusiufianslasin
mnmsinweufianelaluadad wui nslinedanufifiedu (Gamification) TuosFeuty

anansoaseenuianelalunsSeu MauyadnanvestinSeulusueineg wavaisiruadndsenisseuld
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FeaenndoafumiIusnuanstu enfivu swideves Amua Aausziesg (2563) lafnw nsaeunwsangy
LﬁamiﬁamsmmLLmﬁmﬂmﬁﬁm%’uﬁugﬂLLUUﬂm'%smaauiau' Nan1TITeNUIn LuAnnufiiiadu
(Gamification) anansnatuayuaunduanteeniazanuiulaluauewesingey Snfdsaonados
fusuddeves shna (Rodriguez, H. T, 2018) #ilddnw msldinufifad (Gamification) waznsld

v

wnulugiu (Game-Based Learning) tiiensyAuiizeulunsSeuimdninivndingy nansfinwinuin

Y a a ¥

wnufifiiady (Gamification) anansagdlaligiFouGsuimdmildesresings Wwurmnuihila arwdn
a¥1eassd Anweengeesnniiu mstiufduiug sufaddsunanieusulsmeinssuuasimuniuiseds
runsBouiiidnluseussemaiifuiues aynauuuaghivion ufsaonadosiuamideves &
(Lui, S., 2017) Ailsi@nwnsidinaiifiadu (Gamification) TunsBeusmdminanisfnmudi tnuiflady
(Gamification) asnsagslauazairevirundviddonisBousld sudaenadesiunuidenes uwudad
(Sandusky, S., 2015) léFnwnslduunAnnuifiedy (Gamification) AudnBeussiududszaudne
Tnglduuuuszifiuilinatoundusiuil wan1sidenuin dnBeuiidiusmlunisGeusiinuien
ussgdlavanielunaznsusn Faflauvmnannaislunisdeuiiuasuly venaniaonadesivnuide
94 W daln (Frandisco, J. F. F., 2015) Ald@nwinsldinufiiliadu (Gamification) LileuiaszavEam
MsBeuiniiaeswamsanwwuin nufiladu (Gamification) ansnsasiamnanunduanseanuagyinli

AseuiivsegalalunisiSeunnnau

VOLEAUDLLUY

WHaNTIREleANYHANTIANNTSEUNsHoUlnewATlAnE T (Gamification) dwsutinSeu

v
U

Fulszoufnw i 5 udmutemsuiuuss uilwasdsuasielifienaumngaulumsihlulilunns
fansauvdensinuiluadedoly dedl

5.3.1 nmsaeundngulaeldinadanuiifindu (Gamification) aunsaviTliuadugn?
yamaBuvesinBugelunaransnaisaruioelaudtinGeuld fufunistuwedanisaeunuy
\nufifliadiu (Gamification) luulflunsSeunsasunndnguisaninsaviild lneaasinsiansanis
oy Vszaunsal inediedBnisuaznansvesianssy sufsnnsiiniseonuuulneniugFoudugudnans
Tnoddlaiennuannn anudesnsuasarwalavesFeu ieliinGeulszaunnudiialunsGeous
atufiulszdnsnn

5.3.2 manwiluadsillsuuuunsaranusunionanidiidoudnedrade gilatinGouldlsinn
winfienanisld egnslsfid msAnuilundsdaluasiinisuszendesdusznauvesnudisinruiuasiy 1wy
Realm of Valor (ROV), Free Fire viainuauq fldsunuienluvazdy enafinsifiuszuunstodes
filey (Item) S2UUMAZAS (Avatar) sEUUNSHOY (Battle) vidodue fmnuAusuiila

533 mslimadianuiifedu (Gamification) TunisdanisFeunisaeutiu oraiunadniou
TugunsgslagFeumnnnindunsimunadugrsymamsGeu dunaldanuaiusinglunis 2 fuang
T fiFeuunsauuiiaziunsGounsasulagldinaianuiifitady (Gamification) udranziuy
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[y v
@ @

mMsvageundaeuLlasgenitneudeuuandilifieiesas 50 vislionatuegivanuausalunsseus
dauyananiy

5.3.4 N199NADUITINUI tniFeuvsdudanumivauladefanssuianizlugisisnauis
Frenansianssuwintiy eienafatuannssernatvesianssuiineudnauy JevhiiniSeusdanaeduy
vioilenming Jeannndosiuruideves nsuaud (Garland, M. C., 2015) #ildAnwvimansenures
mslnufifindy (Gamification) TunsBeunundiaes uwazwudn inufifeduazannsaldanuldosng
fuszavsnmanniigamnldluuinadiverldiniull wu WuunGeuvdefanssudug wieldf
wdelathdonilduundeulugviny ilesninufifitaduiiunisgsla mnAenssubadeiuluazdmaly
manduiudevinlvgGeuiandomiele Fehunmimedenufiladu (Gamification) Tldstalueadey
warlunsinaduiolumsinisnssdunadielalltlagmiiAntuanmsonsefunnudosnisoudmaly
AanginssludsuindensGeunisaeuld danfu nsdafnssunsSeumsaoulaslimafonuifliedu
(Gamification) luduidauy FspsfinseenuuulaediugBeulugudnans amdafisrnuaninsg Anudonis
wazauaulavesiSey
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