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ABSTRACT

This research aimed 1) to study the learning activities to enhance student engagement
on Information and Communication Technology course of Enrichment Science Program
students Mathayomsuksa IV Anukoolnaree School, 2) to study student engagement on
Information and Communication Technology course, 3) to study the academic achievement
of target group and 4) to study students’ satisfaction after was treated by the gamified
learning activities. The target group was 30 Mathayomsucksa IV students of Entichment
Science Class, Anukoolnaree School, Kalasin Province during the second semester of the
2014 academic year. The research design followed action research procedure, The
instruments were used in the research, i.e., 1) 4 gamified lesson plans on the Information and
Communication Technology course requiring 4 teaching periods, 2) a student engagement
checklist, 3) an académic achievement test, 4) a students’ satisfaction form, and 5) a student
interview form. The data were anatyzed through two separate procedures, i.e., the qualitative
data by means of analyzing, interpreting, summarizing and reporting in a descriptive form
and the quantitative data by means of arithmetic mean, percentage and standard deviation.

The findings showed as follows:

1. The learning activities by applying gamification technique which consisted of 5
steps of learning process emphasized student engagement in the activitics, motivated

students’ attention, mmade the classroom fun and brought student happiness. Such learning



procedure allowed the students opportunities to practice solving problems and finding
answers themselves through group and class discussion which enhanced students’ cognition.

2. 'The students had enhanced their engagement in the learning activities on
Information and Communication Technology course.

3. The students gained high academic achievement score after were treated by
gamified lesson activities.

4. The students’ overall satisfaotion with the gamified learning activities showed the

very high level.



