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ABSTRACT

This research aimed (1) to study the enhancement of group work behaviors by using Teams Games Tournaments with Gamification learning activities for Mathayomsueksa 6 Students of Yangtaladwittayakarn School (2) to study the students’ group work learning behaviors, and (3) to study the student’s achievement motivation by using the combination of Teams Games Tournaments and Gamification technique. The target group was 30 Mathayomsuksa 6/7 studying in the second semester of the 2016 academic year at Yangtalad Wittayakhom School, Kalasin province. The instruments used in this study (1) lesson plans of Teams Games Tournaments with Gamification (2) Gamification support programs (3) student journal or diary (4) group work behavior evaluation form (5) student’s group work self-evaluation form and (6) the student’s achievement motivation check list. The data analyses were divided in two parts (1) the qualitative analysis as the Descriptive statistics are used to describe the basic features of the data in this study (2) the quatitative analysis was reported by arithmetic mean, percentage and standard deviation. 

Findings of the study reveal the following : (1) The procedure of enhancing the students’ group work behaviors through Teams Games Tournaments with Gamification learning activities assisting each other, respecting group work rules and the other team members’ ideas, contributing useful ideas to the group and working cooperatively to achieve the goals (2) The Teams Games Tournaments with Gamification learning activities enhanced the following students’ group work behaviors at the consistent level : expressing opinions, listening to others’ opinions or comments and helping each other  and (3) The students have high level of achievement motivation after were treated by using the combination of Teams Games Tournaments and Gamification technique 

keywords : Group work, Gamification, Achievement motivation
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