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ABSTRACT

Purposes of this research: 1) To Study the development of A Game-Augmented
Reality Technology to be Thai learning instruction media. 2) To Study of Enhancing
Achievement Motive in Thai learning based on A Game-Augmented Reality Technology.
3) To Study of study’s achievement of Thai student after using A Game-Augmented
Reality Technology as instruction media. 4) Evaluate the satisfaction of student after
using A Game-Augmented Reality Technology as instruction media Sample/Population:
Sample of this research are using 7 grade 6 students of Thai Grammar Class at Ban Pa Po
School, Ban Nong Kha Lin. This research is Action Research by using PAOR pattemn
following conceptual of Kemmis and Mctaggart which is consist with 4 steps of Planning,
Action, Observe and Reflecting and use A Game-Augmented Reality Technology to
motivate students on Thai learning and do in 3 cycle. This research use Mean and
Standard Deviation to analyze.

Research result. By developing study activity by using A Game-Augmented Reality
Technology indluding of 5 steps 1) Take the lessons 2. Propose learning situation/game
3. Stimulate Action 4. Extra Content 5. Action Required. Students have more interesting
and enthusiastic in study. 2) Samples are enthusiastic and motivated by a game-
augmented reality technology in very good level (X=14.60, S.D. = 0.47). 3) Result of
knowledge testing after class in 3 rounds collection are as below. First round: Mean

= 21.71, S.D. = 6.08, Second round: Mean =28.7, S.D. = 8.69, Third round: Mean= 37.57 ,



S.D. = 8.60. In conclusion that by using a game-augmented reality technology as
instruction media will give better study achievement to samples. 4) Evaluation of
Sample’s Satisfaction of using a game-augmented reality technology as instruction

media is very satisfied. (Mean = 4.64, S.D. = 0.460)
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