as = i1l o ey o 1 as - aial 1
nan1sdansiseuiuuuinufiliagusaunuimaila STAD #illsaauaunsn
' -~ v o v o
Gd1uN1SBUINEAMULTN AN BDIN WVRIUNLIEU
Y o iy
JulseuAnwIUN 1

a a 3
NN AUIEAYY

FgiwusiidudrunilsvasmsAnsmuvangasUingagmansunindio
dNdYmangasuaznsaou
Jaudininendy
wnAnendenuigalaseasnsal Tunszususguiud Swdaunusil
W.A. 2567



“ -y s
lRIIRaaUy b"'VJ"I:-lEJﬂb":;-HiﬂU'ﬁ'EUI.m 9

EFFECTS OF LEARNING MANAGEMENT THROUGH GAMIFICATION WITH
STAD TECHNIQUE ON ENGLISH READING COMPREHENSION
ABILITY OF SEVENTH-GRADE STUDENTS

JIDAPA KONGPRADIT

A THESIS SUBMITTED IN PARTIAL FULFILLMENT OF THE REQUIREMENTS
FOR THE DEGREE OF MASTER OF EDUCATION
IN CURRICULUM AND INSTRUCTION
GRADUATE SCHOOL
VALAYA ALONGKORN RAJABHAT UNIVERSITY
UNDER THE ROYAL PATRONAGE
PATHUM THANI PROVINCE
2024



Tuivsadinuriiwud
Utuininedy

v inndvreigalavennsal Tuwssususiguiugd Smiaunusd

Fodosinutwd wamsvamRInduuunaiiieduintumaia STAD
*ih'on1mam‘nod’wnnﬁwnﬁmumﬂvnm&nqv
voinFourulsundnwdit 1

Fondnw I ansedivg

wWaszdhi 65054680103

Wy ARSI UA

in v rmEngasuasnsnoy

anznIsuN ANy Ineniivug aznTuN AU Ine iwud

. Usesw 1%* ........ Uses
—

(393893130 AW WIand)

(spsmans1and es.0% S300vI)

nIsuns

(303man 119738 R30I §omos)

W ........ NTILMS

(Eomenusd ms.ddns soulou)

. s

(303MaRs19E #5098 SJETI)

; . MITUNTIUAZAYIYMS
(s29mans 1015 re.u wIand)

_Rarnl o

£ 2
PR T T
(103 8R319 738 m3.773500 uwens)

({Yeans1anse as.Seasni Tuneq)

ANUAUUNNINGIAY

(% & v

dvanSresumninendesvdglaseansal Tunseususigudud Jminunusnd



aa
IR0 mﬂivwﬁ (2567). mam'mmmiL'suu'm‘uumumwmﬁuswnvmﬂuﬁ STAD i
mmm:mmmum'ﬁmumammm*ﬂ,ammaqnqwmum.iswuuﬁauﬁnmﬂw 1. ﬂsmamsnmﬁmﬁm
awnmuangmmaznﬁaau. 215ETUINY © AT WAAT TA.05.8587 RFRIREREY

UNARED

msiveidmaansil mmnﬂiuaamwa 1) Lﬂsaumaummmmmmumsaww..wammwﬂﬂ
mmaanqwaaumwwunsauﬁﬂmﬂw 1 fiouuay waw"lmumwmnmiausLmumummmimnu
wain STAD, 2) uJ'saumaummamﬁnmumsmmwammL-zn'hnwwanqwmumﬂu-ﬁ‘uuﬁamﬁnm
Ui 1 uawlm‘umiaﬂmiLiau'muumuuwmwsmnumﬁum STAD funaudifeuas 70 v09AziLuULAY
way 3) Anweufielavesindsutusisesfnmi 1 ‘wmnﬁﬁ]ﬂﬂ'ﬁLiﬂu‘iLL‘UULmllJ‘NLﬂﬁU‘S'mﬂUWIﬂUﬂ
STAD naumaauﬁlm Toun unﬁaumnﬁauﬁnmﬂm 1 lsaSaudaiys mnmﬂmmmwmwuwmiﬁnm
TseuAnwdiys 81ames aAdeud 2 UnnsAnun 2566 $1uu 40 AU Tmﬂ'bua:umamat.mwawwmau
Lmamaﬁ‘lﬂumima Ag 1) LLNuﬂ’ﬁﬁ]ﬂﬂﬁLiEl‘Ll‘iLL"UUL!‘ILI:J‘NLﬂ'tj‘ui’luﬂUL‘wﬂ'Uﬂ STAD mmqaﬂﬂwu
MU 8 Uk :Jmmmm.,a:uaﬂ'i.us.,mumnwam (M = .82, SD = .31), 2) LWUUMNAADUIAAUATHITON
msshuiieanudilanedangy Fadudeasuusidy 4 fuden mmu 30 do fideudetiuwindu 75
wag 3) uuuaaunmmmwawa‘lmmiaﬂmil,'saumsaau farenuidedu wihdu .94 nsiassideya
18un Anade aaumuawummﬁgm mwmaawawsunqumaawﬁlmduamzmanu KarAIIVAABUY
WUUNAUAIBEN LGN

NaN1TILNUIN 1) m’mmmsnmumsmmwammm'hmmmnqwmunLsauwuﬁﬂnﬁﬂm
7 1 ﬂm‘mﬂ‘ium'sﬂmmiliﬂ'lﬁLLUULﬂNMWLﬂ‘W'ﬁ'JNﬂUW]ﬂUﬂ STAD (M = 23.83, SD = 2.02) ganinau
asumsdanisdaniaeu; (M = 15.13, SD = 3.03) ammuaﬁmmmaammmu 05(t=21.21,p=
.001), 2) mwuamﬂmmumammwammwﬂanwmmnqwmum‘sawunﬁauﬁnmﬂm 1 ndailis
ﬂ".‘iimﬂ’l‘it'iBUSLLUULﬂullwLﬂ?j‘l.ﬁ’li.lm.lmﬂ\m STAD aanmnmmsaﬂw 70 YpsnzwuuLAN otaliduddy
IERRTIsYeU 05 (M = 23.83 TnAzWUULAL 30 AzluY, SD = 2,02, t = 8.83, p = .001) uas 3) RICE)
Sutsondnwdi 1 FlFunsTansSeuiuuuinuiifiedusuiumeia STAD danufiovelalassau
oglussfunnnitam (M = 4.52, SD = .69)

aaﬂm'lmwlmmﬂm'i'mEl'iuﬂ'sau Ao mwmmsLsamLLuumuuwmmu'imnummua STAD
Usznausiy wmaummmnmaam 5 fumeu laud 1) =uunmummnﬂiuaaml,a.,meummw'iau
2) ‘U'u?l‘i'NLL'S&’ils‘I.LT\]LLavﬂ'i“U‘)um‘iﬂaiJ 3) mngummunﬁnmxavmaauaaa 4) “U‘uﬂiULLﬂul.ﬂ‘UﬂuLLuu
Walun1svadgiseu 5) fhuusaeraULaaETaUNan I EUS mmw.mmammnm‘muwmaaqLasu
LLa..,wvummmmm‘samumiawul,wam'mm'l,a]mmaanqwammiau‘muﬂivﬁwsmwmmju Tnaany
Fuil 2 mmauh'lw,‘sammmduaéamzu'LumuLLasnm'ssmgLﬂunqmumﬂmmwummmmin

v

' a v W vela o ] o | v v P a ¢
ﬂ']uﬂ']ﬁa']uLwaﬂqqu\ﬂqlaﬂqﬂqﬂdﬂqﬁlmﬂﬂa“ﬂu LLa:ﬁuﬂ!umaum 3 %jﬂlw%ﬁﬂulﬂ'ﬂﬂ AAU LASILATIEN

-

sl o vela o
’Ji]'limk'iawmulﬂﬂm‘uu

ﬁ']é’lﬁm Lﬂi.lliﬂlaﬂ‘llu W]ﬂ'Uﬂ STAD ﬂ'l']uﬁ"lll'l'iﬂﬂ'\uﬂ’\39'1'ULW@ﬂ'ﬂﬁﬂ]'ﬂﬁ]ﬂﬂ:ﬂaﬂﬂqw
1#miass ﬂ‘u.l'}’mﬁl"ﬁﬁ L.u‘LIJ‘t.Eulll

<

ST UIaed



Jidapa Kongpradit. ( 2024) . Effects of Learning Management through Gamification with
STAD Technique on English Reading Comprehension Ability of Seventh-Grade Students. Master of
Education (Curriculum and instruction). Advisors: Assoc. Prof. Dr. Mesa Nuansri, Assoc. Prof. Dr. Orasa
Charoonthum

ABSTRACT

This experimental research aimed to 1) compare the reading comprehension ability of
seventh grade students before and after they were taught learning management through
camification with STAD technique, 2) compare the reading comprehension ability of seventh grade
students the latter have been learned through the leamning management throush gamification
with STAD technique with the 70 percent criteria, and 3) study the attitudes of seventh grade
students the latter have been learned through the learning management through gamification with
STAD technique. The sample in this study included 40 seventh grade students at Singburi School
in the Secondary Educational Service Area Office Singburi Ang Thong, in the second semester
of the academic year 2023. They were selected using the multi-stage random sampling method.The
data collection instruments included 1) 8 lesson plans of gamification with STAD, which were
appropriated at the highest level (M = 4.82, SD = .31), 2) English reading comprehension ability
test with multiple choices of 30 items, the reliability was equal to .75, and 3) the questionnaire
toward reading teaching through gamification with STAD technique. The reliability was equal to .94.
The statistics used to analyze the data were percentage, mean, standard deviation, t-test for
dependent samples, and t-test for one sample.

The findings revealed as follows: 1) students’ reading comprehension ability after using
the learning management through gamification with STAD technique (M = 23.83, SD = 2.02) were
significantly higher than before (M = 15.13, SD = 3.03), with statistical significance at the .05 level
(t = 21.213, p =.001); 2) students’ reading comprehension ability after learning management
through gamification with STAD were higher than 70 criteria with statistical significance at the .05
level (M = 23.83 of the 30 full marks, SD = 2.02, t = 8.83, p = .001); and 3) students’ satisfaction
was at the highest level (M = 4.52, SD =.69).

The knowledge gained from this research includes learning management through
gamification with STAD technique includes five learning management steps: 1) objectives and class
introduction, 2) motivation and teamwork, 3) mission and quiz, 4) summarize and score, 5) ranking
and reflection can be the guidelines for improving English reading comprehension ability. Especially
in step 2, interesting in the content is important in reading, and group learning will help students
to have the ability to read for better English comprehension. In step 3, it helps students perceive,

render, and assess the reading matter better.
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