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Abstract

The purposes of this research were 1) to compare the interest in creating electronic
book 1 before and after the use of Gamification 2) to study the satisfaction of students with
the use of Gamification. The samples used in this study were 17 students in the
Mathayomsuksa 1 Chanachanupatham School. The research instruments were learning
attention observation and the satisfaction questionnaire. Statistics used in data analysis were
the percentage, standard deviation, and relative development scores. The results of the
study revealed that: (1) Mean scores of interest in learning before and after the use of
Gamification score before the use of Gamification were 8.18 at the middle level. Scores after
gamification were 15.59 at the highest level. The mean score of interest in learning after
using Gamification was higher than before the use of Gamification. The average relative
development was increased by 62.69%. (2) The students were satisfied with the teaching
and learning by using Gamification. The overall level was at the highest level (M = 4.59). The
timing of teaching and learning in each topic was appropriate to the content. Has the highest
average Second, the classroom atmosphere promotes student learning. The teacher

provides assistance or facilitates the student in the sequence
Keywords: Usage gamification, Interest in studying, satisfaction
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