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ABSTRACT

This objective of this research was to 1) compare academic achievement before
and after studying of Regarding data collection and survey of students by learning from
games (Quizizz) 2) study student satisfaction with learning from games (Quizizz). The
sample group design was used in this study by collecting the data of participants were
38 grade 11™ students from demonstration school of Triam Udom Suksa Pattanakarn
School, Ubon Ratchathani who studied in learning regarding data collection and survey
in two academic semester year 2022. The research instruments included 1) 3 game-
based learning plans (Quizizz), 2) multiple-choice achievement tests, and 3) student
satisfaction questionnaires regarding learning. The statistic used to analyze the data were
mean (X) standard deviation (5.D.) and t-test for dependent sample statistics. The results
were concluded as follow: 1) learning achievement of the students in learned by
learning from games (Quizizz) after studying was higher than before studying at the .05
level of significance; and 2) student satisfaction with Quizizz was found students were
satisfied with most items at a very satisfied level, that is, students thought that lessons

using Quizizz should be used to teach other content as well.

Keywords: Quizizz, Development of academic achievement, computational science
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