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Abstracts

This research is to 1) to compare pretest and posttest achievement outcomes of the
learning Thai language subject in the topic of word compounding in Thai language with the
CIPPA MODEL learning management in conjunction with gamification technique, 2) To
compare posttest achievement outcomes of the learning Thai language subject in the topic of
word compounding in Thai language with the CIPPA MODEL learning management in
conjunction with gamification technique and the 70% criteria and 3) to acknowledge the
students’ satisfaction towards the learning management.

The samples of this research are Matthayom 6 students at Kongkrailatwittaya School.
The research is conducted on the 2" semester in 2022. There are 105 samples in 4 classes,
which each room has 23 students by using a purposive sampling method.

The research instrument consists of 1) a learning management plan by using CIPPA
MODEL learning management in conjunction with gamification technique, 2) the learning
achievement test of the learning Thai language subject in the topic of word compounding in
Thai language and 3) a students’ satisfaction survey with learning management, the methods
of statistics are implemented in this research—mean, percentage, the standard deviation, as
well as, t-test dependent.

Tthe results found that 1) The posttest achievement outcomes of the learning Thai
language subject in the topic of word compounding in Thai language with the CIPPA MODEL
learning management in conjunction with gamification technique was higher than the pretest
achievement outcomes at a statistical significance of .05, 2) After learning with the CIPPA
MODEL learning management in conjunction with gamification technique, the students had
the outcomes of learning achievement higher than the 70% criteria with a statistical significance
of .05 and 3) Students are satisfied with this learning method by using CIPPA MODEL learning
management in conjunction with gamification technique with an excellent level of satisfaction.
(x=4.61,S.D.=0.47)

Keywords: Word compounding in Thai language; CIPPA MODEL learning management;
Gamification Technique
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