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Effects of Gamifications Toward Learning Achievement on Reading for Comprehension and Attitude

on Reading Teaching of Upper Secondary Students
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Abstract

The purposes of this research were to (1) compare the result of learning achievement on reading
for comprehension before and after the use of gamifications (2) study the attitudes of upper secondary
students towards English reading teaching. The research was conducted by collecting samples of 30
students in Mattayomsuksa 5 selected by Simple random Sampling technique. The research instruments
were 8 lesson plans based on Gamifications, learning achievement test on reading for comprehension and
the attitude test toward reading teaching by gamifications. The data were analyzed by percentage, means,
standard deviation, and t-test. The results revealed that (1) the learning achievement of students after
learning by gamifications was higher than 70% criteria which showed the statistical significance at the level

of .01 and (2) the attitudes of students were in the highest level (M=4.51, S.D. = .08)

Keywords: Gamifications, English reading for comprehension, Attitude
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