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Abstract

This research aimed to: 1) compare the learning outcomes of Chinese graduate students in
the Master of Education Program in Educational Administration and Leadership before and after applying
gamification to enhance learning in the topic of educational quality assurance, and 2) to examine
the satisfaction and opinions of Chinese students toward instructional activities using gamification.
The research sample consisted of 32 Chinese graduate students in the Master of Education Program in

Educational Administration and Leadership at a public higher education institution in Bangkok. The research
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instruments were 1) a knowledge test and 2) a semi-structured interview. Data were collected by the
researcher and analyzed using descriptive statistics, including frequency, percentage, mean, standard
deviation, and the t-test. The findings revealed that 1) the mean scores of learning outcomes after
applying gamification were significantly higher than those before learning at the 0.05 level of statistical
significance, and 2) Chinese students were satisfied with the instructional activities using gamification and
expressed the opinion that gamification should be applied to other topics and courses to help students

learn and understand the content more easily.
Keywords: Gamification, Learning, Educational quality assurance, Chinese students
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(Dominguez et al., 2013)
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nau nadaunau (Pretest) naaad (Treatment) nagaunas (Posttest)
E T1 X T2

AT 2 LUUNITVINABILUU Non-Randomized One-Group Pretest-Posttest Design
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mseseideyauvseaidu 2 du fie 1) Toyadia3unm 19adiflisussens (Descriptive statistics) laun
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mewaila Kahoot niuSeu fArgendineuseu (X = 6.47 uag X = 9.16 muaau) egaildeddynainnsesiu
0.05 AeM15797 1

M13197 1 wan1siUSeuiisuAnadgaziuuan1siieui A N sUsegndldinudiiiadudewmaiin Kahoot
oulTyULaENALSEY

P291781 n  Anedeaswul (X) Ei'aw,f'imwummgqu (s.D.) t Sig. (p)
AouSEY 32 6.47 1.52
o o 8.19*% 0.00
NAUTHU 32 9.16 1.27
*n < .05
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Points scored

AT 3 ASINLEAAIAZLULANLUUNAGDUABUIS YU (Pre-test)

Total points distribution
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=

=
—_
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3%}
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5 6
Points scored

AT 4 ALEASAZMUIUINNLUUNAFBUNSAS 8 (Post-test)
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