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with the SQ4R learning technique combined with the Kahoot game.
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Abstract

This research has two objectives: 1) to compare the academic achievement between
before and after studying the subject of the First Stone Inscription of Mathayom 2 students in
Hat Yai District, Songkhla Province using the SQ4R learning technique combined with word
games. Kahoot 2) To develop academic achievement on the subject of the First Stone
Inscription of Mathayom 2 students using the SQ4R learning technique combined with the
Kahoot game, with the sample group being secondary school students. Year 2/7, Hat Yai
Wittayalai 2 School, Hat Yai District, Songkhla Province, Songkhla Secondary Educational Service
Area Office, Satun, Semester 1, Academic Year 2023, there were 35 students, which were

obtained from the Cluster or Area Sample method.

The tools used in the research consisted of 1) a learning management plan for the Thai
language subject. Learning unit 4, Stone Inscription 1, Mathayom 2 level, using the SQ4R learning
technique together with the Kahoot game, 1 plan, total 3 hours. 2) A test to measure academic
achievement in the Thai language subject, Topic: Stone Inscription No. 1, for Mathayom 2
students, 1 copy, which is a test to measure academic achievement before and after school, 15
items. 3) Kahoot game media. (Kahoot) Subject: The first stone inscription of Mathayom 2
students, which is a multiple-choice learning skill practice with 4 options, 10 questions. Data

analysis can be done using percentages. Arithmetic mean  (x ), standard deviation (S.D.), and

precision (I0C).



The results of the research can be summarized as follows: 1) Academic achievement

between before and after studying the topic of stone inscriptions.

Principle 1 of Mathayom 2 students at Hatyai Wittayalai 2 School after using the SQ4R
learning technique together with the Kahoot game was significantly higher than before using it at
the .05 level, which is consistent with The stated hypothesis is 2) The results of the
development of academic achievement after using the SQ4R learning technique together with
the Kahoot game has an increase in achievement from before using more than 20%. Overall,

there is a difference in scores. The average is 7 and the average is 46.67 percent.



