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Abstract:

This research aimed to 1) compare the learning achievement in Thai Language on
Compounding Words of grade 8 students before and after using the Kahoot game, and 2) study
the attitudes of grade 8 students towards learning management using the Kahoot game. The
sample consisted of 32 grade 8 students from one classroom at Navamindarajudis Taksin School,
Songkhla Province, selected through simple random sampling using the classroom as the sampling
unit. The research instruments included: 1) lesson plan on Compounding Words, 2) Kahoot game,
3) a 20-item multiple-choice achievement test, and 4) a 6-item attitude scale towards learning
management using the Kahoot game, evaluated on a 5-point rating scale (strongly agree, agree,
undecided, disagree, and strongly disagree). The statistical analyses used included percentage,
mean, standard deviation, and Item-Objective Congruence (I0C) index.

Research findings revealed that:

1. The comparison of learning achievement in Thai Language on Compounding Words
using the Kahoot game for grade 8 students after learning was significantly higher than before
learning at the .05 level.

2. The attitude towards learning management using the Kahoot game of grade 8 students

was at the "highest" level.

Keywords: Kahoot game, learning achievement in Thai language subject on compound words,

attitudes towards learning management using Kahoot game.



