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Abstract

Background and Aims: Traditional teaching methods often lack variety, leading to disinterest and
low challenge for students, which hinders the development of essential skills. This classroom
action research aimed to (1) study the practice of promoting achievement motivation in learning
using blended learning activities based on the gamification concept, (2) study the level of
students' achievement motivation after participation, and (3) study student satisfaction with the
learning activities.

Research Methodology: The target group was 10 Grade 5 students at Nong Ruea School. The
research was conducted over three cycles following the Kemmis and McTaggart model. Research
instruments included (1) eight blended learning lesson plans, (2) an achievement motivation scale,
(3) a behavioral observation form, and (4) a satisfaction questionnaire. Data were analyzed using
content analysis for qualitative data and mean and standard deviation for quantitative data.
Results: The findings were as follows: (1) The learning activities, structured in five stages (motivation,
challenge, explanation and demonstration, task execution, and reflection) and integrated with
gamification elements like points, badges, and leaderboards, increased student interest, engagement,
and interaction. (2) The level of achievement motivation increased each cycle, from low (Cycle 1,
Mean = 1.93) to moderate (Cycle 2, Mean = 2.48) and to high (Cycle 3, Mean = 3.88).

Conclusion: Blended learning activities based on the gamification concept effectively promoted
achievement motivation in learning among Grade 5 students. Students demonstrated more proactive
learning behaviors, consistent attentiveness, and a more enjoyable classroom atmosphere.
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