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Abstract

The objectives of this research were: (1) To study the satisfaction of
undergraduate students with regard to learning through the use of
gamification and; (2) To compare the satisfaction of undergraduate students
in different faculties with regard to learning through the use of gamification.
The sample of students used in this study consist of undergraduate students
from the Academic Year 2/2560 at Phetchaburi Rajabhat University, selected
by purposive sampling. They consisted of 42 students from the Department
of Mathematics and Computing, Faculty of Science and Technology and 30
students from the Department of Performing and Musical Arts, Music, Faculty
of Humanities and Social Sciences. The tools used in this study were the
Kahoot program and a questionnaire measuring their satisfaction with the
use of gamification. The statistics used in this study was t-test independents,
Mean and Standard Deviation. The results show that: student satisfaction
with regard to using online learning was at a high level overall. A comparison
of the level of satisfaction with regard to learning through the use of
gamification on the part of the two different sets of undergraduate students

indicate that there was no difference in each field of study.
Keyword: Satisfaction, Learning, Gamification
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