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Abstract

The objectives of this research were 1) to promote the submission rate of science homework
of K-8 students at Ban Luang Wittaya School, Nakhon Pathom Province, and 2) to measure the students'
achievement in science learning using the criteria of Double percentage 70/80. The sample group used
in this research was 23 students in Mathayomsuksa 2/1K, obtained by purposive sampling. The research
instruments consisted of 1) On-Hand learning management model with reward in the context of
Gamification on substance separation, 2) Post-study test on separation of substances for K-8 students,
10 items, multiple choice, 4 options, with the consistency index between 0.67 - 1.00. Data were collected
by recording student homework submission rates prior to on-hand learning management with rewards
in the context of Gamification. Then organize on-hand learning management with rewards in the context
of Gamification. The teacher had grouped the students into 6 groups. Select a group member from the
number of times the student's homework is submitted in the first semester. By having students who
submit homework regularly stay with students who submit homework sometimes. Then inform students
that rewards and penalties will be imposed in the group process. Rules are groups in which all members
of the group submit their homework first to the first group. That group will be rewarded. and any group
in which not all members submit work The group would be punished by giving a summary of the lesson
content and sending it to the teacher. If the penalized group does not follow the rules That group of
students will not receive points for this lesson. Teachers recorded the student's homework submission
rate after the event was announced. The data were analyzed by comparing the homework submission
ratesbefore and after On-hand learning management with rewards in the context of Gamification, and
by comparing the learning achievement after learning management with the Double percentage criteria

at 70/80. Overall, from 42.03 percent to 89.86 percent. Homework submission rate increased and
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academic achievement was effective at the 70/80 level, There were 19 out of 23 students who passed
the 70% score criteria, representing 82.61 percent, which is more than 80% according to the set criteria.

Keywords: On-Hand Learning, Gamification, Homework Submission Rate, Learning Achievement
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