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Blended Learning Approach and Motivating in Learning by
Integrated Gamification in Data Structure and Algorithm Course
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Abstract

This research aimed to 1) study and introduce the active blended learning approach
which integrated LMS-based curriculum alongside Gamification activities in order to motivate
positive classroom atmosphere; and 2) evaluate the effectiveness of blended learning,
collaborative learning, and Gamification in Data Structure and Algorithm course. The target
participants by purposive sampling were 26 undergraduate students majoring in Information
Management at faculty of Humanities and Social Sciences, Prince of Songkla University who
enrolled in 421-232 Data Structure and Algorithm course in second semester academic year
2017. Furthermore, the research instruments consisted of 1) course syllabus of 421-232 Data
Structure and Algorithm; 2) Learning Management System (LMS); 3) in-class participation survey;
4) pre-test, post-test, and online game quiz from Kahoot.com for knowledge assessment and
motivating learning; and 5) the questionnaire on the students’ satisfaction toward the blended
learning approach and motivating in learning by integrated Gamification during Data Structure
and Algorithm course. In addition, the statistics used in data analysis were means, standard
deviation and t-test.

Consequently, the findings suggest that 1) the result of the evaluation on
effectiveness of the blended teaching approach integrated with Gamification was in high level as
the mean of students’ post-test scores is 79.74; The effectiveness of course syllabus was
77.24/79.74 resulted in the academic achievements of students after participated in the blended
learning approach and motivating learning by integrated Gamification in Data Structure and
Algorithm course were better than before their participations in the statistical significance of 0.1;
2) The integration of Gamification from Kahoot.com had motivational effects to the classroom as
it could be seen from students’ punctuality and in-class participation at 94.23 percents and 3) the
level of students’ satisfaction in the blended learning approach and motivating learning by
integrated Gamification (Kahoot.com) was high (mean 3.77, S.D.=0.60 and mean 4.26, S.D.=0.57

respectively).
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