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ABSTRACT

The objectives of this study are 1. to develop and determine the efficiency of
WebQuest Cooperative Learning Using Teams-Games-Tournament Technique on
Ratio and Percent for Mathayom Suksa 2 in order to get 75/75 of the media efficiency
standard, 2. to compare the students academic achievements between before and after
using the WebQuest and 3. to examine the students satisfaction with the WebQuest
Cooperative Learning Using Teams-Games-Tournament Technique on Ratio and
Percent.

The population in this study is 72 students at the Tessabanphetcharawit
School who studied in Go genius Course of Mathayom Suksa 2 in the semester of
academic year 2010. Then, The 24 students are collected by the purposive sampling.

The findings are as follows:

1. The efficiency of using the WebQuest Cooperative Learning Using
Teams- Games-Tournament Technique on Ratio and Percent for Mathayom Suksa 2
isat 81.39/79.44 which is higher than the set criteria.

2. The students academic achievement after using the WebQuest on Ratio
and Percent, are higher than before using which is the significant of .05 levels.

3. The most students' satisfaction are the using of the Web Quest
Cooperative Learning Using Teams-Games-Tournament Technique on Ratio and
Percent.



