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UNANED
The objectives of this research were: (1) to analyze the components
and processes involved in designing a board game to enhance motivation in
learning basic English vocabularies, (2) to design a board game to enhance
motivation in learing basic English vocabularies, and (3) to study students’
satisfaction with the developed board game. The population of this study
consisted of primary school students at Chumchon 14 (Wat Don Thong)
School. The sample group included 30 students aged between 5-12 years,
selected by purposive sampling. Three experts evaluated the
appropriateness of the board game’s design components and processes. The
research instruments consisted of (1) a design evaluation form for the board
game components and process, (2) the developed board game, and
(3) student satisfaction questionnaire. Data were analyzed using descriptive

statistics, including the mean and standard deviation.

The results found that a board game has four main components:
1) same mechanics, 2) vocabularies, 3) components, and 4) rules. The design
process has four steps: 1) input, 2) game design process and mechanics, 3)
output, and 4) feedback. The appropriateness of the board game design
components and processes was rated at the highest level (M = 4.67-5.00).
The developed board game enhanced students’ intrinsic motivation,
fostering interest, challenge, and learner satisfaction. Additionally, students’
overall satisfaction with the board game was at the highest level (M = 4.51,
SD = 0.71), indicating that the designed board game effectively stimulated

motivation and promoted the learning of basic English vocabulary.

Keywords: Board Game, Board Game Design, Learning Motivation, Basic

English Vocabulary, Game Mechanism
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[ Principles of Board Game Design ] [ Motivation Theory in Learning ] [ Vocabulary Acquisition ]
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Educational Board Game Design Games help stimulate both intrinsic Key Skills in Vocabulary Learning

1. Learning Design motivation and extrinsic motivation. 1. Vocabulary Memory Skills : The

2. Game Design 1. Intrinsic motivation : Players enjoy ability to retain and recall new words.

3. Artwork Design the gameplay itself and feel driven 2. Contextual Guessing Skills : The

4, Test & Development to overcome challenges on their ability to infer word meanings from

5. Learning & Evaluation own. surrounding context.

L J 2. Extrinsic motivation : Players are 3. Practical Usage Skills : The ability to
encouraged by receiving points or apply vocabulary in real-life situations.
gaining recognition from their 4. Listening and Reading
teammates. Comprehension Skills : Using listening

. / and reading processes to acquire new
vocabulary.
A 4 5. Use of Learning Tools : The ability to

utilize mnemonic aids or other tools to

support vocabulary learning.
The creation of a board game that can stimulate learners” motivation and make
the process of vocabulary learning more engaging and effective.

[ Designing a Board Game to Enhance Learning Motivation]

Designing a Board Game to Enhance Motivation in Learning Basic English Vocabulary
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tniFeunguitedns Ineulananunmeives Yawu fiavena (2554, u. 121) fail 4.51-5.00 = iudeun
ﬁqm 3.51-4.50 = Wiuseun, 2.51-3.50 = WiumieU1unans 1.51-2.50 = Wiugetes wag 1.00-1.50 =
wiuderesfian

anantunlddnszidaya

'
aad o

atamhunldiimsgideyalunisideisesvedanuiiioasuaiiwsegelalunsiSeusmdng
Awgangquiugulaun Anade (Mean: M) wazdiudssuuninsgiu (Standard Deviation: SD) Law
Aaszanufianelanazdimanlaainnisiuiumadineansing 2 gas lWasunaluguuuuvesmis

Wiavihlrinesaniswlana
wan1sIeuLazanusiena
NAN15398

1. asdUsENaULAZNIEUIUATTRRNLUULRTAIUWaLEs a1 ssgdlalunisiBauAdwinudeng e

¥

Wugu

HANTI U esUsEnouveimnud 4 da ldud 1) nalninu 2) e 3) gunsal uaz
8) ngniin1 luvaed nszurunisesnuuy i 4 duseu dun 1) dautiidn 2) nssvaunsesniuUINuA
nalnnu 3) dunansua uaz 4) doyadeundu Tasnaniseenuuuueianuiiieiaiuaiiausagalalunns
Boufmdninunsinguiuguanmsideadsd wui vesainuiimunduiigawiulunisysanmanaln
nudiudnineinisieus Inaiiunislddeussan (Multimedia) vugunsaiinuiinsgdunisdudanas

v v a

nsueaiu maufunfnifiduasunisdndulasgraludasy (Autonomy) iligiseulisdndaidegn

U
o

v o v ° "’ v o v ¢ A = A& v o 1%
‘UQﬂUIVW@Q"\H LLmLﬂuﬂqﬁﬂquﬂqﬂWWLW@Uii@L{]’]WNWﬁIuLﬂN “lldﬂaLﬂu{]ﬁ]ﬁ]ﬁmﬂmiuﬂﬁﬁiwLLN@ﬂ.ﬁ]

7

Aelundsdu (i 3-4)

36



MNsasuinnssudenarnsdeans, uninendemalulagvusnasyys

o o

17'/ 520U 1 iHouunsIny - ﬂqmyu 2569, ISSN: 2822-0501 (Print), 2822-0498 (Online)

ﬂl 4 4 o
A 3 Mnwansnsavesany 1w 30 Tu
1 : A milagede Ann WesN13A, I019R Iagivden, uazaigsan fetu

uasainu : PeeKazoo

PeeKaZoo nunuiiv "msAuniua:soussudoddsauhsntuasudasuwuma”
Towwauond131 Peek-a-boo ua: Zoo

:;*

z
¥

O+
)
e
2
msadundo
anich lukth, dhukdo, &, usu

—— m L vnagnich 25x25 wudiuas

O e | vinaméoiny 7x115 wUAWAS

& e e vwnandov 13x15x6 WwLUAWAS

AW 4 Mnuansfeg 1IN UTEs ANy TaleI UL
= Yaw a a =~ Y a a o 2 v a & g
N1 .ﬂ'TWIﬂEJE\Jl'JQEJ 'Jﬂu'l";m LWEINITIAT, 101N ﬁmgmaam, WaSEUITAN foatu

37



Journal of Innovative Media and Communication, Rajamangala University of Technology Thanyaburi

Vol. 5 No. 1 January - June 2026, ISSN: 2822-0501 (Print), 2822-0498 (Online)

o o I3

2. wan1sUsziliuasdusEnaukaznszuIunIseRnuuUUaianuiNataiuaiieusegelalunsiteudddni
Medengunugulaeideiy

N’Jﬁ]ﬁiﬂﬂﬁ”LMU@ﬂﬂﬂi”ﬂ@ULLa YNy U’Juﬂ’]'ﬁ@ﬁ)ﬂLL‘U‘U‘U@ﬁﬂLﬂllL'WEJL’d‘ill’di’]ﬂLLiQi]QIﬁ]IHﬂ’]iL‘iEJUﬁ
AAN Vlﬂ’l%‘}’]@ﬁﬂi]‘tﬁWU%’m IW&JNLSUEJ’JGU’IZUWWUIY]H’]ENﬂQH FTUNNTOBALUU AUUDIALAM m‘wmmmu 391U

2.1 wan1suszifivesdusznaunisesniuuuaiainuaiasuaitusgdalunisiseuiadni
mMedengunugulaedivedigy

Han1sUsEiuesAUsEnounITeanuUUasaLniiatasuasieusegelalunisiSeusadne
Mwdanguiugulaedidetvgy Fdlduadeluszduiiniianusazau qadl

1) fussAUsEnavvessruun1sseudluny taun aulassairevessnudiglvdiaudnladneg
fannumnzanlussduinniian Ae Srdutumeuvennuiitaaumdladeuaznisesureninfilddudeu
FeflAnadewiniy (M = 4.67, SD = 0.58) AuBIAYIENOUYRINTEAWNLLaraUNTalaTuYIdaTY
n33eud fermngasluszduanniign e nasaunuiianudenlsstuidomedwi (M = 4.67,
SD = 0.58)

2) Frussdusznavasiiau tiud sudemninFoudifeatufmdminwssnguiiarimmnga
faamnzasilussduanndign fio sefuanuendisvesidmvisnzauiugiau (M = 5.00, SO = 0.00)
suyadnamvesiiduiinasionisieudinuuesainy Sanumsnzaulusefunniian Ao lauanunsod
dausanluinulsiegrsaynauiu (M = 5.00, SO = 0.00) Fuvesanudaslgiauiinnusiulalunisld
AN Y (M = 4.67, SD = 0.58) uagAuvasanudlsduasuauduiusseninesgiay danumanyay
Tuszé’uuﬂﬂﬁqm A dn1smaulaseninadiay (M = 5.00, SD = 0.00)

3) fueadUszneudvinavesuaanuiinasefiau liun Fuyadnnmuessiauiidninase
mMaduvedainy fenumsnzanluseduanniign fe ANLUANANILYARNNSYNUABATIEAYN (M = 4.67,
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(M = 4.67, SD = 0.58) shusenuuunaln danumsnzasilusziuinniian fe as1sszuuidu 19fa Houly
YUL-UN waznalnnisn A1anu gnus ‘vﬁaadﬁﬂsmauﬁdma&iamiﬁwi fidnaaswiniy (M = 5.00,
SD = 0.00) 5048431 fip Usstaninu (M = 4.67, SD = 0.58) AuasAUsenauseuun1siseusluny niu
mmzaﬂuizé’umﬂﬁqm Ao wauewudrfuaaunsalinuegradusssuw@ (M = 5.00, SD = 0.00) uaz
AAUAGIAUVDIUNLS SUNS BANFNINIUAISLEY (M = 4.67, SD = 0.58) AUBIAUIENDURALATILUBSALNY
ﬁmmmmmﬂmzﬁumnﬁqm 79 THuulfn Gamification Wi N1seUaa Uandandazas (M = 5.00,
SD = 0.00) FumaaeuwazUsuUT Sanumangalussduinniian fe viuidemuaznalnaudeiaueuus

M =4.67,5D = 0.58)

3) funafildfovemnuiieiaiuaiiausgdalunisBouimdninidnguitugiu Output)
1un suvesanufiesnuuuaiiteiaduairsusagddalunsifousidmminudngy fanumnzanly
sedfusniige Ao inuanunsadagelsifiFeussniaud (M = 5.00, SO = 0.00) sesasn e vilifiFoy
GousliaTauaziamnuaugaseuineenuaynuaznsiious Sauedwindu (M = 4.67, D = 0.58) fugile
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P =

nsiauesuengnaneg1sdaiau danuvsnzadlusyivinniian Ae Ismegrnmvseanunisallugile

ieelsidnla (M = 5.00, SD = 0.00) 5098831 Ao gilonszdu 1inladne muizAunguitanue
M =4.67, 5D = 0.58)

a) sunausziiunazdelaueuuzaingiau (Feedback) finnmmunzasluszdvunniign Ao
nsdanemginssy wu msldmeu ausanile awanla uazusuidlem nfinn wieesdusznouiiality
Useansnn ﬁmmmmsaﬂmzﬁumnﬁqm ANRABWNTL (M = 5.00, SD = 0.00) fun1sindelausius
Tudsudgany Semumnzaulussduanniian fe Usuiidon nfin1 wioasduseneuiiieifiayssansam
(M = 5.00, SD = 0.00) wardnsentaiausuwuslaedavuinvy (M = 4.67, SD = 0.58)

lagasu nszuiunisesniuuuesanulagsuiinnumnzauegluszduuinian (M = 4.67,
SD = 0.51) wansliiudisuszdnsnmussniseenuuuiidenadeeiuuuifnnsieuiinung fan151ed 2

o v ¢

A13197 2 MTNERSHANTTUSEEIuNSEUINNITBaNLULUBsSAINILiBIasNas1ausegslalunsSsuiAdn
A8anguiugulaeidedIvmy

nan1sUsziiiy
s1emsUsziiu
M SD | AnuWINzE

1. Yagaudn (Input)
1.1 99AUIENDUVDIHLEU

1.1.1 Aivwninguidviang 4.67 0.58 1niign

1.1.2 Apseiinuaiznsiseus 4.67 0.58 1niign
1.2 0adUsznaudvinavesusiainuiiinaseriay

1.2.1 Ansigvionsual awduiusiiAntussvinasu 4.33 1.15 1N

1.2.2 Anszvirasousegdlanielu/neuen 4.33 0.58 1N
1.3 9IAUTENOUTDIUBITALNY

1.3.1 Anwdetauasany 4.00 1.00 1N

1.3.2 Anziteivaidevesudazasdusenauy 4.33 0.58 1N

1.3.3 fuuaiuifniiugiukasBuueany 4.67 0.58 1N
2. AszUIUAIINITEBNLULUBS AR aLEsRad s sgslalunaSsudfdnriaiwidenguiiugiu
(Process)
2.1 Mmvuadwisngnsiseus

2.1.1 fnuasinuesteitlomedwidomslididuious 4.67 0.58 niign

2.1.2 szysviuaun/aduanuimadivang 5.00 0.00 1niign
2.2 eanuuuUNalniny

2.2.1 Ysslaniny 4.67 0.58 mm‘?‘iqm

2.2.2 a$1esvuuidiu s19%a Houlvsug-ui 5.00 0.00 wniian

223 nalnmin fon gnisih vieesUszneuiidmesiensieny | 5.00 0.00 1niige

2.3 paAUsznausTuUNSREuiluny
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wan1sUsEu
19n15UTBEIU
M SD ANULAUNZEY

2.3.1 MUUAAIAUYBIUNLSIUNSBATANANIUNISIEY 4.67 0.58 mﬂﬁqﬂ

2.3.2 nailovndniuaaunisalinuegnadusssuend 5.00 0.00 mmﬁqﬂ
2.4 papUsEnaUMarAsluuaIALNY

241 aaﬂLLUUﬁaazmﬁﬁwmw&aaﬁaaﬁ/uusﬁw/ﬁmw@éu 4.33 1.15 110

2.4.2 luwifin Gamification 1w n3dUiaria Yanfendiazas |  5.00 0.00 Wniian
2.5 naEpuuarUTuUe

2.5.1 nempaauiungudvang 4.33 1.15 1N

2.5.2 #nnAnudla Anuaun ANUwIzaNveInaln 4.33 1.15 1N

253 ﬂ%"ULﬁlﬁlﬁﬁ’lLLa%ﬂalﬂG\’]ﬂJstjE]LﬁuE]LLuz 4.67 0.58 mﬂﬁejﬂ

oy v ¢ <4' a P = Yo v ¢ o &
3. Na'ﬂ‘lﬂﬂa‘uaﬁﬂlﬂulwaLaiuﬁi']quﬁ\‘]ﬂ\ﬂ:'ﬂiuﬂqiﬁﬂugﬂ']ﬂwwn']wqa\‘]ﬂqﬂwuﬁqu (Output)

3.1 vaianuioenuuuliawELasusdlalunslsuimAniniwdingy

3.1.1 inuannsafsgalidFoussinaudn 5.00 0.00 wniian

3.1.2 ylvigiSeuieuslaes 4.67 0.58 wniian

3.1.3 IANUANAATENINANNAYNLAENITREU] 4.67 0.58 Wnitgn
3.2 gilemsiauiiosuiengniniogedniay

3.2.1 gilensedu W1ladre mwgiunguidmaneg 4.67 0.58 wniian

3.2.2 fshoganmwiseanunisallugiioleaelyidnta 5.00 0.00 wnilan

4. nausziiuuasdalauauuzangiay (Feedback)

4.1 naiiufeyanndiaundmaaadldau

4.1.1 wUUgERUNNN/dunwaliiainanuieansla AUk

. 4.33 1.15 an
waznIsISeus
4.1.2 Mydunangngsy 1w mslaneu Anusie anuaula | 5.00 0.00 Wniign
4.2 maihdaraueunugluusuusuny
4.2.1 Awnsentaiaueuiuzlagdaviinvy 4.67 0.58 Wniign
4.2.2 U¥uiilovn niim vieasduszneuifieriiudszavsam 5.00 0.00 Wnitgn
59 467 | 051 wniiga

3. waussiliuadnuauianalanfdevadainunaiaiuaiiuisegedanisieuidrdniniwdenge

¥

Wugu UNEeUaNYIENdNg 5-12 U vadlsaFsuyusui 14 (Ianaumas) 31w 30 AU

HaUsziuauaNiianalanfidevesanuiewatuasiuisegdanisSouimdnnniwmdingy
fug1u dnifeulsuSeuguyui 14 (Tanounes) wudn rituuvasuaiuiavun 30 au wuaudy
wiAYy 31u3u 18 Au (Fewar 60.00) LazinAngs 11w 12 Au (Fogag 40.00) flongluyie 5-8 Y d1uau

43



Journal of Innovative Media and Communication, Rajamangala University of Technology Thanyaburi

Vol. 5 No. 1 January - June 2026, ISSN: 2822-0501 (Print), 2822-0498 (Online)

11 au (Fewaz 36.70) 01gluyae 9-12 U 913w 19 au (Sogay 63.30) sedumsfnwUszaufnyinousu
U 11 AU (Seay 36.70) seaumsAnwUsEaNAnwInaulale 31U 19 au (Seuay 63.30) AIANSI9N 3

M13197 3 suansdeyanilivesinBeuiviuuulssdiuanuauianala (n = 30)

doya 31w (Souas)
1. 1WA
1.1) ¥ 18 (60.00)
1.2) s 12 (40.00)
2. 91
2.1)58 1 11 (36.70)
2.2)9-12 1 19 (63.30)
3. STAUNISANEN
3.1) UszauAnwinousu 11 (36.70)
3.2) Uszaudnwinaulane 19 (63.30)
394 30 (100.00)

HaUszuaMuANiianalaniideveainuiawatuasisisegdanisiteuimdnnaiwmdingy

¥ '

Wugu NilAaieaniign Al

o«

auilemuaznisiseui laun Wemuazianssuluinuirawla W = 4.67, SD = 0.48) 5838311
Ae inuYgliiSeuimdnin1vdingulaadu (M = 4.63, SD = 0.81) LaginUYIBANTIUIUAIANNS
M =453, SD =0.73)

AuANNayNuazksadla laun seuuazuuw/seiatiensequanuauls (M = 4.60, SD = 0.62)
waznuiinuvmeuaslalndn (M = 4.53, SD = 0.73)

FIUNITOBNLUUBALBIAUSENIUTIDLNY bAlA NSALazaIRUSENaULINNalIg9uUlauTa
(M = 4.57, SD = 0.73) uagddunaznmusenevisgaanuauly (M = 4.53, SD = 0.73)

aunsldauiasngnini loun nanwnudilade lidudeu (M = 4.70, SD = 0.76)

Towaguanuanuiisnelafifidevesanuiioaduaiiaisagslonisouimdniniudangu
flugrumuitnanisuszifiuanufeanelalaesandia 4 d1u oglussduuniian M = 4.51, SD = 0.71)
Tag ﬁml,ﬁaml,l,azmﬂ%'aui ﬁﬁwmﬁﬂuszﬁumnﬁqm (M = 4.58, SD = 0.66) S8%aunAesufiiALaasly
seAunn tana Auauaunuaziseela (M = 4.50, SD = 0.71) sunisldauuazngniing (M = 4.50,
SD = 0.75) Wagfun1seenuuuuazesdUsEnauratnm (M = 4.45, SD = 0.69) A1y fin1sed 4
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a s

A135197 4 MsLansakuUUsTluauauianelanddevasaniatasuasiusegalanisiseus
AANNWIINGENUFIU

snen1susziuauinela HamaYai
M SD szauauianela
1. frudlovmuazniaGous
1.1 nutgliGeudddminmdingulditu | 4.63 0.81 1niige
1.2 drdwildimnzauiugiau 4.50 0.63 1N
1.3 inuoiiiuduiumdming 4.53 0.73 1niige
1.4 evuazianssulunaiauls 4.67 0.48 1niige
59 4.58 0.66 wniign
2. fuanuaynuaisegela
2.1 \NUTANNAUNUALDYINLE UGB 4.50 0.82 1N
2.2 matawhlinsFeuslide 4.37 0.67 1N
2.3 inuiAnuymenaglannan 4.53 0.73 1nilan
2.4 spuuAzkuw/siatienseuauaula 4.60 0.62 1niige
39 4.50 0.71 ann
3. fUN13PBNUUULAZDIAUTZNBUTBLNY
3.1 MiawazasdUszneuinualsnuaula 4.57 0.63 1niige
3.2 faasdnivaeifiuauayn 4.50 0.68 1N
3.3 Aduuaznmusznaufsaaiuaula 4.53 0.73 1niige
3.4 YwawargUluuYegUnsalvizay 4.27 0.74 110
39 4.45 0.69 ann
4. grunsidauuazngning
4.1 nanwnutinladne lddudeu 4.70 0.60 1niige
4.2 FeuiTsaulalunailium 4.37 0.85 1N
4.3 iguldsudu laidindn 4.47 0.82 1N
4.4 gunsalluinuldaude 4.47 0.73 1N
39 4.50 0.75 ann
294 4 K1y 4.51 0.71 wniign
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4
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/ J ff

awdl 5 nuansianssunsldvesanuiioaiuaiiaussgedanisousidminwdainguiugiy
1 : milaggde Ann WesN13A, I01R Iagimden, uazaigsan fetu

anUsneNa

MNuan1sAn wuh ﬂi“’U’mﬂﬁE}aﬂLL‘U‘U‘UE]%G]LﬂllLﬁaLﬁ%ﬂﬁ%”mLLid‘\]ﬂﬁll‘uﬂ'ﬁL%‘Em%’ﬁ'IﬁWﬁ
mwidanguitugiu Ussnaudae 4 Sumeundn e 1) deyatndn (nput) 2) nszurunisnsesnuuy
UaimmmwamsmswLmaﬂaﬂumiLiausmﬂwwmmmﬂqwumu (Process) 3) wailldAeuasainailo
iduaiausagelalumsidoudidminiundsnguitugiu Outpu) was 4) nadssifiuuasdelauauuzann
Hidu (Feedback) Hansussdiuanniidesnadiuiy 3 viiu nuin anumnzauvesesAUsznauLay
nszurunnseenuuulagnmsweglussdiuuniign (M = 4.67-5.00) agvieuiinszuiuniseanuuud]
AMUATUEILLATABAAFDIAULUINIIN1TEDNLUULNNLTBN15138US (Game-based learning design
process) FaifumsiFousriunsiaunaznsiidusiuvesiizou aenndesiunisAnuues Nursetyo et al
(2024) wuin vedanufiiaunTutesdussneundn 1aun 99AUTZNOUVRIHLAU (Player) BIAUTENOUYDY
vaiany (Board) aeAUsENaUTEUUNISSEUSIUNY (Learning system) aaFUsEnaUdSNavesuasanuid
HaraKiay (Game influence) wazesAusenaudiazasiuvesainy (Character) lnausazoiAUsenaudiy
duasuwsgelaneluvesdiSeulifnainuaula anuvime wazanuniagilalunuies aenndesiy
vauiusagdlaves Ryan (1985) fleduneitusegslanielu (ntrinsic motivation) nanAsAESsuiEnT1
autedasylunisiens danuannse wagldsuniseeusu

wansnmaaslivesanuiioweduaiiaussgdlalumafoudddwiamdinguitugiutuingou
seduUszaunusiuau 30 au nuth mnsfielavesiBsusiovasainusiuis 4 fu eglussduinniian
M = a.51) Tnsamgluduidonuaznisdoud instaeliFousmininiusangulddtu inudediy
Sruruddndidd wasidomuasiansaulunuiauls Saanddifiuivesanuanuisnadiausegele
lun1sleuiniwsengulied1afivsed@nsnim nadinaiaenndesivauifovesndni unanauay
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] a

afyeyn A399la (2567) Inudn msldueiainudisduasunsegelanasnadugnanianisiseudadnm

o w

AMdINguIBdtnisauszauUsTaudnw lgeg1eiidoddgneada nan1sdnwdiaenadesiuwuifnyes
Vygotsky (1978) a5ungriniaiiudiiniuesnsdivssavsnmidedidsuiujduiusmedsnuiugdu maldy
vesanudadufenssuiidalendligSoulduanasunnudniu fnldaw wagiamuvinuensdeny
mugifunisiFouinudingy Jeaenndesiuauues Gee (2007) findninnuduiedesionanisidousi
PIPAAUINTLUIUNIAALTITEUU (System thinking) Uazn15i38u3aNN13AwIeI (Learning by doing) Tu
dueadomdminmdinguituguililuvesany Iifunisesnuuuliaenadesiusefunnuannsn
GUENﬁﬁauuavLﬂuﬁwﬁwﬁm%aﬂu%%ﬂi”ﬁﬁu FaaonadoeiuLuIAnYes Nation (1990) szyiinasg
Liﬂuiﬂmwmmmmmmwmmmmm (High-frequency words) L‘WEﬂ,umLi&mmmsamlﬂ%aamﬂumm
dAdldetnediUssvanm venand @eRersaniuiumidedseds Ling & Abdul Aziz. (2022) ua
Panmei & Waluyo (2023) Wu11 Lmedmmﬂm%LiﬂugLLUU Game-based learning lLag Gamification
amwmﬁuﬁu’um@ﬂﬂ nsfidiusan uagnadugrsnanisiseududdninwsinguldeaiiveddry
FerrefuduimamsistlunSiliauaenadestuuuiliuwesnuiseluszduana

n1seenuuvueimnuiiaiaiasusegdlalunsdeusmiminunsinguituguiieanuuuiy
ausanouinquizasdnisidefisandeldasuiou Ao 1) anunsauveissduszneuLaznsEUILNTS
sonuuvuasainuaglusefuiniign 2) nseanuuuueinnuiiietaiuaiiaussgslalunisiiousdmng
awdanquitugiu uifeiifgeiivesanuiteeniuvesnaiszuunungul ldlduddetuds uidu
winnssumnamsAnuiuidymnisiausegslalunmsSounwilsediadugusssy uas 3) anuiowela

v

vosfioudvoglusziuannitan nansiteldliiuinisldvesanududeniaiFoudannsosnsesu
8 J oo -

wssgslanazarwaulaveadisouldass Snnsdudunuimmislunsiaundonissouidsasisassdi

anansasisenlugaeinduldlueunan
dyunanisideuasdaeuauuzTunislduszlovd

HaN519s nud vesanuildsunisesnuuuuasfmutuannsnadadussgdlaluniGeud
AdwiinudinguituguvesinisussiuUszouAnulfedaiuszaniam Tnssunisssdiuay
wanzasangiieimaluszdu “undign” W = 4.67-5.00) wagmsusziiiuanufianslaanngiFeuluseeu
“innfign” (M = 4.51) wandliifiuihvesanufiaumngausisluiuiom nalamaidu uaznsdaesa

n1sfidrusinlunisifeus FedeliiSewinniuayn anudila wagaudulalunislddrdng

AYIBINYY

nanFIsedananiiselevlddvnmslumaduuumeaian “lusansesnuuudenisiious
\Bainal (Game-based learning model)” fianunsadszyndldlusneivdu 4 edaaduusegdlanas
naiFeudidesnvesdFeu uardivssloviddndnaslunnivesanululdfudonsaouaiulufugou
mMwdangusziuUszaufne Weiiivauiaulavesunideu ananufnalunsiSouniw waran

U338INANTSISBUINaunauy
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JaLauanuznaly

1. mvsiinseusuvselvianuunaggaeuingriumslduesainulutuseu ielviaunsaysannis
wnuhivuniSeuldegadivssansam

2. asvg1en1siduasanuludalsussuduluseauuseandnuinsedseudnuinoudu e
Wisuieunaansauusepdlanasnadugrsninisiseu

3. nhpnuiunsinwaahwumaniseanuuunuanea3Felluldlunsiaudonsiteus
Advia 1w inueeulatl w3e Mobile application Lieiiun1si1AweeEisey

JatduatuzdaInsUN1TIL IuauIAR

1. ASANYINATZEZE1IVRINSITUBSANUFBNITINTIAANTATMSINguluszes 3-6 WA Lile
Tapudadurenisiseus

2. msvgnenguaiegtlvivainuaty Wy TniSeusnesedutunselsassugiiniaciig 9 e
wWiguigunauaziiuAudLeliovastoya

3. AvsAnwIN1sUsEynaldinaluladiau 1wy AR/VR vi3e Al-based feedback luuesainu Live
winufduiusuasusapelalunisteud

=

4. prsimuaIeiniawsegelaamenisiiuniw wWeliaiuisadinsenidednlauinaudi
vasanuiinasiausagslalssinnla (nelunseniguen)

S18N15919949

A lne

snsal AsUseiasy. (2541). msldinunsymuluiaasey. wun3gnis.

fna D1UsEau. (2558). NITINUAUKALNITTTINUDIANY. ENTNTUNRARNIAINTAIININE S,

Qv Favenn. (2550). wannisIseidowi. isenandu.

Uiy Thifusazain ladadeian. (2565). mslfansaununszauiloduadurinuznsynniwsdsngy
vosiiniFoussiutuisonfnud 1. 975a798nwImans umInerdedaing, 20(2), 230-241.

281 unanawazeiya A30sla. (2567). MsWamUBSALNLIEEY Going to the Movies Litolddsady
N1si3gusAuAANIn1¥IgIng Y A nsutiniSsutulssoudnu 9 4. 2135753592 Iwnssal,
18(1), 88-110.

unudles AuuBu. (2540). Aavzuazesdvsenauniaimudad. IneTauinila.

T30 Raigdey. (2526). Mseanuuy. driinfiuiianaoii,

17

alsyn 2ASyyaNual wazAue. (2566). nan1slduasany (Name 1) TunisiSeusAdniniwdainguues

L A7)

. Bend @)

o =%

UnAnwlusedviniwdinguiie nguszasAanie (English for Specific Purposes). 275475

onwsIYa, 4(2), 13-14.
813 qidiug. (2527). Aaveniseanuuy. IngTauimiily.
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