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ABSTRACT
The purposes of this documentary research were: 1) to explore the general
information about the research studies such as year, field of study, institutions, and a

degree of study 2) to study the types of games used in English language learning and

teaching in Thailand, 3) to investigate the purposes, methods, and results of these
research studies for using games in English learning and teaching in Thailand.

The ThaiLIS website was employed as a data source. ThaiLIS is the Thai
library integrated system, which is connected to and co-operated by Thai Library
Network-Metropolitan, Provincial University Library Network, the Office of the

Higher Education Commission, and Inter-University Network or UniNet (Khumkiam,

2008). The main aims of ThaiL.IS are to provide knowledge and to distribute academic

sources for the community. Thai Digital Collection (TDC) is a project of ThailIS
which offers a reference database. TDC collects 58,392 lists of electronic sources (as
of 11 February, 2012) such as full text dissertations, research reports, and paper
publications from eighty-six institutions throughout Thailand. All articles selected for
this study must be qualified in terms of authenticity, credibility, representativeness,
and meaning (Scott, 1990).The samples for the study was a total of 919 research
articles about games in the ThaiLLIS website. One hundred and three were purposively
selected with the criteria that they must be related to the use of games in English
learning and teaching. A coding table was used as a research instrument to collect the
data. Descriptive statistics and content analysis were used to analyze the data.

The findings revealed that there was a lack of research studies conducted
about computer games in English language teaching and learning in Thailand. Most
were done on manual games. There also was a lack of research studies from doctoral
students. Most research studies were one group experimental studies. Most research
findings similarly indicated that students obtained a higher score after using games.
Students had good attitudes towards the use of games in the classrooms. To conclude,
games provide many benefits for language learners, and further studies should be
conducted, especially the use of computer games.
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CHAPTER1
INTRODUCTION

1.1 Background of the study
English is widely used as a global language (Crystal, 1997). The evidence

shows that there are approximately 375 million people who speak English as their first
language (Curtis & Rommey, 2006). The evidence also indicates that the number of
people who use English as a second language increased from 470 million to over a
billion. About a billion people in the third world are currently learning English
(Oxford Seminars, 1992-2012).This evidence shows that English is a dominant
language in our society. English is also required in many fields such as business,
science, entertainment, radio, and diplomacy. Therefore, learning English is important
for everyone because of globalization. If people have high English proficiency, they
will gain more benefits than people do not have such proficiency. All in all, English is
used as a common language in communication, education, and other careers.

English is used in communication in three fields: business, science and
technology, and also in daily life. In business, people use English as a common
language to conduct negotiations and have meaningful conversations with people who
use different languages and come from other countries or cultures. If they have high
language proficiency, it is not necessary for them to hire translators or to build up a
translating system to do business. For example, if a Japanese company director plans a
multi-national deal with German and Saudi Arabian contacts in a Singapore hotel, it is
difficult and complicated to organize translation in three languages for the meeting
(Crystal, 1997). This example shows that having different languages and systems of
communication could make it difficult to build strong business relationships and may
slow down the establishment of successful businesses. In science and technology,
people use English to communicate with others about the use of technologies such as
computers and mobile phones. For instance, students use the Internet to talk with their

friends. Thus, programs and applications such as msn, Facebook, Twitter, and online
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games are employed to communicate, so students need to read friends’ comments and
answer in English. Apart from communicating through technology, people also use
English in their daily communication. For example, when students are asked for
directions, they will give tourists information in English. When people enter a
restaurant in other countries, they need to know in English to order a meal from an
English menu (Crystal, 2003). In short, English is an important tool for
communication which helps people to understand each other.

English is used as a medium in education. People use English to learn
other subjects. Many textbooks and materials are written in English, especially in the
field of sciences (Graddol, 1997). Graddol (1997) found that 95 percent of science and
technology journals are written in English, as reported by the Science Citation Index in
1997. Therefore, many students in both high schools and universities need to be
proficient in English to understand those English texts. Having knowledge of the
language could help students access the world of knowledge. They can gain as much
knowledge as they need. English is also useful for further studies because graduate
students use it to acquire knowledge and write their dissertations. Besides being useful
in acquiring knowledge, English is an important tool for developing the ability to
communicate with foreigners. Students can use English to communicate with others
and take advantage of good opportunities in their academic and professional fields. As
can be seen, the purpose for learning and teaching English is to develop students’
communicative ability. As mentioned above, English is commonly used in education
and also is an important tool for accessing knowledge or gaining communicative
skills.

Finally, English is used in applying for jobs. Many jobs require people
who have a good command of English. For example, immigrants in America can
increase their salary over 20 percent if they have high English abilities (Soifer, 2006).
It has also been found that there is a strong relationship between low levels of English
abilities and low earnings (The Federal Reserve Bank of New York, as cited in Soifer,
2006). For this reason, many students need to be proficient in English to succeed. If
they master English, they may get a good job. Moreover, if they get a good job, they

may have high salaries and high social status. To sum up, learning English is
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important to everyone because of the benefits they may get from their language
learning.

To conclude, English is an important tool for communication, education,
and work. People use the language in communication to understand each other, for
example in conducting business, and talking with friends by using modern technology.
English is also used in education. Many students and graduate students need to be
proficient in English to achieve their academic and professional goals. Finally,
knowing the language can help people succeed in life, for example by obtaining good
jobs, and getting high social status. In brief, because English has become a common

language; learning English is necessary.

1.2 Rationale for the study

English teachers try to help students improve their language proficiency by
using a variety of methods or teaching techniques such as e-learning, games, and
simulations. For example, teachers encourage students to learn English with e-
learning. E-learning is web-based learning through which students can learn English
from websites or video links that teachers provide. They also can do exercises or
submit homework via websites. This teaching technique can personalize learning for
students or help make them autonomous learners and can help students to acquire
knowledge and language skills. Games and simulations can also help students to
develop their language skills (Gardner, 1987; Gaudarts, 1999; Macedonia, 2005; Reese
& Wells, 2007; Suthothon & Inthanak, 2010; Thanh & Thu, 2003). In short, games
can help students to improve their communication and motivate them to learn English

and learn about other cultures.

Games Promoting Communication

Games can help students to practice and to improve English
communication skills (Rankin, Gold, & Gooch, 2006; Suthothon & Inthanak, 2010) by
providing opportunities to interact and exchange information. Through playing games,

students interact and communicate with others by chatting, listening, reading, and
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writing. For example, students take on roles in role-playing games to carry out a
particular mission (Maroney, 2001). Students need to read and understand English
instructions while they are playing the game (Suthothon & Inthanak, 2010). They have
to follow instructions in order to become more proficient. The higher the level, the
more sophisticated the games in terms of instruction, playing, and difficulty of each
level. Games also allow players to exchange knowledge and information (Suthothon &
Inthanak, 2010). For example, through game-based learning, students can share
experiences to win or to move to a higher level (Suthothon & Inthanak, 2010).
Communication is important and is necessary in order to play games. Therefore,
students need to communicate with other players to work together in order to succeed

in the game.

Games Motivating Students to Learn

Without motivation, learning a language is much more difficult, but games
can develop students’ motivation. Researchers have conducted studies and concluded
that language learning does not depend on the level of learners’ intelligence, but on
important factors such as motivation, interests, and preparation of learners
(Srimahongnam, 2007). Games can motivate students to play because they are fun,
and involve fantasy and interaction (Schaller, 1997), rewards, and competition. They
play computer games for enjoyment and entertainment. Thus, students devote many
hours to playing games (Anderson & Bushman, 2001). Apparently, students use their
leisure time to play computer games (Anderson & Bushman, 2001). Malone and
Lepper (1987) suggest that using gaming techniques can help increase and sustain
intrinsic motivation. There are four main factors suggested by Malone and Lepper
(1987) which encourage intrinsic motivation: challenge, fantasy, curiosity, and
control. For example, there is complexity in the levels of games which challenges
players to compete (Malone & Lepper, 1987). Games also allow players to show
mastery or win, or structure in different kinds of fantasy involving imaginary
characters (Malone & Lepper, 1987; Cordova, 1993 as cited in Asgari & Kaufman,
2004). In addition, adventurous themes and fantasy contexts can increase players’
curiosity (Asgari & Kaufman, 2004). Actually, students play games for fun; however,

they can also learn a language from games. Students are motivated to learn the
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narrative texts provided by games. Malone and Lepper (1987) observe that games
strongly motivate players to engage in problem solving and critical thinking.
Moreover, games provide students with an opportunity to transfer their knowledge or
experiences to their real life situations. For example, students can make use of feed-in
language in games such as some idioms or expressions in their daily life
communication with their foreign friends. To conclude, by playing games, they could

use the language correctly in different situations.

Games Facilitating Learning the Culture of the Target Language

Games help students to learn about the culture of the target language
(Neville, Shelton, & Mclnnis, 2009). When playing games, players immerse themselves
in the situation. For example, a player assumes the role of an American foreign
exchange student who lives in Germany, navigates a fictional train station, and
interacts with non-player characters around the train station (Neville, Shelton, &
MclInnis, 2009). Through playing games, students can acquire vocabulary and learn
about culture. They can also learn how to use the vocabulary in some cultural contexts.
In addition, students can use their prior knowledge and transfer it into situational
contexts. Players create their own avatars or features (Kelly, Pomerantz, & Currie,
2006) and engage in social interaction with other avatars who are different in race,
gender, and class by participating in general chat (Curry, 2010). In the game Second
Life, players spend their life with others and learn about western culture and lifestyles.
To sum up, games help students to learn and understand other cultures with

enjoyment.

Games Developing Language Skills

Games can help students develop language skills. Games are important
tools for second language and foreign language learning by helping learners improve
their strategies, language, and other skills. Many researchers have focused on the
potential of using games in English language classrooms (Gardner, 1987; Gaudart,
1999; Khemtong, 2003; Macedonia, 2005; Namwong, 2004; Phanyachawat, 2004;
Phinit, 2009; Phuanglamyai, 2004; Phumilak, 2005; Reese & Wells, 2007,
Suksomboon, 2007; Thongmung, 2004; Tiensawangchai, 1988). First of all, games
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can improve English listening (Namwong, 2004; Phinit 2009), and speaking skills
(Gardner, 1987; Macedonia, 2005; Namwong, 2004; Phanyachawat, 2004; Phinit,
2009; Reese & Wells, 2007; Tiensawangchai, 1988). Namwong (2004) and Phinit
(2009) conducted experimental studies whose purpose was to compare the English
listening and speaking skills of students who were taught by using games and others
who were not. These research findings demonstrate that students who were taught by
games received higher scores in English listening and speaking post-test than the pre-
test at the .05 level of significance. Games can also increase students’ communicative
English speaking skills. Students taught by using games got higher scores in the English
speaking posttest than the pretest; the results were significant at the 0.5 level (Phanyachawat,
2004; Tiensawangchai, 1988). Tiensawangchai (1988) also found that communication
games could help students improve their oral interaction. Students could use English
fluently and use feed-in language that they had learnt in group discussions.

Secondly, playing games can help students improve English reading skills.
Phuanglamyai (2004) investigated the effects of games and simulations in teaching
reading in English. He compared the achievement in English reading comprehension
and English reading attitudes of students who were taught by using games and
simulations and students who were not. The findings illustrate that students taught
English reading comprehension by games received higher scores than students who
were not taught by games. Also, students who were taught by games obtained higher
scores on posttest than on the pretest for their attitudes towards English reading.

Several researchers (deHaan, 2011; Demirbilek, Yilmaz, & Tamer, 2010;
Lin & Young 2008; Ranalli, 2008; Suthothon & Inthanak, 2010; Uzun, 2009) have
recently focused on the potential of computer games especially in language learning.
They found that computer games provide many benefits for both native and second
language learners. Reading skills can be improved through playing computer games.
deHaan (2011) conducted action research projects in which students were required to
create computer games. He found that students improved their reading skills through
the project of game design. Students need to read several game reviews in order to
create game. On the other hand, Suthothon and Inthanak (2010) conducted a research
which aims to examine effects of using a computer game in teaching English reading

skills as game-based learning. The findings revealed that there was a significant
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difference at .05 of the average score of students’ English reading proficiency before
and after integrating game-based learning. Students can develop their reading skills by
practicing in games. Particularly, reading is an important skill for playing computer
games. Students need read skills to understand instructions on how to obtain points
and move to the next level. If students have reading skills, they will enjoy playing
games. In addition, games could also help students improve their reading skills. Apart
from reading skill, speaking skill can be developed through playing games. For
example, kindergarten students used simple phrases while playing games (Griva &
Sivropoulou, 2009). Computer games are useful in improving students’ English
writing (deHaan, 2011). Writing is an important skill for playing games. For example,
students were required to write a project paper in which they had to use positive and
negative critical language and describe game features in a game design project
(deHaan, 2011). In addition, when playing some types of games such as multi-user
role-playing games, players are required to type commands in English to communicate

with other players.

Games Facilitating Language Learning

Games can help improve students’ language knowledge, for example
vocabulary and grammatical knowledge. Vocabulary plays a crucial role in learning a
foreign language (Thanh & Thu, 2003). This is because acquiring an adequate number
of words and knowing how to use them accurately helps students to communicate
effectively in a foreign language. Many researchers have attempted to investigate the
effects of games in enhancing students’ vocabulary knowledge (Chaiphar, 2002;
Chansri, 2002; Ditjaroen, 2004; Kosonparinyanantha, 2000; Mumak, 2004; Sonsut,
2006; Taveechart, 2006; Thanh & Thu, 2003; Ya-cham, 2007). These studies all
indicate that students’ vocabulary knowledge increased significantly when they were
taught through games. Their English vocabulary achievement was also higher than the
achievement attained when the teacher follow the teacher’s manual. Additionally, their
vocabulary retention was at a good level. The benefits of playing games can be described
as follows.

First, computer games could also enhance students’ vocabulary knowledge.

Computer games provide various groups of vocabulary for students. Ranalli (2008)
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conducted a study which aimed to investigate the use of games and simulation games
(The Sims) for language learning. He found that computer games could help increase
students’ vocabulary. Students learn new words, phrases, and expressions from games.
They also enjoy playing computer games and said that games are helpful for their
language learning. Lin and Young (2008) similarly discovered that students’ vocabulary
had significantly increased through the use of a game-based online English learning
environment.

Secondly, games could help students improve grammatical knowledge.
Chanprasert (1998) studied the effects of using communication games in the
classroom to improve students’ grammatical ability. The findings showed that
student’s overall grammatical capability was significantly enhanced through the use of
games. Communication games help students to learn grammatical knowledge better.
Likewise, Tuan and Doan (2010) reviewed the study of the use of games in grammar
review lessons for sixth graders. They reported that there was a dramatic improvement
of students’ ability in using grammatical knowledge in both written tests and oral
performance (Luong, cited in Tuan & Doan, 2010).

Computer games not only help students improve their language skills, but
they also improve other skills such as high order thinking (Boonpong, 2006;
Charoensom, 2006; Park, 2010; Summanakool, 2010), and information skills (deHaan,
2011). Computer games can improve high order thinking. For example, games provide
problems or situations which are related to real life for students to solve (Park, 2010).
Students need to make decisions and use prior knowledge to deal with that situation
(Park, 2010). Students can develop their cognitive thinking. Information skills are
increased through the use of computer games. Students needed to search for
information during a game design project (deHaan, 2011). In brief, computer games
can help students improve high order thinking and information skills.

However, little is yet known about the role of computer language games in
the development of students’ language skills (deHaan, 2011). Likewise, Uzun (2009)
asserted that there is not much statistical research about the efficiency of computer
language games in foreign language education. In Thailand, the majority of
researchers have focused on the use of CALL in English language classrooms

(Anuyahong, 2007; Chanla, 2001; Hiranburana & Opanon-amata, 2003; Meekaew,
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2003; Opasruttanakorn, 2005; Pavavijar, 2004; Phetchmunee, 2004). Nevertheless, in
the Thai context there have been few studies (Jiraratsakul, 2005; Khemthong, 2003;
Suthothon & Inthanak, 2010) focusing on the effects of computer games on
developing English skills or learning and teaching English. To fulfill the gap, the use
of computer games and the advantages of computer games in language learning should

be studied.

1.3 Statement of the problems

The evidence suggests that most Thai students have a low ability in
English. The English language proficiency of students in grade 12 is low (38.42 out of
100) (Office of the Education Council, 2005). In a recent year, it was found that most
students in grades 6, 9, and 12 received low average scores of 31.75, 22.54, and 23.98
respectively on the O-net English exam (Wonglekha, 2010). Problems in learning
English occur not only among students in primary and secondary schools; but
university and graduate students also face similar problems in English learning.
Praphal (2001) found that the English proficiency of Thai graduate students was lower
than that of graduate students from other Southeast Asian countries. The English
proficiency standard of Thai graduate students was lower than the international
standard required for further studies at the graduate level abroad (at least 550 points on
the TOFEL). The average TOFEL score of Thai graduate students was below 500
which are lower than that for other Asian countries excepting Laos. Moreover, when
the proficiency of Thais is compared with that of people from other countries such as
Singapore, Philippines, Malaysia, Brunei, Indonesia, and Vietnam, the English
proficiency of Thais is ranked at 43™ which is lower than that for Asian countries
(Matichon, 2011). From this evidence, it can be seen that it is difficult for the country
to produce professionals to compete against other countries. To conclude, English
learning problems are big problem and everyone in the country needs to deal with
these problems.

The evidence also indicates that several thousands of students in grades 2

and 3 have problems with reading (Chiangkul, 2009). They cannot read. This raises
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questions about what is happening in Thai education. Yimwilai (2008) conducted a
study investigating the English reading problems of English majors. The findings
revealed that students did not read and did not have sufficient practice in the use of
reading strategies; they seemed to have problems with reading comprehension
(Yimwilai, 2008). The problems in English occur not only among undergraduate
students, but also with graduate students. Chaisuriya (2006) found that many graduate
students in the Department of Business Administration read slowly and did not
understand the reading texts. They tended to have problems with identifying main
ideas, specific details, writers’ viewpoints, and their vocabulary was limited.
Furthermore, students could not apply reading strategies. Some were not trained to use
reading strategies; therefore, they did not have the techniques to help them gain a
better understanding of the reading passages. In short, most students still have
problems with reading which is regarded as the most important skill in acquiring
knowledge and developing thinking skills.

Reading is an important skill which can lead to acquiring knowledge and
solving problems. For example, the Education Council found that students in grade 9
had a low quality in an academic learning. For this reason, students may not want to
read and seek knowledge on their own. Then they could not think. If students do not
read, it may affect their thinking. It was also found that students’ thinking skills were
low (The Office of the Education Council, 2005). To conclude, reading makes
students seek knowledge on their own and develops students’ thinking skills. Reading
is the most important skill and should be developed.

Besides having problems in reading English reading, Thai students also
face difficulties in writing. Pawapatcharaudom (2007) studied the English language
problems and learning strategies of Mahidol University students. The findings show
that writing skills were the most serious problem for Thai students. Students could not
write an essay in a short amount of time. All students reported that they used language
learning strategies at a medium level. Students used metacognitive strategies as the
most frequent strategy in language learning and compensation strategies as the least

frequently strategy.
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1.4 Purpose of the study

The purpose of this study is to study the use of games in teaching and
learning English in Thailand.

1. To find general information about the research studies such as years,
fields of study, institutions, and degree by the authors.

2. To find the types of games used in English language teaching and
learning in Thailand.

3. To investigate the purposes, methods, and results of research studies in

studying the use of games in English language teaching and learning in Thailand.

1.5 Research Questions

1. What general information is given about the research studies, such as
years, fields of study, institutions, and degree by the authors?

2. What types of games used in English language teaching and learning in
Thailand have been studied?

3. What are purposes, methods, and results of research studies is about the

use of games in English language teaching and learning in Thailand

1.6 Conceptual Framework

7/ The use of games N\
Type of games / in English \ Game Research
teaching and
\ learning in /
AN /

Thailand

Effects of using
games
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1.7 Significance of the study

1. The study reviews the use of games and simulations in English language
teaching and learning in Thailand.

2. The results could be useful for English teachers in developing games to
enhance students’ language learning.

3. The results may suggest ideas for further studies.

1.8 Limitations of the study

1. The data is limited only to the website ThaiLIS.

2. The number of documents about the use of games in English language
teaching and learning on the website ThaiLLIS is limited so generalizations may be

similarly limited.

1.9 Definition of terms

This study employs the following terms:

Game refers to an activity in which players participate for enjoyment
while competing under a set of rules to achieve certain goals.

Computer game refers to a form of game which is played on a computer.
There are many types of computer games such as simulations, puzzles, adventure
games, card games, arcade games, word games, and on-line games. Computer games
can be used in educational settings.

On-line game refers to a type of computer game which is played on the
Internet. Some on-line games are commercial. This game type stimulates a large
number of users to participate and allows them to explore a virtual world in which the
pictures or graphics are complex and similar to the real world.

Language game refers to an activity involving skills and knowledge in
which players follow fixed rules, and try to win against opponents or try to solve
puzzles (Gardner, 1987, Gaudarts, 1999, Dempsey, Haynes, Lucassen & Casey, 2002).
Additionally, Caillois ( as cited in Garris, Ahlers & Driskell 2002) defines “a game as
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an activity that is voluntary and enjoyable, separate from the real world, uncertain,
unproductive in that the activity does not produce any goods of external value, and

governed by rules” (p. 442).
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CHAPTER 11
LITERATURE REVIEW AND RELATED RESEARCH

The purpose of the research is to study the use of games in English
language teaching and learning in Thailand from ThailLIS Database. This chapter
provides are view of research related to games.

The topics discussed in this chapter are as follows:

e Games

e Definitions of games

e Components of games

e Types of games

e Learning through games

e Advantages of games

e Drawbacks of games

e Students’ reactions towards games

e Teachers’ attitudes towards games

2.1 Definitions of games

Games are activities which are designed, created, and constructed for
playing. Wittgenstein (1953) states that games should consist of play, rules, and
competition.

Later, Caillois (1957) provided more details in a definition of games. First,
games should be fun for players. Second, playing games needs time and a place, so
players are separated from the real world. Third, when playing games, outcomes may
be uncertain, so players cannot predict whether they will win or lose. Fourth, players

may not receive any useful benefits from games. Fifth, the rules of games are different
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from those of everyday life. Finally, the created story in games may be a part of the
real world.

Abt (1970) then defines games as an activity involving two or more
independent decision-makers seeking to achieve their objectives in some limiting context.

Maroney (2001) views games as a form of play with goals and structure.

Afterwards, Crawford (2003) used various terms in defining games which
include creative expression, entertainment, plaything, challenges, and conflicts. First,
creative expression can be an art or entertainment. He states that if people construct
something for beauty, it is called art. If people make something for moneys, it is called
the entertainment. Second, entertainment is a plaything if it provides interaction. In
contrast, books and movies are non-interactive entertainment. Third, a plaything or a
game always contains goals. On the other hand, if it does not contain goals, it is a toy.
SimCity and the Sims are examples of a software toy which has no goals. Lastly, if
games are challengeable, there are competitors.

Salen and Zimmerman (2003) define games as a system in which players
engage in an artificial conflict, defined by rules, that results in a quantifiable outcome.

Furthermore, Demirbilek, Yilmaz, and Tamer (2010) say that even though
the characteristics of games are similar, the format, and interactivity of games have
changed as computer games were brought into education. In short, games are
entertaining activities with their own rules and goals.

To conclude, games can be defined in different ways, depending on each
author’s perceptions about games. Games refer to activities in which players participate

for enjoyment while competing under a set of rules to achieve certain goals.

2.2 Components of a game

Games should contain six main components: tools, rules, goals,
instructions, skills, and game-players.

1. Tools are a key element for playing games. There are many game tools,
materials, or equipment, which are typically required in games such as miniatures, a

ball, cards, a board and pieces, or a computer (Salen & Zimmerman, 2004). For
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example, players use a deck of cards in playing card games. Players play games with a
board and pieces or counters in board games. Many game tools are tokens represented
as a form of money, a pawn on a board, and points or score. However, some games do
not require the use of any special tools (Khaemmanee, 1994). For example, hide-and-
seek is a game in which one player needs to find other players, who hide themselves in
the environment (Trafton et al., 2003). Their interaction is defined by the environment
instead.

2. Rules are an important component of games. Every game contains rules
or conditions. Before playing games, players commonly learn the rules. It is important
for players to retain the rules (Khaemmanee, 1994). Rules are different and
changeable. If the rules are changed enough, it is likely to be a new game. Dovey and
Kennedy (2006) say that players’ experiences or actions are shaped and structured by
rules. Rules may limit some possible behaviors of players in the games (Dovey &
Kennedy, 2006). Players need to return to the beginning or play the game again if they
fail in the game because of the rules.

There are two types of rules: explicit rules and implicit rules. Games with
explicit rules refer to games in which the players are informed of the rules. For
example, players need to act out a word or phrase without speaking in Charades
(Plowright, 2012). On the other hand, games with implicit rules are games in which the
players are not informed of the rules. Salen and Zimmerman (2003) point out that
“rules are the inner structures that constitute the games” (p. 104). Players use trial and
error to learn rules which are embedded in the computer program (Prensky, 2002).

3. Goals or objectives are the target that each player aims for in playing a
game. Every game contains either stated goals or implied goals. The goals can be
represented as money (Maroney, 2001) or scores (Maroney, 2001), popping balloons,
solving mysteries, discovering unknown lands, guessing words, or solving problems.
For example, players may want to obtain higher scores than other players at the end of
the game (Maroney, 2001). Players’ actions are shaped by the goals of a game.
However, some goals do not produce winners and losers (Maroney, 2001). For
example, cooperative games such as Sid Sackson’s Beyond Competition allow all

game-players to win the game. Role playing games are noncompetitive games in
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which an individual player can achieve his or her own goals without preventing other
players from achieving theirs. It focuses on completing a particular mission.

4. Instructions are the directions on how to play or the requirements of the
game. Instruction should be clear and should not be complex so that players what to
do.

5. Skills are the abilities or outcomes, which resulted from game tools or
rules. Generally, games of skill can be categorized into two types: physical skills and
mental skills. Physical skills are using the body in playing games such as wrestling,
tug of war, hopscotch, and target shooting. Mental skills are using the mind in playing
games such as checkers and chess. Games of strategy such as checkers, chess, go,
arimaa, and tic-tac-toe often require special equipments to play them. Games of
chance include gambling games such as blackjack, mah-jongg, and roulette which
require luck to win. In this study, skills and strategies refer to language skills and other
skills such as information skills, thinking order skills, social skills, critical thinking,
and problem-solving, which players use in playing games. Players can use these skills
to achieve the goals of the games. For example, players must be aware of many things
in order to win strategic games (Salen & Zimmerman, 2003). They need to read and
understand what the game requires.

6. Game-players refer to people who play games. Players try to manipulate
game resources in order to obtain their goals (Costikyan, 1994). There are two types of
game-players: a single-player, and multiple players. A single-player acts as a main
character (Tophan, 2008) and struggles alone with artificial opponents who are set in
the program. On the other hand, multiple players refer to the participation of several
players playing against or helping each other to reach the objectives in the game. In
addition, players can invite many friends to play games with (Tophan, 2008). In short,

game-players are important for playing games. If there are no players, it cannot be a game.
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2.3 Types of games

Games can be classified in many ways, depending on the author’s purpose.

Caillois classifies games based on the domain of play (as cited in Salen &
Zimmerman, 2006). The domain of play includes sports, tabletop games, and video
games.

1. Sport games refer to any games in which players use physical skills or
their bodies in playing, such as football, volleyball, basketball, and handball.

2. Tabletop games are any games in which players are confined to a
small area; they require little physical exertion. Players typically play with other
players at a table by placing, picking, and moving game elements such as game pieces.
Many games are found in the group of tabletop games, such as board games, card
games, dice games, paper-and-pencil games, role-playing games, miniature games,
tile-based games, and chess.

2.1 Board games refers to any games in which players use
counters or pieces to move on a pre-marked surface or a “board”, constrained by a set
of rules. This game genre is similar to adventure games in which players must deal
with problems. Players use their own strategy and chance to play against opposite
players or their counters. There are different types and styles of board games such as
checkers and Cluedo. Checkers is similar to chess; on the other hand, Cluedo has a
specific theme with a narrative.

2.2 Card or gambling games are games played with a deck of
cards. This game type motivates players to play through game elements such as chance
and the use of money.

2.3 Dice Games involves the use of dice for a randomization in
playing games. The dice are rolled and the numbers that appear affect the outcome of
the game. However, the dice does not determine the success or failure of some other
game elements, but it involves luck and theory of probability. There are many popular
dice games such as Yahtzee, Farkle, Bunco, Liar's dice or Erudo, and Poker dice.

2.4 Paper-and-pencil games refer to games played only with
papers and pencils such as Bingo games and Pictionary games.

2.5 Role-playing games are games in which players assume the

role of a character in a situation. In playing the game, players must solve problems by
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using existing information and resources that the game provides. For example, student
A assumes to be a role of receptionist, and student B assumes to be a role of guest.

2.6 Miniature games are simulations of war games, involving
soldiers or war machines such as tanks, planes, spacecraft, and ships.

2.7 Domino and tile games are games played with dominoes or
tiles as a device on a board by using a player’s hand to push all dominoes fall on the
board. There are two-players playing in this game type.

2.8 Chess refers to games played on a chessboard, a square-
checkered board with 64 squares arranged in an eight-by-eight grid.

3. Video games

Video games may be classified into three types as follows:

3.1 Arcade-type games are games played on a machine; they
require payment. These games are usually found in public businesses such as restaurants,
bars, shopping malls, and amusement arcades.

3.2 Computer games refer to any games played on computers.
A console game is a video game which is played on a display device such as a
television, a monitor, or a computer.

3.3 Online games involve the use of personal computers with
the Internet. There are many popular online game websites such as Habbo Hotel, Sims
Online, Second Life, and World of Warcraft.

4. Other games

There are other game types such as an alternate reality games (ARG) and
educational games.

There is a variety of types of games, but there is no one standard
classification. Gros (2007) discovered that industry, developers, and academics use
different taxonomies, which can be categorized into seven main types as follows:

1. Action games (also called platform games): These games are reaction-
based games.

2. Adventure games: These games require players to solve a number of
tests in order to progress through a virtual world.

3. Fighting games: These games involve fighting against computer-

controlled characters or these games controlled by other players.
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4. Role-playing games or RPG: Human players assume the characteristics
of some person or creature.

5. Simulations: The player has to succeed within some simplified recreation of
a place or situation to achieve a particular goal.

6. Sport games: These games are based on sports.

7. Strategy games: These games recreate a historical or fictional situation to
allow a player to devise an appropriate strategy to achieve a goal.

This taxonomy is not easy to apply because some games fall into more
than one category. For example, at present most sports games contain information to
manage the team and strategy games often contain characteristics of simulations.

Moreover, games could also be classified into two main types according to
modes of play: manual games and computer games.

1. Manual games are games requiring the use of a manual. To play a
manual game, people use their hands in real life, not on a computer such as using
hands to throw a ball, holding cards or moving pieces on a board. Manual games often
have been seen in the classrooms in which teachers use games in teaching and
learning, especially, language games. According to Hadfield (1999), there are two
types of language games: (1) linguistic games and (2) communicative games.
Linguistics games focus on learners’ accuracy in language use. In contrast to linguistic
games, communicative games such as Describe and Arrange emphasize meaningful
communication, successful exchange of information and ideas (Gardner, 1987). This
game requires players to describe some pictures to their partners. Though most games
are basically classified as linguistic games or communicative games, there are still
other types of games as follows:

1) Sorting, ordering, or arranging games: this type of game provides
students a set of cards such as different shopping items and then they arrange the cards
into items found at a grocery store or a department store.

2) Information gap games: In such games, one or more players have
information that other players need to complete a task. For example, one person might
have a drawing and their partner needs to create a similar drawing by listening to the
information given by the person with the drawing. This is a one-way information gap.

For a two-way information gap, each person has unique information, such as in a Spot-
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the-Difference task, where each person has a slightly different picture, and the task is
to identify the differences. In this type, players share information to complete the task
together.

3) Guessing games: These are a variation on information gap games. For
example, a participant thinks of a famous person, place, or thing in the guessing game
20 Questions. The other participants can ask 20 Yes or No questions to find clues in
order to guess who or what the person is thinking of.

4) Search games: These games are yet another variant on two-way
information gap games, with everyone giving and seeking information. Find Someone
Who is a well known example. Students are given a grid. The task is to fill in all the
cells in the grid with the name of a classmate who fits that cell, e.g., someone who is a
vegetarian. Students circulate, asking and answering questions to complete their own
grid and help classmates complete theirs.

5) Matching games: This type of game requires players to find a match for
a word, picture, or card. For example, students place 30 word cards; composed of 15
pairs, face down in random order. By using their memory, each person turns over two
cards at a time, with the goal of turning over a matching pair.

6) Labeling games: This type of game requires players to match labels and
pictures.

7) Exchanging games: In these games, students exchange cards, other
objects, or ideas. Exchanging and collecting games are similar. Many card games fall
into this category such as the children’s card game Go Fish.

8) Board games: Scrabble is one of the most popular board games that
particularly emphasize language.

9) Role play games: Role plays, drama, and simulations are sometimes
used interchangeably but can be differentiated (Kodotchigova, 2002). Role play
involves students playing a role which they do not perform in real life such as a dentist
or waitress. On the other hand, simulations are a representation of some real world
system in which participants or users perform some aspects of reality (Crookall &
Saunders, 1989). For example, students assume a role that they already play in real life

or might be likely to play, such as customer at a restaurant. Dramas are normally



Pannaporn Lerdsurawat Literature Review and Related Research / 22

scripted performances, while in role plays and simulations students come up with their
own words, although preparation is useful for dramas.

2. Computer games are games played with a personal computer.
Computer games can be used both for educational purposes and non-educational
purposes. Dempsey, Haynes, Lucassen, and Casey (2002) evaluated whether or not
computer games and their components could be used in an educational setting. Their
findings reveal that computer games have potential extent, for instructional use such as
simulations, puzzles, adventure games, card games, arcade games, word games, and
miscellaneous games. Online games are one type of computer game which has an
influence on students. Online games have been used recently for educational purposes.
Some researchers have investigated the potential of online games in second and
foreign language teaching and learning, especially a massively multiplayer online role-
playing game (MMORPG) (Suh, Kim, & Kim, 2010; Suthothon & Intanak, 2010).
Online games can be categorized into five main types as follows:

1. First-person shooter games are video action games which are the first
generation of online games. Players use the computer to simulate the use of guns and
projectile weapons. These games share common traits with other shooter games.

2. Real-time strategy games are strategic war games. Players must use
strategy to protect their assets and destroy opponents’ assets.

3. Cross-platform online play refers to an online game which can be used
with a personal computer or PC.

4. Browser games are online games played with a web browser as a client.
For example, Legend of Empires and AQWorlds, which contact a web server to allow a
multiplayer gaming environment, are examples of this type of game. This type of
game is more complicated and has advanced graphics.

5. Multi-user domains or MUDs refer to online games which allow
multiple players. The elements of this game type include role-playing, hack and slash,
player versus player, interactive fiction, and online chat. Players can do many
activities in MUDs such as slaying monsters, exploring a fantasy world, completing
quests, going on adventures, creating a story by role-playing, and creating the
characteristics of each players. A massively multiplayer online role-playing game

(MMORPQG) is one type of MUD. In MMORPG, a player acts out a role and interacts
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with other players via online chat. This game allows game players to complete a quest
by collaborating, planning, and interacting with other players. Players also read or
view descriptions of rooms, objects, other players, non-player characters, and actions
acted in the virtual world. Furthermore, they typically communicate with other players
by typing commands in a natural language. MMORPG is very popular and many users

participate in this type of game.

2.4 Learning through games

Learning can be defined as “obtaining knowledge or skills, through
studying or training” (Collins COBUILD Dictionary, 2006). Merriam-Webster’s
dictionary of English usage also defines learning as “the act or experience of one that
learns; knowledge or skill acquired by instruction or study; modification of a
behavioral tendency by experience”.

Games motivate students to learn in a natural way. The purpose of using
games in the classrooms is not only to create an enjoyable exciting experience for
players but also to help them learn. In English learning and teaching, teachers use
games in the classroom because they would like to create an enjoyable learning
environment and foster active participation. These games help students to learn the
language. Games could help students to understand and to retain some concepts more
easily. Teachers may give students some information first and allow them to practice
in games. When students practice by playing games, they will learn. Thus games and
simulations allow students have an opportunity to practice their language skills in a
meaningful way. They also transfer their knowledge or experiences that they have
learnt in games for use in real life.

It is important know the objectives for using games in order to create a
learning environment for students (Ditjaroen, 2004). Games should contain both their
own objectives and learning objectives. For example, an ice-breaking game contains
its own objective which is to allow players to get to know each other. On the other
hand, learning objectives are to develop players’ communicative skills and social

skills. A language game should contain a learning objective which is important for
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learning. Therefore, the purpose of games is not only to offer students exciting or
enjoyable experiences, but make students learn.

There are three phases in games and simulations: warm-up activities or
presentation, practicing, and debriefing or reflection. Before starting the lesson,
teachers should introduce the game in a way which arouses students’ attention. Next,
students play the games which are the process of practicing. Students can practice the
new language or skill many times. They can learn by doing and practicing. The last
process is debriefing or reflection. Debriefing is an important process for games.
Learning occurs in this process. After playing games, students may reflect on what
they have learned from their practicing. Therefore, experiences and transforming
experiences are two necessary part of learning in games. Kolb (1997) states that
“learning is the transformation of experience through reflection” (p.15). In general,
students play games for 10 minutes, but their learning in games is about 30 minutes.
Therefore, games and simulations are experiences which allow students to learn.

Recently, computer games have facilitated student learning. To explore the
game world, students use their visualization, experimentation, and creativity (Betz,
1995). Computer games are complex and provide situations for players to compete in.
Players need to read and seek information in order to understand the requirements of
the games and play with their imagination. They also think, plan, control, and use
strategies to pursue goals. Because of this students have opportunities to explore and
control which could help them learn (Cognition and Technology Group at Vanderbilt,
1990, 1993; Jonassen, 1999). In addition, students can learn within games by
exchanging knowledge and sharing experiences with others (Suthothon & Inthanak,
2010). For example, players interact with objects, resources, and other players by
using collaboration, strategies, and planning through massively multiple online role-
playing games (MMORPG) as a persistent, networked, interactive, and narrative
environment (Dickey, 2007). Importantly, computer games which are similar to other
games and simulations in language teaching and learning encourage students’
reflections. After playing games, players reflect on their actions in the games (Salen &
Zimmerman 2004, 2005; Salen, 2007; Schon, 1983; Walsh, 2010) and play the games
many times to improve their performance (Downes, 1999). Games can help students

learn and gain rich learning experiences.
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Computer games can be used for educational purposes. To facilitate
learning and teaching, many schools and universities have recently adopted computer
games in their curriculums. For example, Walsh (2010) conducted a study which
explored the introduction of digital games in the English curriculum with two case
studies of struggling literacy students. In this study, teachers used computer games as
teaching tools to facilitate learning. They assigned students to do digital game projects.
Students studied the topic, theme, game genre, and elements of games in order to
create games. They were also required to play games on many websites in order to
practice their language skills and guide them in creating their own games. The findings
revealed that students’ literacy proficiency improved through the assignments. One
teacher said that students enjoyed playing games and conducting the game research.
Likewise, in a study conducted by deHaan (2011), students as participants in the study
learned to create games. They researched the project on their own and shared ideas
with their groups. They also learned to use the language during their study. At the
same time, the teacher was a facilitator who guided their learning, which could help
them learn through the use of game-based design projects. Students also used their
creativity to construct their game. In short, integrating computer games in instruction
could enhance learning.

Furthermore, computer games could enhance cooperative and collaborative
learning. Watts, Carbonell, and Rising (2011) explain the difference between the terms
“collaborative” and “cooperative”. Cooperative work means assigning students tasks
to work with their group and evaluating their performance at the end of the task.
Collaborative work means a task in which students share information and learning
without being concerned about products or grade. The objective of Watts et al. (2011)
study was to investigate students’ attitudes about collaborative work through telematic

simulation. They found that students had positive attitudes towards working in groups.

2.5 Advantages of games

Several researchers have examined the improvement of the targeted skills

through games in the classroom (see Gardner, 1987; Gaudarts, 1999; Thanh & Thu,
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2003; Macedonia, 2005; Reese &Wells, 2007 for more details). Some of them found

that games provide different types of benefits for learners.

1. Developing language and socio-cultural knowledge

Games can encourage students to develop the targeted skills such as
listening, reading, speaking, and writing. Playing games requires students to use their
actions, skills, strategies, and control which could help them learn. In addition, games
allow players to use their knowledge into practice (Felicia, 2011). Thanh and Thu’s
(2003) study, for example, was concerned with students’ progress. Students in the
researchers’ classes were gradually improving their English vocabulary. Data from
interviews with teachers also revealed that their students seemed to learn new
vocabulary more quickly and retain it better when using games in their classes.
Similarly Gardner (1987) asserted that games can encourage the players to practice
vocabulary which is related to descriptions of the picture and also to their location.
Furthermore, Macedonia (2003) suggested games are tools which help learners
enhance their language skills. She further pointed out that if learners have
opportunities to play games frequently, they will be likely to improve their speaking
performance. That is, learners are able to reach both accuracy and fluency in foreign
speaking. In addition, they can learn grammar structures and vocabulary through oral
repetition. In practicing by playing games, although learners do not realize that they
are practicing grammar, they can acquire the language automatically. Moreover, Salies
(2002) analyzed the benefits of using simulation or gaming in an English for
Academic Purposes (EAP) class. She found that simulation helps students engage in
authentic interactions in the writing process. That is, writing a letter to editors, and
then discussing and doing oral presentation helped students to correct their written
English. She also found that there were some positive aspects to students’ performance
during discussion. Most quiet students could overcome their shyness to play their roles
and express their opinions. Furthermore, most students managed to negotiate meaning
which deserved praise. One of them, for example, was able to clarify questions.

Besides, games can help players learn to solve problems. Rollings and

Adams (2003) say that games consist of linked problems, puzzles or challenges.
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Additionally, games can enhance students’ social skills. For example,
multiplayer role playing games encourage students to interact with other people. They
use communicative skills to discuss things with their friends. As a result, a cooperative
and collaborative learning environment will occur. Students help each other to achieve
the goals of the game. Proficient players share with novices strategies in playing
games.

The benefit was concerned with the entertainment games provide. The
studies of Macedonia (2005) and Thanh and Thu (2003) show that games provide
entertainment for learners. They reached this conclusion by observing students’
reactions towards games. Most students appeared to enjoy playing games in the
classroom. Dickey (2007) points out that the purpose of computer games is to provide

entertainment for players. They have fun with playing games.

2. Motivation

Motivation is considered as the key aspect for successful learning. Oxford
(1990) points out that positive emotions and attitudes could lead to effective and
enjoyable learning in the target language. If students have motivation in learning, they
can learn or perform better. Games motivate learners to participate in practice of
targeted skills (Reese & Wells, 2007). For the discussion skills, features of games are
interesting and motivating which can engage students in conversations. Similarly,
Salies (2002) discussed the benefits of the simulation-based approach. She discovered
that students tended to have a high level of motivation towards the simulation. Also,
all students appeared to participate and prepare for the simulation.

Moreover, computer games with their own characteristics such as fantasy,
being immersive, interactive, and competitive, and challenging to engage in could
stimulate students’ motivation. Eow, Ali, Mahmud, and Baki (2009) show that
motivation can generate engagement in computer games that could help increase
language acquisition. MMORPG games are popular among teenagers, which
motivates students to play (Suthothon & Inthanak, 2010). Students receive a role or
character in games and interact with other people. They also learn English with
narrative texts which games provide. They also use the target language in

communicating with others through the game world. Some games may provide useful
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feedback for students. By practicing English skills through games, students will have
positive attitudes about learning English. In short, it can be seen that games provide

motivation for successful language learning.

3. An alternative to authentic textbooks

The benefit is that games are considered an alternative to authentic
conversations in textbooks. Because textbooks still emphasize written exercises and
provide lots of unrealistic language input, learners cannot practice their speaking
effectively. (Macedonia, 2005; Reese & Wells, 2007). There is also repetition of the
content in textbooks (Suh, Kim, & Kim, 2010). Salies (2002) found that the material
used in the simulations is not only limited to that found in textbooks, but can be found
in various resources such as movies, journal entries, and bingo games. In addition,
recently, computer games have been used for educational purposes. Teachers use
computer games to facilitate learning, especially in English. Therefore, games are
activities used to engage learners in conversations and to enhance learners’

communicative competence.

4. Fostering the concept of the learner-centered approach

Games can encourage the development of a learner-centered environment.
Reese & Wells (2007) reported on the benefits of using a card game for teaching
discussion skills to ESL students. The findings showed that the conversation game
could create a learner-centered approach in which students participated on their own
and graded themselves. Teachers, despite not being the main persons in charge in the
conversation game took on various responsibilities. Some of those were facilitating,
challenging and encouraging students to make difficult particular conversation moves
and to giving them feedback. For all the reasons above, it can be seen that games
provide a powerful learning environment which can increase students learning.

Students can gain rich experiences through playing games.
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2.6 Drawbacks of games

Although games are recognized as a tool for language learning, there
appear to be several drawbacks in using games in the language classroom. The first
problem is concerned with the time required for playing games. Because some
teachers start teaching by giving input and explaining grammar aspect, hardly
remained any time remained to use games in their classroom. That is similar to
Salies’s findings (2002) which showed that time was not sufficient to practice
students’ writing in the simulation. In particular, students had problems with writing
letters so time to focus on increasing the accuracy of their writing was needed. She
also found that students’ first drafts were not enough to guarantee their success in
writing. Thus, the simulation needed to provide time for students to receive more
guidance and practice on the writing process.

Salies (2002) also discovered that noise is the second problem in using
games. Most of pre-service teachers have to teach large classes of around 40 students,
and the walls of the classrooms are thin. Therefore, noise goes through the classroom
easily. The teachers admitted that they could not prevent noisy classrooms if they
wanted students to practice speaking. However, some teachers pointed out that the
school principals might perceive noise as teachers’ lack of control in their classrooms.

The third problem that the teacher-centered approach could be a factor that
impacts the implementation of innovative techniques like games. Gaudart’s study
(1999) showed that it was difficult to conduct games in Malaysia because most
classrooms in this country are still teacher-centered. Additionally, most of the senior
teachers still believe that students cannot learn much if they are laughing or having fun
while playing games.

The fourth problem involves features of computer games. Dempsey,
Haynes, Lucassen and Casey (2002) analyzed the components of computer games and
found that certain features of the games such as lack of control, poor or no
instructions, unsuitable levels of challenge, insufficient feedback, and intrusive sound
across all game types distracted some participants. Games and simulations cannot be
successful if teachers clearly explain the tasks, roles of students, and rules in playing
games. Also, the participants indentified some specific games which should not be

used in an educational purpose, such as violent games and gambling card games. They
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viewed these games as inappropriate for young learners. Some games may expose
students to violence which could affect students’ behavior. Students may become
aggressive.

The fifth problem is that games are limited to teaching conversation skills
and turn-taking. Salies (2002) found that because most students read from their notes,
it made their speaking unnatural during the discussion. This affected the process of
language learning. Also, some students spoke too long while other students felt
uncomfortable interrupting. Similarly, Reese & Wells (2007) found that most students
made comments during the game which were not related to the topic being discussed.

The sixth problem is cultural aspects in simulations. Cultural values may
cause some conflicts between students’ opinions when having a discussion. Therefore,
teachers should be aware of students’ ideas which may vary from student to student.
The other problem is concerned with the gap between fluent speakers and non-fluent
speakers in conversation games. A group of poor proficiency students was limited in
the number and kind of cards that more proficient speakers used and were placed in
groups with similar speaking proficiency.

Moreover, Salies (2002) discovered that the seventh problem is the lack of
space for simulations in the classroom. Because of this problem, it was difficult for
students to move the tables around. The eighth problem deals with using much time to
prepare multiple copies of cards and board games. The ninth problem is lack of
cooperation between students which may cause classroom games to fail. The tenth
problem involves the non-use of the target language. Instead of speaking English when
playing games and simulations, most students preferred speaking in their first

language.

2.7 Students’ reactions towards games and simulations

After employing games in the classroom, several researchers found that
students had positive attitudes towards games. Thanh and Thu (2003) investigated
students’ reactions to the method of learning vocabulary via games. The data were

collected by interviews, classroom observations, and questionnaires. They found that
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most students were willing to learn vocabulary in more interesting ways, and they
wanted to participate in vocabulary games. The students expressed their satisfaction
with games by saying that they enjoyed the relaxed atmosphere, the competitiveness
and the motivation that games brought to the classroom. Similarly, Reese and Wells
(2007) reported students’ reactions towards the card game. They collected data from
Korean undergraduate students who were taking a four-week program at a university
intensive English program. At the final assessment, students’ response papers to the
game were collected. The data revealed that students had positive experiences with the
game. Moreover, some said the game was fun, enjoyable and exciting. Also, many of
them said that the game had helped them to be able to communicate in real life
situations. The findings also revealed many other advantages of using the game. For
example, the game allowed students to master a conversation before learning a new
one, and crucially generated more interactions among students. In addition, Gardner
(1987) examined a corpus of empirical data gathered by using one particular game
which was a Describe and Arrange game. The game was modeled on examples of
similar games given in Byrne and Rixon (1979), Christison and Bassano (1981),
Geddes & McAlpin (1978), and Winn-Bell Olsen (1977). He recruited 23 pairs of
university pre-sessional students. The findings indicated that the game was enjoyed by
the participants. The students completed a short questionnaire with 73 percent of
students expressing their preferences for the activity and 81 percent answering yes.
This is consistent with the results of Kumar and Lightner (2007) who reported on
students’ comments about their need for variety in a course. They said that lectures in
the classroom can be boring and repeat what is said in the textbooks. Therefore, they
asked for activities that are appropriate to their learning styles. Also, they think that
new active learning exercises including role play or games in classroom should replace
traditional lectures. They said that they learned a lot and it was not a waste of their
time. They enjoyed the activity, achieved the goals of the game, and hoped that more
faculty members would use games as activities in the classroom.

On the other hand, some researchers found that learners also had negative
attitudes and reactions towards games. Thanh and Thu (2003) found that a few
students appeared reluctant to participate in games which were provided by the

researchers. In another study, Kumar and Lightner (2007) investigated perceptions of
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interactive classroom teaching techniques for adult learning. A college student said
that “games and activities are silly and degrading, and like childish”, and “you can’t
always rely on your peers to know things you’ll need for the activities”. He or she

wanted to study and listen to a lecture rather than do activities in class.

2.8 Teachers’ attitudes towards games

Teachers had positive attitudes about the use of games in classroom.
Gaudart’s study (1999) revealed that by the end of the elective course “Using drama
techniques in the teaching of English”, the majority of the student teachers indicated
that they enjoyed using games in their classes, and had new perspectives on language
teaching. They also considered games as a practical technique that allowed learners to
fully practice and use the language that they have learned. This practice comes with
progress and in the end it comes with motivation in learning the language. Likewise,
Thanh and Thu (2003) found that games are useful practice that helps their students
enhance vocabulary skills and use them to communicate effectively in a foreign
language. Furthermore, Kumar and Lightner (2007) reported that the five faculty
members at Raymond Walters College, University of Cincinnati used a game to
replace a section of the lecture in their classroom teaching. They thought that using
games helps learners retain information better, increases learners’ engagement and
interaction. In short, teachers expect their teaching techniques to be useful for
students’ development in language skills and other skills.

However, negative attitudes about games were revealed by teachers.
Kumar and Lightner (2007) found that teachers’ major concerns in using games are
that games take time to create than does lecturing about things that they already know.
In addition, a writing instructor said that after using games, students’ achievement was
not higher than using the lecture. The reason may be this group of students was
mathematics students, so they were familiar with teaching techniques such as
problems based learning. Due to this, students expected to study in the certain ways. If
instructors try to use games in classroom, they do not know how their students will

react. The instructor also revealed concern that the students would resist active
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participation in the classroom and feel that the faculty members lacked responsibility.
For these reasons, teachers are reluctant to use games in the classroom.

In conclusion, games are regarded as a valuable language learning tool.
Although, there were some problems in using games, teachers and learners still had
positive attitudes about them. Games are created for various purposes in classroom
language learning. More crucially, the objective of employing games is to develop
learners’ language competence. New techniques allow learners to have more
opportunities to practice their English and engage in the communicative process. With
practice through games, learners, besides, are likely to have higher motivation in
learning English. In addition, this teaching technique help learners apply their
knowledge in the classroom and use that information to solve problems met outside of
school. However, success in learning a language is not guaranteed by the use of these

techniques; it depends on learners’ learning styles.
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CHAPTER III
RESEARCH METHODOLOGY

This study aims to investigate the use of games in English language
teaching and learning in Thailand. This chapter describes the research methodology,
which begins with the data source, criteria used for selecting the data source and
research publications, universe of research publication on ThailLIS, samples, process
in selecting the publications, research design, research instruments, validity and

reliability of research instruments, data collection, and data analysis.

3.1 Data source

In this study, ThaiLIS was as a data source. ThailIS is the Thai library
integrated system, which is connected to the Thai Library Network-Metropolitan, the
Provincial University Library Network, and the Office of the Higher Education
Commission together with the Inter-University Network or UniNet (Khumkiam,
2008). The main aims of ThaiLIS are to provide knowledge and to distribute academic
sources for the community. The distributions can help promote the acquisition of
knowledge and develop the country. The Thai Digital Collection or TDC is a project
of ThaiLLIS which offers a reference database. TDC has collected a list of 58,392 items
of electronic sources such as full text dissertations, research reports, and paper
publications from 86 institutions throughout Thailand. Students, teachers, and
members of the institutions can access the data in TDC via computers from their own
libraries.

In this study, the researcher investigated research publications in the data
source such as dissertations, research reports, and paper publications about the use of

games in English language teaching and learning in Thailand.
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3.2 Reasons used for selecting the data source

The researcher collected the research publications from ThailLIS as the
data source because of its credibility. ThaiLIS is credible because of its support from
Uninet, the Office of the Higher Education Commission, and the Ministry of
Education. ThaiLIS is the only official database in Thailand which collects research
publications such as dissertations, research reports, and paper publications. There are
also a large number of users within the network and outside the network who access

this data source.

3.3 Criteria used for selecting research publications

Research publications were obtained only from ThailLIS. These publications
had to be related to games in English language teaching and learning in Thailand. All
articles selected had to be authentic, credible, representative, and have meaningful
(Scott, 1990).

1. Authenticity means that the documents obtained had to be original which
can be checked from the credibility of the authors and institutions.

2. Credibility means that the documents obtained had to be realistic and
the information must not distort the facts.

3. Representativeness means that the documents obtained had to be
representative. There are many levels of representativeness. First, the documents can
be a representative of the same type of document. Second, the data used in analyzing
must be representative of the population. For example, the sampling in the study
depends on the research methodology. Employing proper statistics make the analysis
of the data representative.

4. Meaning means the clarity of the documents, whether they can be easily
understood or not. The data could also create useful meaning for the study.

The researcher selected research publications which are authentic,
credible, representative, and have meaning. The researcher found that all data met the
set of criteria as follows. These research publications are authentic because they are

original, which is supported by signatures from academic experts and institutions. All
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data are realistic and correct, making the publications credible. The data obtained are
the representative of the same type of document. The researcher also considers them to
be representative because of their research methodology which employed proper
methodology and accurate statistics. Finally, all data are clear and meaningful in both

the facts, and conclusion.

3.4 Universe of research publication on ThaiLLIS

Selected publication in the study was a total of 919 research publications
about games published between 1983 and 2011on placed on the website ThailLIS.
These research studies are varied and on a broad range of topics, including the use of
games in many fields or subjects such as science, mathematics, English, Thai, history,
and health. They also represent various types of research publications such as
dissertations, research reports, and research papers. However, 103 research
publications which related to English language teaching and learning were selected to

analyze in the present study.

3.5 Samples
Only research publications which are related to the use of games in
English language teaching and learning in Thailand were included. Thus, a total of 103

research studies were selected for inclusion in this study

3.6 Process in selecting the publications

The researcher used purposive sampling in selecting the publications to be
studied. Therefore, the researcher selected the publications by considering the research
topics and the content of the publications concerned with the use of games in English

language learning and teaching.
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3.7 Research Design

This is a survey; therefore, the purpose of the study is to investigate
publications about the use of games in English language teaching and learning in
Thailand. After the sampling, the researcher selected the dissertations, research
reports, and papers to be investigated . The researcher used a coding table to collect
the data from the selected publications. The data collected is based on game theories
and basic information about research into the use of games. Then the results obtained
from using the research instrument procedure include years, fields of study,
institutions, degree of, types of games, skills, research purposes, subjects, research

instruments, data collection (design), data analysis (statistics), and findings.

The coding table

Years

Fields of study
Institutions
Degree of
Types of games
Skills
Purposes
Subjects

Tools

. Design

10. Statistics

11. Findings

103

Documents ¢

about games
related to ELT

919
Documents
about
games

S2UCD [LEN L o= @9 ) 1= =

Figure 3.1 Diagram Presenting the Research Design

3.8 Research instruments

A coding table was used as the research instrument to collect the data.
Twelve topics were listed in the coding table: years, fields of study, institutions,
degree of, types of games, skills, research purposes, subjects, research instruments,

data collection (design), data analysis (statistics), and findings.
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The coding table is presented below:

Coding Table
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A
O

8 C D
Year B3 Field of StBd Institutiorfd types

Sheet1 ,/Sheetd  Sheetd /7.

The following coding system was used:

Topics Full word Coding

Type of games Manual games M
Computer games C

Skills focus Listening L
Reading R

Speaking S

Writing W

Purpose of Creating CT
study Developing D
Assessing A

Improving IP

Investigating v

Comparing COM

Research tools Observation Ob
Questionnaires Q
Interviews I

Achievement tests AC
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Notes N
Data Pre- & post-tests P
collection Questionnaires
Data Analysis Mean M
Standard deviation SD
Frequency F
Cronbach’s alpha CA
Correlation coefficient CO
Multiple regression MR
Results Higher H
(Improvement in student performance)
Lower L
(Decline in student performance)
Not changed s
Not Available e

After creating the code, the researcher collected data from the selected
publications and recorded the results in the coding table. Before the data could be
analyzed, all data were rechecked by using triangulation (Denzin 1970). There are four
types of triangulation that a researcher can use to recheck after data collection: data
triangulation, investor triangulation, theory triangulation, and methodological
triangulation.

1. Data triangulation is checking the data obtained to see whether they are
correct or not. There are three criteria that have to be checked: time, place, and person.

2. Investor triangulation refers to verifying the data obtained from different
researchers.

3. Theory triangulation refers to proving theories used in interpreting the data.

4. Methodological triangulation is related to the ways of collecting the

data.
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To obtain reliability and validity of data, the researcher checked the data
before the process of data analysis. Triangulation also avoids errors of the data before

analysis and eventually results in accurate findings (Chantawanit, 2000).

3.9 Validity and reliability of the research instrument
To check the validity and reliability of the instrument, the content of the
coding table was checked by the thesis advisors. The researcher used triangulation to

check the data before analyzing them in order to avoid errors.

3.10 Data Collection
The researcher collected dissertations, researches, and paper publications
about the use of games in English language teaching and learning from the website

ThaiLLIS. The procedure for data collection is described as follows:

1. Entering the ThaiL.IS website.
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2. Using keywords to find the data such as game, games or computer games.
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3. Clicking on the title of a publication which is related to the use of games

in English language teaching and learning.
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5. Ticking the box to accept the conditions for downloading the file and

clicking at the ThaiLIS bottom.
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7. Clicking “Open” to look at the downloaded data.
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8. Saving the file in a folder.
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9. Collecting the selected publications until the total number of research

publications required was obtained.

3.11 Data Analysis

Data analysis is an important process in conducting research. To answer
the research questions, the researcher analyzed the data by using quantitative and
qualitative methods. Percentages were calculated to describe the data by using the
Statistical Package for Social Science (SPSS). Data analysis also is an important and
difficult process, particularly in qualitative research approach (Chantawanit, 1996).
According to McMillan and Schumacher (2001), qualitative analysis is “a relatively
systematic process of selecting, categorizing, comparing, synthesizing, and
interpreting to provide explanations of the single phenomenon of interest” (p. 462).
Qualitative data analysis was employed to distinguish, rearrange, and classify the
obtained data. There are two types of qualitative data analysis: inductive data analysis
and content analysis (Chantawanit, 1996; Glaser & Strauss, 1967). In this study, the
researcher analyzed the data by using both types of analysis. Though inductive data
analysis can be classified into three types according to Appleton, (1995): analytic
induction, typological analysis, and constant comparison, only typological analysis
was done. Typological analysis refers to classifying the data into types. The researcher

classified data into three groups as follows:
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1. Type of games
1.1. Manual games
1.2. Computer games
2. General information about the research publications such as year, field
of study, institutions, and a degree.
3. The purposes, methods, and results of research in studying the use of

games in English language teaching and learning in Thailand.

The procedure for inductive data analysis is explained as follows:

1. Discover the data.

2. Group the codes into categories.

3. Find the topics related to each category.

4. Seek patterns or themes for each category.

5. Use a narrative structure or visual representation.

To conclude, this current study examined the publications about the use of
games in English language teaching and learning in Thailand found on the ThailLIS
Database. The purposes of this documentary research were to learn the types of games
used in English language teaching and learning in Thailand, to find general
information about the research studies such as years, fields of study, institutions, and
degree of, and to investigate the purposes, methods, and results of these research
studies about using games in English learning and teaching in Thailand. Therefore, the
researcher used a coding table to record the data, and then analyzed the data by using

descriptive statistics and content analysis in order to answer the research questions.
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CHAPTER IV
FINDINGS

This chapter presents the findings of the study which were obtained by
using the instrument. The data obtained were analyzed and interpreted as follows.
Publications concerning games located in the ThaiLIS Database were sought and
selected first. The first step produced 919 such publications, and then these results
were printed. After that, only publications related to English language teaching and
learning were selected, and 105 theses and articles were found, so these publications
were used in this study. Before starting the process of analysis, these documents were
checked for availability; two were not available so only 103 documents were analyzed.
All of the results in this study are related to the research questions. Thus, the results

were presented according to research questions 1, 2, and 3. See results below.
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4.1 Research Questionl: What general information is given about the
research studies, such as years, fields of study, institutions, and degree by

the authors?

4.1.1. Year of study
Table 4.1 Year the studies on game research in English language teaching and

learning (ELT) in Thailand were conducted

List by Year List by Number & %
Years Number % Years Number %
1983 1 1 2010 13 12.6
1986 1 1 2004 12 11.7
1988 2 1.9 2007 10 9.7
1990 1 1 2005 9 8.7
1991 3 2.9 2008 9 8.7
1992 1 il 2006 8 7.8
1993 3 2.9 1998 6 5.8
1995 3 2.9 2001 6 5.8
1996 1 1 2009 4 3.9
1997 1 1 1991 3 2.9
1998 6 5.8 1993 3 2.9
1999 ak 1 1995 3 2.9
2000 1 1 2002 3 2.9
2001 6 5.8 2003 3 2.9
2002 3 2.9 1988 2 1.9
2003 3 2.9 1983 1 1
2004 12 11.7 1986 1 1
2005 9 8.7 1990 1 1
2006 8 7.8 1992 1 1
2007 10 9.7 1996 1 1
2008 9 8.7 1997 1 1
2009 4 3.9 1999 1 1
2010 13 12.6 2000 1 1
2011 1 1 2011 1 1
Total 103 100 Total 103 100

According to Table 4.1, research studies relating to the use of games in
English language teaching and learning in Thailand were conducted from 1983 to
2011. The highest number of studies were published in 2010 (13 studies; 12.6%), 2004
(12 studies; 11.7%), and 2007 (10 studies; 9.7%).
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4.1.2. Field of study
Table 4.2 Field of study for the games used in English language teaching and learning
(ELT) in Thailand

Field of study f %
1. ELT 66 64.1
2. Others 37 35.9

Total 103  100.0

As can be seen from Table 4.2, most of the studies about games used in

English language teaching and learning in Thailand were from the field of English

language teaching (ELT) (64.1%). Some studies about ELT games were conducted

from researchers who studied in other fields (35.9%) such as educational technology,
special education, language and social studies, elementary education, educational
psychology, computer technology, curriculum research and development, business

communication arts, educational administration.
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4.1.3. Institutions
Table 4.3 Institutions producing studies about the use of games in English language
teaching and learning (ELT) in Thailand

Institutions f %

1. Government Universities 13 48.1

2. Rajabhat Universities and 13 481
Rajamangala Universities

3. Private Universities 1 3.7

Total 27 100.0

There were a total of 103 studies; the institutions producing these studies
can be divided into three main groups: 1) established government universities, 2) new
universities or Rajabhat and Rajamangala Universities, and 3) private universities. The
results show that government universities and Rajabhat Universities and Rajamangala
Universities produced the same number of studies (48.1% each), with only a few

research studies were conducted at a private university (3.7%).
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4.1.4. Degree sought by the authors of the studies
Table 4.4 Degree sought by the authors of the studies

Highest degree f %
1. Master students 99 96.1
2. Lecturer 3 2.9
3. Doctoral students 1 1.0

Total 103 100.0

The results reveal that most of the research studies were done by master
students (96.1%).A few lecturers conducted game research (2.9 %).In addition, only

1.0 % of the research studies were conducted by doctoral students.

4.2 Research Question 2: What types of games used in English language

teaching and learning in Thailand have been studied?

4.2.1 Types of games
Table 4.5 Types of games used in English language teaching and learning in Thailand

have been studied

Types of games f %
1. Manual games 84 81.6
2. Computer games 17 16.5
3. Both 2 1.9

Total 103 100.0

According to Table 4.5, most of research studies were conducted on

manual games (81.6%), whereas some were done on computer games (16.5%), and

very few were conducted on both manual games and computer games (1.9 %).
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Examples

Suksomboon (2007) created manual games: word puzzles and information
gap games for students in Mattayomsuksa 4. In the word puzzles , students were
required to read a reading passage entitled “Where is my sub-district?”” and identify
the position of their district. First, students looked at pictures and the names of
important places in the district, and then they guessed the meaning of the words.
Finally, they practiced pronunciation by reading the passage out loud. Then members
in the group helped each other to complete a concept map within a limited amount
time. An interview game is an example of a manual game adapted by Chanprasert
(1998) for students in Mathayomsuksa 2. In this game, students were required to take
turns using the past tense to interview someone.

Tesvisal (2006) invented computer games for a lesson entitled “School”

for students in Prathomsuksa 4. Through playing games, students were required to
help a character in the game to complete a quest. Students needed to read a text and

answer questions which asked them about location. Matching games are an example of
a computer game created by Khemthong (2003) for students in Mathayomsuksa 2.

Students were required to match pictures with words by using the mouse to click on

the cards within a set time limit.

4.3 Research Question 3: What are purposes, methods, and results of
research studies about the use of games in English language teaching and

learning in Thailand?
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4.3.1. Purposes of the studies
Table 4.6 Purposes of the studies on using games in English language teaching and

learning in Thailand

Purposes of studies f %
1. Description 40 38.8
2. Description and comparison 34 33.0
3. Comparison 29 28.2
Total 103 100.0

The results show that most researchers conducted their studies with only
one research purpose which was description (38.8%). Most researchers aimed to
describe the English abilities of students by using mean and standard deviation.
Additionally, many studies had two research purposes (33%) which were description
and comparison. Finally, nearly one-third of the studies (28.2%) had a comparative
purpose. Researchers investigated effectiveness of using games by comparing the

achievement of students before and after using games.

Examples

Descriptive purposes:

1. To examine the results of using games as a supplementary activity to
improve the English vocabulary learning of Thai students and to investigate the level
of students’ satisfaction towards the activity (Supakaew, 2007).

2. To develop a computer multimedia game to teach English idioms for the
second educational range (grade 4-6), to assess learning of students, and to find the
students’ level of satisfaction with the computer multimedia game to teach English
idioms for the second educational range (grade 4-6) (Kongkachuay, 2010).

Comparative purposes:

1. To compare the accomplishment in English reading comprehension and
the attitudes towards reading English reading of Mathayomsuksa two students taught
by using games and simulations are related (Phuanglamyai, 2004).

2. To find how the progress in listening skills and the interest in learning

English for communication of first year vocational certificate students are related.
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And to compare the rates of progress and levels of interest of two groups, one using
games to practice listening and the other using traditional methods (Tadkaew, 2006).

Two research purposes: description and comparison

To study the English vocabulary learning ability and retention rates of
Mathayomsuksa 2 students who are taught by using games to the English vocabulary
learning ability and to study the retention rates of Mathayomsuksa 2 students who are
taught by conventional methods (Chansri, 2002).

To study the current situations, problems, and needs of English teachers
who use songs, games, and role play in their classes at the lower secondary school
level in KhonKaen, and to compare the problems and needs of the English teachers
who use songs, games, and role play in terms of the teachers’ experience and the size
of their schools (Sangsutti, 1991).

4.3.2. Language skills
Table 4.7 Language skills and language items taught by means of games in English

language teaching and learning in Thailand

Language skills and language items f %
1. Vocabulary 44 42.7
2. Listening, Speaking, Reading,& Writing 22 21.5
3. Speaking 9 8.7
4. Reading 6 5.8
5. Listening & Speaking 6 5.8
6. Writing 5 4.9
7.  Grammar 3 2.9
8. Reading, Writing, Vocabulary, & Grammar 2 1.9
9. Speaking &Vocabulary 2 1.9
10. Writing & Grammar 2 1.9
11. Listening 1 1.0
12. Reading &Writing 1 1.0

Total 103 100.0
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The findings show that the largest number of researchers focused only on
vocabulary (42.7%). Some researchers also emphasized the four language skills:
listening, speaking, reading, and writing (21.5%). Some focused only on listening
skills (8.7%). Moreover, a few researchers focused on reading (5.8%), and an equal
number focused on listening and speaking (5.8%). Listening, and the combination of

reading and writing were rarely studied (1%).

Examples

Jitmuad (2005) used a vocabulary game: whisper race games for students
in Prathomsuksa 5. To play this game, one student from each team turned over the top
card from a pile in front of his or her, and then whispered the word to the next student
in line. After the last student in the line heard the word, he/she ran to the front, and
tried to take the card from the set of cards before the other teams reached it. The team
got the most cards was the winner. Finally, the winning team pronounced and spelled
the words, and gave a definition in unison and the other teams repeated after the
winning team. Bingo is another game for practicing vocabulary used by Saensin
(2002) for students in Prathomsuksa 5. Students were required to write the words that
they had learned on a card. When the time was up, the teacher called out the words
found on his/her own card. If students heard a word which was also on their own card,
they circled that word. When a student had circled all the words in a row, that student
would say “Bingo”. After that, the teacher checked to see if the words had been
correctly circled and if they were correctly spelled.

Communicative skills: Tongjarus (2001) used communicative games for

students in Prathomsuksa 5. Students were required to be Suda and a fruit seller.
Students who were assigned the role of buyer or Suda needed to pick sentences and
read those sentences to the fruit seller. The fruit seller needed to respond or take on a
role related to the sentences.

Speaking: Boonpa (2007) employed a magic ball game for students in
Prathomsuksa 5. In this game, the teacher prepared two small balls for players who
stood in a circle. Then teachers gave the ball to the first student of the row. Players
were required to walk, to listen to music, and to give the ball to other players. When

the music stopped, the student who held the ball needed to say two or three things he
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or she did in his or her daily routine. Afterwards, the music started up again and the
players passed the balls to other players.

Reading: Jiraratsakul (2005) created Miky Adventure by herself for
students in Prathomsuksa 1. Students were required to play a computer game, to read
the rules, and to read a story that the game provided. When the students finished
reading, they needed to answer questions.

Listening and speaking: Namwong (2004) employed the Please Tell Me
game for students in Prathomsuksa 6. The teacher asked students some questions “I
want to go to the......please tell me, Where’s the......?. Each team needed to find the
answers in the box which matched the picture and then read their own answer. If the
answers matched the picture, they would receive points.

Writing: Ruengkasem (2004) adapted a spelling matching game for
impaired primary students. There were two groups of students. Each team consisted of
four students. The teacher raised the cards and students needed to run and write the
words on the blackboard.

Grammar: Poseesung (2008) adapted word puzzles for students in
Prathomsuksa 4. A representative from each group chose one of four letters from a list
of words. Players needed to write the words on the board by dividing the words into
two groups: the words with articles and the words without articles within a set time
limit.

Reading, writing, vocabulary, and grammar: Tesvisal (2006) created a

computer games on the lesson entitled “School” for students in Prathomsuksa 4. In this
game, students were required to read a dialogue and answer questions. Finally,
students needed to build sentences using prepositional phrases.

Speaking and vocabulary: Chanchula (2008) adapted a game entitled

“What is your hobby? My hobby is...” for students in Prathomsuksa 4. Students played
games in pairs and each pair had a board. The first student rolled a die and moved
according to the number appearing on the die. If a player moved into an empty space,
he or she needed to give the die to his or her partner. If a student rolled the die and
landed on a picture representing a hobby, the other student would ask “What is your
hobby?” The student who rolled the die would answer “My hobby is...” with a

statement which matched the picture on the board; the student would also have to spell
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the words related to the pictures. If a player answered rightly, he or she had to pick up
a blue card. If a player answered incorrectly, he or she had to pick up a red card. Then
a student counted the number of faces appearing on the cards. If the card showed
smiling people, the student could move forward. On the other hand, if the student

picked the card showing someone who wasn’t smiling, he or she had to turn back.

Writing and grammar: Phumilak (2005) constructed a word sequencing
game by himself for students in Prathomsuksa 6. In this game, four players sat in a
semicircle around the display board. Each player randomly drew four small cards out
of the box. Three players (B, C, and D) had words beginning with capital letters. They
decided who would first place a card on the board. They needed to take turns placing
the words on a blank tile. If they put a sentence in the correct order, they would get
points. One of the players was responsible for recording the complete sentence from
each round, and the scores each player obtained.

Listening: Tadkaew (2006) created and adapted a directions game for first
year vocational certificate students. The teacher gave each student a piece of paper
which contained a picture of many places with the directions. After that, students were
required to listen to a tape cassette two times and trace the directions they heard on the
map. If students finished drawing the directions, they needed to raise their hand and
shout the word “winner”. They would win the game.

Reading and writing: Kanlayason (2010) created and adapted a flash card

game for students in Prathomsuksa 6.There were two groups of players. The teacher
explained some vocabulary to the students. Students needed to stick a card on the
board, pronounce the words, and say a sentence which contained that word. For
example, head might produce I have one head.
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4.3.3. Subjects in the studies
Table 4.8 Subjects in the studies of games used in English language teaching and

learning in Thailand

Subjects in the studies f %
1. Primary students 54 52.4
2. Secondary students 30 29.1
3. University students 3 2.9
4. Teachers 3 2.9
5. Primary students & Impaired students 3 2.9
6. Others 7 9.8
Total 103 100.0

As can be seen from the table above, primary students (52.4%) were most
frequently recruited as subjects in the research studies. Some researchers recruited
secondary students as subjects (29.1%). Furthermore, equal numbers of researchers
(2.9%) conducted research with university students, teachers, and impaired primary students

(2.9%).

4.3.4. Research tools used in experiment
Table 4.9 Research tools used in experiment for investigating game studies in English

language teaching and learning in Thailand

Research tools used in experiment f %
1. Lesson plans 60 58.3
2. Games/Teaching 21 20.4

materials/Teaching
packages/Exercises with games
3. Both of the above 12 11.7
4. None of the above 10 9.6
Total 103  100.0
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As can be seen from the table above, most of researchers used lesson plans
as a source of data (58.3%). Some used games, teaching materials, teaching packages,
and exercises with games (20.4%) to generate data. A minority of researchers
conducted research using both lesson plans and games (11.7%). Finally, ten

researchers (9.6%) did not generate data for their research because they conducted
surveys and used questionnaires and interviews to collect data (see Table 4.10).

4.3.5. Tools and procedures for collecting the data
Table 4.10 Tools and procedures for collecting the data used in game studies on
English language teaching and learning in Thailand

Tools for collecting the data f %
1. Tests 84 46.4
2. Questionnaires & Attitudes tests 43 23.8
3. Observation 20 11.0
4. Interviews 15 8.3
5. Notes 12 6.6
6. Evaluation forms Y% 3.9
Total 181 100.0

Notes: N of tools/procedures used for collecting data =181
N of studies = 103

To begin with, the number of research tools/procedures used for collecting
data (N = 181) was higher than the number of researchers or studies (N =103) because
most researchers used more than one tool/procedure to collect their data. Details for
each type of tool or procedure are given below.

The results demonstrate that tests were often used (46.4%) as tools for
collecting the data. Tests were used to evaluate students’ English achievement or
outcomes before or after using games. Tests were also used to compare the
achievement of students who had been taught with games with that of students who
were not taught with games.

Questionnaires and attitude tests were used less frequently (23.8%).

Questionnaires and attitudes tests were used for asking students or teachers’ opinions,
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asking about their needs, or inquiring about problems in the use of games in the
classroom. Questionnaires and attitude tests were presented in the form of rating scales
for which there was no right or wrong answer from responding. Students said on the
questionnaires and attitudes tests that they were satisfied with the use of games in the
classroom. They were also satisfied with studying English.

Some researchers used observation as a tool for collecting the data
(11.0%). Observation is used for observing activities in the classroom, teachers’
instructions or behaviors, and students’ reactions towards learning with games, and
data were recorded on observation forms or observation checklists.

Some researchers used interviews (8.3%) for gathering information,
conversations after learning with games, or asking teachers and students’ opinions
towards the use of games in the classrooms and recording the data on interview forms.

A few researchers used notes (6.6%) for recording teachers and students’
experiences when using or learning with games. They could express their feelings and
opinions towards learning through games. Notes were also used to record students’
scores for the activities.

Very few researchers (3.9%) used evaluation forms to assess the effectiveness
of games that teachers used to facilitate students’ learning.

To sum up, researchers employed more than one instrument to collect their
data.
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4.3.6. Research Design
Table 4.11 Research design used in game studies in English language teaching and

learning in Thailand

Research Design f %
1. Experiment with 1 53 51.5
group
2. Experiment with 2 38 36.9
groups
3. Survey 8 7.8
4. Experiment with 3 3 2.9
groups
5. Documents 1 0.9
Total 103 100.0

The results show that a majority of researchers conducted research with
one group of subjects (51.5%), whereas some did the research with two groups—an
experimental group and a study group (36.9%). In addition, survey studies were conducted

by a few researchers (7.8%).

4.3.7. Data Analysis
Table 4.12 Data Analysis in studies on games used in English language teaching and
learning in Thailand

Data Analysis f %
1. Description & Comparison 64 62.1
2. Description 31 301
3. Comparison 7 6.8
4. Description, Comparison, Relationships 1 1.0
Total 103 100.0

Table 4.12 shows that most researchers used descriptive and comparative

statistics for data analysis (62.1%). A minority of researchers used descriptive
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statistics (30.1%) to describe the data obtained. In addition, a small number of

researchers conducted their research using comparative statistics (6.8%), which were

used to compare the achievement of students.

4.3.8. Findings
Table 4.13 Findings for studies of games used in English language teaching and

learning in Thailand

Findings f %
1. Higher scores after post-test 51 495
2. Higher scores & Improved attitudes 13 127
3. Good attitudes or good English achievement 6 5.8
4. Students’ achievements in English 4 3.9
Differentiated & Higher satisfaction
5. Others 29 281
Total 103 100.0

The results show that largest number of research findings (49.5%) were

similar in finding that students obtained a higher score after learning with games or
that students who were taught with games received higher scores than students who
were not taught with games. Some researchers (12.7%) indicated that students
obtained a higher score after learning with games or students who were taught with
games received higher scores than students who were not taught with games and
students also had improved attitudes or greater satisfaction towards using games or
towards learning English. A few research findings (3.9 %) were similar in revealing
that the academic achievements in English of students who were taught through games
were higher significantly different at the 0.01 or 0.05 levels from the results of those
who did not use games. The satisfaction with learning English among students taught
through games was significantly higher at the 0.01 or 0.05 level after being taught
through games. Finally, others findings refers to research in which the results were
different from those stated in Table 4.13. For example, one study found that after

using games, the scores on the post-test were not higher than the scores on the pre-test,
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and also there was no significant difference between the scores on the post-test and
the pre-test for experimental and control groups.

4.4 Summary of the findings

To conclude, the findings of this present study reveal that studies on games
used in English language teaching and learning were most often conducted by master’s
degree candidates. Computer games are not frequently used in the classroom. Most
game studies which aimed to investigate the effects of using games were conducted
using only an experimental group. Moreover, most research findings were similar in
reporting that students obtained a higher score when using games. They also had high

levels of satisfaction towards the game activities towards learning English.
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CHAPTER V
DISCUSSION

The purpose of this study was to find general information about the
research studies such as year, field of study, institutions, and a degree by the author of
the study, to investigate types of games used in English language teaching and
learning in Thailand, and to investigate the purposes, methods, and results of the
research studies in which investigated use of games in English language teaching and
learning in Thailand. This chapter discusses the findings from the previous chapter;

the discussion is arranged according to these research questions.

5.1 Research Questionl: What general information is given about the
research studies, such as years, fields of study, institutions, and degree by the authors?

5.2 Research Question 2: What types of games used in English language
teaching and learning in Thailand have been studied?

5.3 Research Question 3: What are purposes, methods, and results of
research studies is about the use of games in English language teaching and learning in

Thailand?

5.1 Research Questionl: What general information is given about the
research studies, such as years, fields of study, institutions, and degree by

the authors?

1. Year of study

According to the findings, most researchers still focus on the use of
manual games in the classrooms. Research studies about manual games appeared
regularly between 1983 and 2011. Although computer games have recently begun to

play an important role in classrooms (deHaan, 2011; Demirbilek, et al., 2010; Lin &
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Young 2008; Ranalli, 2008; Suthothon & Inthanak, 2010; Uzun, 2009), computer
games for language learning has not received much interest on the part of researchers.
This implies that teachers are still focused on the traditional teaching methods. They
are familiar with the use of manual games. They also have not been trained to use
modern technology in the classroom, so they did not know how to use computer

games in their teaching.

2. Field of study

The researchers who studied the use of games in English language
teaching and learning were from two main groups: ELT and other fields such as
educational technology, special education, language and social studies, elementary
education, educational psychology, computer technology, curriculum research &

development, business communication arts, and educational administration.

3. Degree obtained by the author of the study

Most research studies were conducted by master’s degree students. This
implies that most researchers were English teachers who aimed to use games to
motivate students in the classroom. They also wanted to whether games can help
students to improve language skills or not. There was very little interest on the part of
doctoral students in conducting research into games. Nor was there was any

production of research papers about the use of games in English language learning.

5.2 Research Question 2: What types of games used in English language

teaching and learning in Thailand have been studied?

There is a dearth of research publications about computer games in
English language teaching and learning. This finding is consistent with the findings of
deHaan (2011) and Uzun (2009) who state that there are few research articles studying
computer games for second or foreign language learning. In my opinion, there does
not appear to be much interest in conducting research about computer games in

language learning because people may have negative perceptions towards computer
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games, feeling that they may distract students from their learning. Students play games
for fun rather than learning. Some computer games are violent which makes players
imitate some aggressive and inappropriate behaviors. In addition, there are concerns
with the use of technology in the classroom. na Nakorn (1995) discovered that most
government and private universities used computer games into the classroom, but
some factors led to problems in using these games in the classrooms, such as a lack of
experts in using innovative multimedia and expense. Thus, computer games are not
frequently used in class.

However, several researchers (deHaan, 2011; Demirbilek, et al., 2010; Lin
& Young 2008; Ranalli, 2008; Suthothon & Inthanak, 2010; Uzun, 2009) recently
have put an emphasis on using computer games, especially in language learning. They
found that computer games offer many benefits for both native and second language
learners. In computer games, especially on-line games such as a massively multiplayer
online role-playing game (MMORPG), multiple players can share their knowledge and
experiences via online chatting (Suthothon & Intanak, 2010). Ranalli, (2008) also
found that computer games like The Sims can increase students’ vocabulary

knowledge.

5.3 Research Question 3: What are purposes, methods, and results of
research studies is about the use of games in English language teaching

and learning in Thailand?

1. Purposes of the study

Most researches had similar purposes in conducting their studies into the
use of games in English language teaching and learning. Most of them conducted their
studies to investigate the effects of games or computer games and evaluated the
achievement of students. This may be because these English teachers followed the
traditional pattern in research design in which the assessment of the achievement of
the students before and after treatment provides an assessment of the effectiveness of

the intervention. McMillan and Schumacher (2001) state that in investigating students’
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achievement or change, “teachers need to use pretest-posttest design” (p. 331).
Furthermore, there was no research conducted for other purposes such as establishing
relationships and predicting in conducting the research about games used in English

language teaching and learning.

2. Methods of study

Most research studies investigated in this study used only an experimental
group. It is important to note that research studies must be pure experiments in which
there are two groups of subjects. According McMillan & Schumacher (2001), true
experimental design refers to adding a control group into the experiment, so there are
two groups, which are the experimental group and the control group. Consequently,
the findings gained from such experimental studies will be accurate and unbiased.
There were also very few survey studies. Primary and secondary students were
frequently recruited as the subjects in these studies. This might be because teachers
felt that it was appropriate to use games with students of this age. Students at this level
seemed to like the games which teachers used in the classrooms. In my opinion,
students at this level easily get bored while learning, so the teachers attempted to use
games to motivate them to learn. The use of games with other subjects such as
kindergarten, university or vocational students received little attention. This implies
that it is difficult for teachers to find games with appropriate format and content to use
at these levels. However, some researchers conducted research studies with
kindergarten, university or vocational students. Agudo, Sanchez, Holguin, and Dpto
(2007) adapted computer games to serve children’s needs and learning styles in second
language learning. Actually, this group of students cannot read or write, so multimedia
content plays an important role in helping children to acquire knowledge and language
skills. Griva and Sivropoulou (2009) also used games with kindergarten students.

Most research studies conducted by the same institutions were similar.
Therefore, there is no variety in the research design nor in research topics in the area

of games used English language teaching and learning in Thailand.



Pannaporn Lerdsurawat Discussion / 66

3. Findings of the study

Most research findings indicated that students received higher scores on
the post-test than on the pre-test or that students taught by the use of games performed
better than students who were not taught in this way. Similar results have been found
in other studies (Chaiphar, 2002; Chanprasert, 1998; Chansri, 2002; Ditjaroen, 2004;
Khemtong, 2003; Kosonparinyanantha, 2000; Mumak, 2004; Namwong, 2004;
Phanyachawat, 2004; Phinit, 2009; Phuanglamyai, 2004; Phumilak, 2005; Sonsut,
2006; Suksomboon, 2007; Suthothon & Inthanak 2010; Taveechart, 2006; Ya-cham,
2007). This finding confirms findings reported in the literature review where most
researchers found that students’ language learning outcomes significantly improved
after using games. Furthermore, the findings also reveal that students had positive
attitudes towards using games in the classroom. They expressed a high level of desire
for teachers to use games in the classrooms. This finding is consistent with the
findings cited in the literature review in which students stated that they enjoyed
playing games. Students were more confident to use the target language and
responsible for their own roles while playing games. These findings are consistent
with related research in which most researchers found that games could help students
to develop language skills. For example, computer games like The Sims can help

students develop their vocabulary (Ranalli, 2008).
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CHAPTER VI
CONCLUSION AND RECOMMENDATIONS

6.1 Conclusion

English is an important tool for communication, education, and work, so
the purpose of teaching and learning in Thailand is to develop students’
communicative skills. Students will be able to use the target language in more
meaningful ways and use it in their daily life communication. However, teaching and
learning English in Thailand have been unsuccessful. Students cannot use the target
language to communicate with others although they have studied it for several years.
This is because some teachers may still use traditional teaching methods. They do not
have a variety of new teaching methods to use to motivate students to learn the
language. Although some teachers have more used a learner-centered approach, they
do not have the time to prepare a teaching and learning environment to motivate
students. Consequently, students are not motivated to learn and do not participate in
the classroom. Integrating games into the classrooms could help students learn and
use the language in a more meaningful way. Games are important tools for developing
students’ language proficiency. The literature review showed that games provide many
benefits for second or foreign language learning. Games can help students to improve
communication, motivate students to learn the language and the culture. Games can
be an alternative for authentic textbooks, and promote the concept of the learner-
centered approach. However, there is a lack of research studies conducted about the
use of games in English language learning and teaching in Thailand, especially
computer games.

This study aimed to investigate types of games used in English language
teaching and learning in Thailand, to find general information about the research
studies such as year, field of study, institutions, and the highest degree obtained by the
author of the study, and to investigate the purposes, methods, and results of research

studies about the use of games in English language teaching and learning in Thailand.
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The universe for this study was a total of nine hundred and nineteen research studies
about games obtained from the ThailLIS database. ThailLIS is the Thai library
integrated system which is a cooperative project of the Thai Library Network-
Metropolitan, the Provincial University Library Network, the Office of the Higher
Education Commission, and the Inter-University Network or UniNet. Selection criteria
for the articles investigated in this study were authenticity, credibility,
representativeness, and meaning, as described by Scott (1990). The research
instrument was a coding table which was employed to collect the data. The researcher
classified the data from the research publications about games according to: year, field
of study, institutions, degree obtained by the author, types of game, skills, objectives
of the study, subjects, research instruments, design, statistics, and findings. Then
descriptive statistics and content analysis were used to analyze the data.

The results showed that the research studies on computer games made up
only 16.5% of the total. The results also showed that most research studies (96.1%)
were done by candidates for a master’s degree, while only 1% of the research studies
were conducted by doctoral students. The largest number of researchers focused only
on vocabulary (42.7%). A majority of researchers conducted their study with only an
experimental group. (51.5%). More than one-third of the studies (38.8%) were
descriptive, and one-third (33%) were both descriptive and comparative. Primary
students (52.4%) were most frequently recruited as subjects for the research studies.
Lesson plans (58.3%) and tests (46.4%) were often employed as tools for collecting
the data. Lastly, almost half of the research findings were similar in revealing that
students’ language learning outcomes improved significantly through the use of games

(49.5 %). Students obtained higher score after using games.

6.2 Implications of the study

Implications for administrative policy

1. Game warehouse: Games can help students to retain their knowledge

and students enjoy playing games. Thus, teachers who created games in either manual

or computer format should present and distribute their games. An organization should
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be established to serve as a warehouse to collect these games and help other teachers
who want to use them.

2. ThaiSim: The Thai Simulation and Gaming Association (ThaiSim), the
first Thai organization directly dealing with simulation and gaming, should help
teachers at all levels to use simulation and gaming in their classes.

3. Games Award: Games for teaching and learning should be rewarded.
This can be done through a game competition at each level (primary, secondary, and

tertiary) so teachers will be motivated to create and a variety of intellectual games.

6.3 Recommendation for students, teachers, and parents

1. Time management: Students should manage their times and play games

for learning as well as for fun as appropriate, so their learning will not be affected.
Parents should advise their children carefully in order to build discipline and to protect
the children from illnesses such as fatigue, eye weakness, carpal tunnel syndrome, or
gastritis due to spending prolonged periods playing games.

2. Looking for and evaluating games: Nowadays, young people are

sometimes keener on the use of technology than older people, so students may look for
learning games. Both teachers and students should evaluate these games before they

are used in class.

6.4 Recommendations for further studies

Further studies should be carried out to gain a deeper understanding as
recommended below:

1. A survey of authors who used games in this study should be conducted
to ask about their attitudes and to learn whether they have continued using games in
their present jobs. The survey should include what types of games (computer or
manual) they use and other details about the games.

2. A follow-up study should be done of the subjects of the studies in those

publications (students who were taught by games), so the effects of using games in
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ELT can be determined. Moreover, their learning engagement, motivation, and
attitudes toward learning ELT through games should be investigated so as to shed
more light on the effectiveness of using games for ELT.

3. In the present study, the results from the document review may not
provide insightful information. Accordingly, in-depth data such as interviews,
observations, and think-aloud protocol should be collected for further research.

4. The data from this study may be exploited to compare and contrast
subjects from all levels (primary, secondary, and tertiary). Additionally, some manual
games may be redesigned in computer format so students can use them at their own
rate.

5. Studies of using games in learning and teaching of other courses such
as mathematics, physics, biology, and social science should be conducted and the
results compared to those of this study. Additionally, some games used in those

studies may be adapted and used in ELT classes.
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APPENDIX B
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Field of = Curriculum and Cl 1
study Instruction
= Applied Linguistics AL 2
= English/ Language EN
= Teaching English as a TEFL 4
foreign language / English
Language Teaching/
English as an international
Language
= Education Technology ET 5
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= Special Education SE 7
= Language and Social LSS 8
Studies
= Computer COM 9
= Elementary Education EE 10
= Educational Psychology EP 11
= Computer Technology CT 12
= Curriculum Research & CTN 12
Development CR 13
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= Educational EA 15
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= Education ED 16
= Technology and TEC 17
Educational
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DOC

Type of

games

Manual games

Computer games
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Tools for = Lesson Plans LS 1
experiment = Games /Teaching G 2
Materials/Teaching LS&G 3

package/Exercise with
games

= Lesson Plan & Games

Tools for = Observation ) 1
collecting = Questionnaires and Q&A 2
data attitudes tests
» Interviews | 3
= Tests T 4
= Notes N 5
= Evaluation Form EF 6
» Kindergarten students K 1
Samples »  Primary students P 2
= Secondary students SC 3
= University students U 4
= Vocational students VC 5
= Teachers TC 6
= Impaired students IS 7
= All members related to the ALL 8
institution
Design = Experiment lgr 1
29r 2
3gr 3

= Survey S 4
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Interquatile range

= Comparison t, f, x2, Multiple 2
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= Relationship Correlation, Pearson 3

product moment
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* Prediction Simple Regression 4
Multiple Regression

Results = Not changed NC 1
= Higher HR 2
= Pass P 3
= Good GD 4
= Desirable DS 5
= Average AV 6
= Differentiated DF 7
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APPENDIX D
LISTS OF INSTITUTIONS PRODUCING STUDIES ABOUT THE
USE OF GAMES IN ENGLISH LANGUAGE TEACHING AND
LEARNING (ELT) IN THAILAND

Groups of Institutions Names of institutions
Government university King Mongkut (North)
King Mongkut
Ramkhamheang
Mahasarakam

Srinakharinwirot

Chiang Mai

Kasetsart

Khon Kaen

Naresuan

Burapha

Silapakorn

Sukhothai Thammathirat
Prince of Songkla (Pattani)

Private university Dhurakitjpundit




Fac. of Grad. Studies, Mahidol Univ.

M.A. (Applied Linguistics) Appendices / 113

Groups of Institutions

Names of institutions

Rajabhat university and

Ratchamongkol

Uttaradit Rajabhat
Nakhon Sawan Rajabhat
Udon Thani Rajabhat
Sakon Nakhon Rajabhat
Ubon Ratchathani Rajabhat
Rajabhat Tepsatree
Kamphaengphet Rajabhat
Burirum Rajabhat
Rajabhat Thonburi
Pranakorn Rajabhat
Chandrakasem Rajabhat
ChiangMai Rajabhat
Rajabhat Maha Sarakham
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