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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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