Arts of Management Journal Vol. 9 No. 2 March - April 2025

9/ [ [ ¥
MARAR2BINNANYITRIT 1 #127321N1E1BINgUABNITITENS
¥

¥ a (%4
Tﬂﬂ?’ﬁtﬂ}lLﬁ%ﬂ”l%?‘uiﬂﬁﬁﬂ’]ilﬁﬁﬂNﬂ’?’]NWi@Nﬂ’I‘]&I’I@\‘iﬂ‘E‘[E
First-Year English Majors' Attitudes Toward Game-Based Learning in the

English Language Preparatory Program

a a ° a
ﬁsmig ﬂuwsquﬂ
Saranyoo Inuris
4 o/ 4 a o/ %
AMTHUHYAEATUALNIANFINGT NN TN NIEUAT

Faculty of Humanities and Social Sciences, Phranakhon Rajabhat University, Thailand

E-mail: saranyoo.i@pnru.ac.th

Received March 13, 2025; Revised April 10, 2025; Accepted April 17, 2025

UNANYD

unANERdngUsrasaiie (1) AnewiadafizesinfAneidudn 1 a1213snieidenn
1 ~ Y v a 4 o
aonsBeng lnelanudnginlassnisedananunsonntundengs way (2) Anyiyaueswes
a19138neni1sBenginetrnadugminlassniswonaansennundonge ns3daaseiids
MIATEuUURENNEW Tnefingusiaesnslaun sSnfAnuriula 1 areifdmniundings §auam 60
AW UAz 819138139 AN gRInEIInueuan 6 A tnatnisladinisdenngusaeen
LUDLANZA9 hEasiiafilriunisfiveeya@eal3inn faun wussuan Alsinsdnuuuafana
N8 5 92U uaziAspsflefilnfureyaBiqounniieinlarayaidedn Taun uuudnTEol u
o/ =R 4 o R ¥ a a ¢ ¥ ¥ aa o a i
Tufinnnadans uaziufinazneanin N193A1en2eY A (EafABINITNT UAT N1TAATIIN
FHan nan1s3denuan (1) asdnAnenfirua@ideuanne GBL ulasenismdanaaunsas
Aunfang Inefiaedasaneyfl 4.1 990 5 Seaglusziunin (2) e195eyAIANTansIns
yHNaeBIUanaafianssH GBL lassnismBanaunsannTefenguisdsasnanaauAn i
BaU9na1N15 1Y GBL 1aa39u3IeNA NG nszaungAnssuidauansanindneiuas
e niuinAnun@iAuaREsanaen1sBaunEangs
ArdnATy: n3Beuglnenislrnadugin; Weuad; nsBEeuniendengs; usegels; AnEann

ﬁ/ﬁflﬂ; N19798 BUUNANNTTI, ﬂ’]‘iﬂ@uﬂ’ﬁﬂ"lﬁﬂﬂi]iﬂ?uﬁ’]u‘:ﬂ"ﬁﬂ’]m’]dﬁiiimV"T

258715AaUN159RN15 091 9 RUUT 2 ANIAN - LWNEIYKR 2568 79



Arts of Management Journal Vol. 9 No. 2 March - April 2025

Abstract

This article aimed to (1) examine the attitudes of first-year English major students toward
game-based learning (GBL) in the English language preparatory program, and (2) investigate
instructors’ perspectives on GBL in the same program. A mixed-methods research design was
employed to view student and instructor experiences comprehensively. The sample consisted of
60 first-year English major students and six instructors from the English language program,
selected through purposive sampling. Quantitative data were collected using a questionnaire that
employed a 5-point Likert scale. Qualitative data were gathered through semi-structured
interviews, an observation checklist, and reflective journals to gain in-depth insights. Data analysis
was performed using descriptive statistics for the quantitative data and content analysis for the
qualitative data. The findings revealed that students exhibited a highly positive attitude toward
GBL, with an overall mean score of 4.11 out of 5, indicating strong cognitive, affective, and
behavioral engagement. Moreover, instructors expressed positive views regarding implementing
GBL in the preparatory program. They observed that game-based learning not only fostered a
supportive classroom atmosphere but also stimulated positive student behaviors and contributed to
the development of favorable attitudes toward English language learning.
Keywords: game-based learning; attitude; English language learning; motivation; anxiety;

mixed-methods research; English as a foreign language
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