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Abstract

The objectives of this research were to (1) develop an English learning game
integrated with a Chatbot Al system to enhance listening, speaking, reading, and writing
skills; (2) examine students’ learning achievement after learning with the Chatbot Al-based
English teaching game; and (3) evaluate students’ learning motivation and satisfaction. The
sample consisted of 50 first-year students from the Faculty of Education, Bangkokthonburi
University, enrolled in the first semester of the 2025 academic year, selected through
purposive sampling. The research instruments included (1) an English learning game
integrated with a Chatbot Al system on the Mondly platform, (2) pre-test and post-test
assessments of English learning achievement, and (3) a questionnaire on students’ learning

motivation and satisfaction.

The collected data were analyzed using descriptive statistics, including the mean
(M) and standard deviation (S.D.), and inferential statistics, namely the paired samples t-test
and effect size (Cohen’s d), to compare pre- and post-learning results. The reliability of the

questionnaire was verified using Cronbach’s alpha coefficient (QU).

The results revealed that the post-test mean score (X = 72.56, S.D. = 7.95) was
significantly higher than the pre-test mean score (X = 56.24, S.D. = 8.73) at the .001 level
(t(49) = 15.39, P < .001), with a large effect size (Cohen’s d = 2.18). This indicates that the
use of Chatbot Al in the English teaching game had a significant impact on students’ learning

achievement. Furthermore, the mean score of learning motivation after learing (X = 3.85,

S.D. = 0.55) was significantly higher than before learning (X = 3.02, S.D. = 0.68) at the .001

HUN3SUTDIRMNNAINAUEATTENTSE1981ansing (TC) eglunguil 2 avuyvemansuazdsauaans



106 EDUCATIONAL ACADEMIC JOURNAL BANGKOKTHONBURI UNIVERSITY Vol. 13 No. 3 September - December 2025

level (£(49) = 8.38, p < .001, d = 1.19). The motivation and satisfaction questionnaire

demonstrated high internal consistency with a Cronbach’s QL of .89.

The findings indicate that using Chatbot Al in English teaching games effectively
enhanced students’ learning achievement and motivation. Moreover, it fostered an
interactive learning environment that encouraged enjoyable, natural, and continuous
language practice. This approach is suitable for integrating into English instruction at the

higher education level to promote active learning in the digital era.

Keywords: Chatbot Al, English teaching game, learning achievement, motivation,

interactive learming
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WUUNGUAUNUS (Paired Samples t-test) WialUSeuLgUALLUUKAANGVSRoUSEY (Pre-test) Lag

fw o v
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L =) v = U a U o U v o v aa dl ‘ﬂl
w38y (Post-test) ‘EJEN‘LJﬂﬂﬂ‘HﬂuﬂQNL@EJ’JﬂU Iﬂﬂﬂ?‘lﬂuﬂigﬂ‘UUEJﬁ']ﬂQJ,VI'NE‘Z{OG]‘VI .05 8

a o

7915013707518 Chatbot Al Tulnugisaouiinasionadugnsnienisiseuegived

[

unsab

]

pmigl

AI0ENHANTITILATIE ATUULRdEnauTeY (X = 72,56, S.D. = 7.95) ganIALUUNBUTEY

'
o w aada

(X = 56.24, S.D. = 8.73) agnilipdAgynsadangzdu .001 ((49) = 15.39, p < .001) lnadauin
WA (Effect Size; Cohen’s d) winffu 2.18 Fadmeglusedu “geunn” (arge effect size) wansliiisiu
F9n15W Chatbot Al luinudasaeudenasientsiauinadugninianisiseuresindnuesnad

USLANTN N

A51997 1 ADFALTINTTUUIEINTUAL UL Pre-test ay Post-test

Aauds n Mean (X) S.D. Min Max
ATLLUU Pre-test 50 56.24 8.73 38 72
ATLUUY Post-test 50 72.56 7.95 55 90
Diff (Post — Pre) 50 16.32 7.50 3 34

NaNIFIATIERAZLLLN UMY SlHnuTeaeufidl Chatbot Al WU AzRULME LT
(X = 72.56, S.D. = 7.95) gandnAzuuuneulsey (X = 56.24, S.D. = 8.73) sgildudAnymsaiia,
1(49) = 15.39, p < .001. WWIAKA (Cohen’s d) WNAU 2.18 Fauansfanavualvgiuin vuieay
3973514 Chatbot Al Tunugaeasuiinansenuidsuind onadugnd n1anisis suveindnw
2E19TALAU

2.2 Mswseuiiisuuseyelalunisisesuinaunasuaauseu 19ais Paired Samples
t-test LULABINY Lﬁaw%uLﬁ&thLa?{angﬂ%aaﬁﬂﬁﬂmdauuawé’qL'%&Juéf’;EJ Chatbot Al
HANTIATILYNUD AzluuLsgelandaseu (X = 3.85, S.D. = 0.55) aandinewseu (M = 3.02,

S.D. = 0.68) agn9iitiydn ”ﬁquaﬁaﬁszﬁu .001 (t(49) = 8.38, p < .001, d = 1.19) Fauanslidiy

! a Yo aa I3 a ¢ a o = Y
31 Msleuiiwnuidesdusznevvesdyaiuseivgaiunsaiiuussgddavesdndnuile agng

WUTA AIN1TIN 2

M19199 2 @A TNE S UANALTIRIla

A3 n Mean (X) S.D. Min Max
Motivation Pre 50 3.02 0.68 1.5 4.5
Motivation Post 50 3.85 0.55 25 5.0
Diff (Post - Pre) 50 0.83 0.70 -0.5 25
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ml,aﬁmmgﬂmﬁwfumﬂ 3.02 (S.D. = 0.68) 4u 3.85 (S.D. = 0.55); NMINAFOU t WY

o w

AMNLANF1sEENiTBdAeY, 1(49) = 8.38, p < .001, d = 1.19. wuvdsunudAu o unely

[
N 1

96 (Cronbach’s O = .89) 331613 vuilusegalanazainuiianelasenisiTeunie Chatbot Al
aghadugusssy

2.3 N13ATIVEUANMUTRSIUYRLATDITR Y

wuvasunuussgdlalunisiousldsunisnsaaeuaianudesiudie @i Cronbach’s
Alpha HanIsAUINNUILUdeUaaTiAAdesfuwinfy 89 wansinedesilefinnnudedold
Tusgdufunn Geaonadostuinusinasgiuiel o > 70 fedmuinusi

2.4 n'1imi'a%aauauuagﬁuﬁugﬁwm%’aga

AouAiuN1IVAdeUaNIAFIN LNTI9E0UNTLINKIIVDITBYAAILLANATA (difference
scores) 98 N15NAABY Shapiro-Wilk Test wudnldiideddgwneadia (p > .05) Feasulaintoya
fnsuanuadtndfesund nzausienisldatfvuunslies

msm's':naaauauuﬁgmﬁungaa%’aga

Aoudiun1sVAdeUaNIRZIY lNTI9EeUNTLANKABITBYAAILLANATA (difference
scores) 98 N15NAABY Shapiro-Wilk Test wudnlidiideddgvneadia (p > .05) Feasulaintoya

AN154NKAINAPEIUNG LN AUADNNSITADRARUUNITILNDS

d3Uuazaiusnenan1sidY

Nan15ITEAAsIELAWIY 151y Chatbot Al Tulnutisaeun1wdinguilnaldauanse
mswmunyzawLazusgdlavesfifou Teanunsneiusodu 4 seduldded 1) du
wadugnivanisieunsitnAnudazuuuvdaSeuganinoudou wansliiiuin Chatbot Al
annsaifuedosdeiaiunsiioudmunsnguidussavsam mazdiFeuldsulonaiinldneuly
Uiumaiionats waglduduuztihuuuneyana deaenndeaiuauiduves Ramesh, Krishnan, &
Pillai (2021) WA Kuhail & Aljazzaf (2020) inuiuamuendielgGeunwsanguidlauazand
Fdmildadudiofinisldmeut q Tuanunisaisiaes2 ) Fruusegdlauazanuiianels msFeus

YV a b %

runsLaE Chatbot Al vhlsigiSeuianayn liidemine wazifnmuyme deaenndesiuuuifn
94 Sailer et al. (2017) uag Chen et al. (2018) #in@1231 Gamification F2etfiuussgalanielu
vesfi3ou Inslamnzillefszuumeuauswiufinaznislisstaaiiouass 3) dunsiamniney
M3deaNINWISangy Chatbot Al Hreliindnuildflnyauazilousgradusssuwd anaund
51w Femsetunanisfinwives Andnn wedaassn (2563) uag 137y 193YaY LAYAYA
WA (2564) swy31 n1siFouniu Chatbot vinlsii3sundldnudsnquanndy wasiin

1151383 URTI 4) MMNTINVBINITTEUTUUU Al + Game-Based Learning N1IHEALNATY
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A3 8ULIANIITNSIS UL UA LAY
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