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The Effects of Game-Based Learning on Further Study Decision-Making
of Grade 9 Students
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ABSTRACT
The purposes of this research were 1) to study the further study decision-making ability
of Grade 9 students after receiving game-based learning management, and 2) to compare the
further study decision-making ability of Grade 9 students before and after receiving game-based
learning management. The sample group consisted of 36 Grade 9/2 students at Tessaban 1 (Eng
Siang Samakkhi) School in the first semester of the academic year 2025, selected by purposive
sampling. The research instruments included 4 game-based learning guidance lesson plans and a
further study decision-making ability test. The statistics used for data analysis were mean,
standard deviation, and t-test for dependent samples.
The research results were as follows: 1) The further study decision-making ability of
Grade 9 students after receiving game-based learning management was overall at the highest
level (x = 4.54, SD. = 0.39). 2) The students' further study decision-making ability after the learning
management was significantly higher than before the learning management at the .05 level.

Keywords: Game-Based Learning / Further Study Decision-Making / Guidance.
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