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Gamification in the Classroom: The application of using video game
technique in class to develop students' class attendance, participation

and scores.
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nuAteilifunsidelutudewdeatumsiineda Gamification aldlunisiFeunisasy
Jyrn1snatnvesininerseiuliugynd Judi 3 lagursuluunisazauuAy (Badge)
11301579 (Quest) NstiutaLa (Level) m3adiengu (Guild system) nisiiulewiu (item) wae
MslmALUY Reality Show anUszgndltlunislipzuuunaslviseiaiiegdlatindnuilunisd
dusulumsiFounaznsviaungy Tnodmuatindnwieenidu 2 ngu Jeuvseenidunda
ruAldmsisunsasuluguiuuun® 91w 42 au wasngunaaes IWnsissunsaeuluguuuy
Gamification §7u3u 35 A wazthnafildanmsiuteyanginssumadiFeu msfldiusan
uwagmansfouresdndnune 2 nguuiFeudisusu Gmanisitenuiinisldivade
Gamification a’liﬂia@ﬂﬁﬂﬁﬁ'ﬂﬁﬂwﬂﬁv\li}aﬂiimﬂ’]iL"ﬁ?ﬁENL%EJULﬁ&JQQ%u msvuaaielivle
ey anunsagdlaliindnuTdiusuluduou filunismeudmony nmadevdes uaznns
yhansmilutudeusineg umnntu Tudunisvaungulaensldsuuuy Guild system Tng
nsthiinAnuniifivinuesine fuvhausmiuidlianundgy faaunmgeduaindy wagnslf
AZLULUNGUAETNTANIINNALMINIINUAASNIBUBNHIUNITUAAINAIIUNIG Social Network
AildunseduliinAnuidloadsassdnanuiifinuamfiunuudiy
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Abstract

This paper investigates the use of gamification techniques, such as badges,
quests, levels, guild system, items and votes, in the classroom with an aim to motivate
students' class attendance and their group work. Students were separated into 2 groups,
a control group (academic year 2012 with traditional technique) and an experimental
group (academic year 2013 with gamification technique), to compare their behaviors and
scores. The results show that, class attendance of the experimental group is consistently
higsher, quests and items motivate students to participate and do class activities more
than students in the control group. The guild system that was instructor-assigned groups
improved the quality of their team projects. Moreover, the votes from outsiders via
social media also make students intently develop their team projects to be the best.

Keywords: Gamification, Teaching Techniques, Motivation
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Hagtunvulveiinnddanaluladuaslfifiensvaussmudosnsludiusiieg i
11nPu WnugULUUAIeY 91fidu RTeina nuneuRumed wasnuuulnsdwiiede deiaidude
tudisegnmilefildumnudenogrsunivarsludsan Tnglumsiaunugiduasiimaiamvine
vUszianlagdnlud® 019 Ussamduda nsduns nsAndiasest wagiinwelunisdndula
Hudu (nediv1ns dwinnisunnd ngammamuns, 2013) anundAndinandainduiiinues
wAsIN ANy LAfuMIUszgndlitadeineliAnnngnsAnnuunldlunisBeunisaou
yi3efiuni “Gamification” Ju

Tnsusnidumaia Gamification Idgninanldlufanssuvnamsnaiadeu a1ndudsgn
thunuszgndldlufanssunisiSounisasu TnonsdsusuuuumsiFoudsineg Wnaredu
Aonssuiiinisudedu n1ssauile nsdumn uazmsueniadessm Tnedauuimslunisaiianing
aun arwhmelunsisuwnudifiduasdeituiivarsus Sunudulngaeilassaianisly
mefaifiofudegds setasnduimdsgalifiduifansaulafanssuniednl Fosq was
ieansssuvAvesuyuiiaudesnislunmsienvurey mslésussiargsiliidnnnagiila
Turauzfimsuivdomnudumarvzaienudansuauivdfiay evandosmnuidnrineu
fufiduinAangnssunisdunienisneeiuvigiluiden s aundiassugvieldsusatai
Us1saun (Kapp, 2012)
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ngUszasA
1. ey mgAinssunindrduiFeuvestindnu Tun1ssunsaouguiuutnisunms
\SYUNNTADULUU Gamification
2. \ilelUSsuiiisunginssunisidrusanluduieuvesindnet lunsifeunisaeu
sUBuUUNRAUNSISBUNNTARUIUY Gamification
3. WeiSsuifisungAnssunmsvnaunguuesindnu TunisBsumsasuguuuuundy
N13SUUNTADURUY Gamification
4. Wlew3suiisunadunyinisnsifeuvesindnu lunsiFeunsaeusuuuudndsy
NN3LSUNTSaRULUY Gamification

uwuaAn Naul wazeuAdeiiiendas
walla Gamification Agazls
Gamification 1Hufdwifignislilaegnamnssuddsiaiiie Tl a.a 2008 waziFugn
Branldeghaunsnanetuieny lutied A, 2010 uirumnevesiAdslidaauuasieliin
awduaulyunslenia (McGonigal,  2011)  auluiigafldfinisseyarumanevesdiin
Gamification  wnefanisihguuuuiazuuAnvesmsiaunuuildluaaiunisaidug il
Retestumsiduny e emnuihaulauaznszduliAnnsiidmsmangieadomnie
(Deterding, Dixon, Khaled & Nacke, 2011) Inginatin Gamification v lisnduasdeadunis
a3 widunsuszgndltinadanisgslavesnsidunileliussg ngusrasdlufanssy
#1399 Banagmindnlunisgslavesnisisunufenislisetaungiduivhaisiadisa lneseda
Usznaumie Azuuu (Points) dgydnwaldnsa (Achievements badges) LagIEAUAINLEINNTD
(Levels) Insmsuvstudeduusznaufiddiyvesmaiia Gamification fiauynauazwetesiils
mmaﬂﬁ%’mwﬁaLﬁamsﬁlu;:isuuz (Hee Jung Park & Jae Hwan Bae, 2014; Nicholson, 2012)
NNinUGHaaEe
iFHFuYesNsinATla Gamification sldlunisFeunsaeuuainmsifiugasues
\nulazns3euRTinuzn1suAdam (Problem-solving) stigmazidusaivungmsjsmnelu
N5ieuveElIeu (Ward, 2011; Jonassen & Rohrer-Murphy, 1999). Tumsiduinuiiauagzdes

o

nsiadieg eundnilunisiauiioussgidmanelunisudsdu wuieatuduluaunisfnuii
HLTEUAABIUTIAYYIMINLAILNTHMUIANFUALTINYE BIN1INTTEUIIBAAUTEANTNALINTY

a 1%

Wednsvinmewagaunauuvilaunisiawny (Fabricatore, 2007; Fabricatore & Lopez, 2012)
SnslunuusUssnniuuenainazdedldvinurmsuidanuds Sieneasdedivnur s
1 vinwgmsdnssdeulunussnniidioninisie (Quest-based game) Bsgiduazdvnsunu
IUﬂﬁiﬁWﬂWiﬁﬁlLm'azazhﬂumﬂﬁmmzamﬁamiLLﬁﬁmmﬁQﬂé’amaziam%’s (Howard, 2008;
Smith et al., 2011)

nsmeassthimada Gamification luszandldlunsigeumsasutiu Wilnuideasunal
TnadiadanusanseduligSousinayn auls wegildusiudumadounndatu nislsiseta

wagn1sasinwihlifSeuinginssulunsidiiesseuintusgraiuladn Snvisianssunisud
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WIE19 M Seusdninigiazeenie1vurianunsngslalvidiseudnuimanusiiiuiy
wagnanEsedunsteuliIniy feunuieuesdilaluionivililuegied wazlunis
aunguiauisaantymnishitisaunie Free rider asld Fovinligiseusdnaynuasd
VirUARAUUINAUNTINUTINAULRULINNEWY dwalinaaunguivineenundamun1neadusig
(Fabricatorel & Lopez, 2014; Caton & Greenhill, 2014)

AwAiunside
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AUATITINTYE AngnSeeAmans uninededaling lagdmuatndnwiseniu 2 nqu Ae
1. ngumuau 1935nsiseumsasusUwuudnd lulnsfnen 2555 SunAnwiameideu
Bouiadu $1uau 44 au uanifinaeuivludundUnsiundiuin 2 eu sadulindnusidy
42 Ay
2. ngunnaed LeIsnsisunsaouluy Gamification lutn1s@inwn 2556 HnAnw)
awmzSoudousisiu $1uam 36 au wasfinoondnlUludUAWT 6 $1uau 1 au saduiindnw
fladu 35 Ay
Tnedwualilunisdounmsaeuis 2 sUkuy fenansdfaeu gunsninisiFeunisaou
Furudueu nsdeuiu at uavanuiiieu liuandetu Taswedesiledildlunsidede 1.
wuudang 2. wuuduiin (Kan15i3eu nsivieasen) 3. Game Items
Gamification in the classroom
nalnlunisa$uuazesnuuvidlonuianunsaiuussgndldldfunstounisasuly
wouSeulaewaila Gamification awnsautsesnilulsediusmed 16 §ail (Brunsell & Horejsi,
2013; Kai, 2013; Ong Chao Xiang, Teh Tuan Ann, Chan Ying Hui & Lee Tse Yew , 2014)

AN5197 1 NALNLAZAUNLIBVDILAT LB UNISAS 1AL DDNLUULNY
nalnlunisadis sneazLden
LAZABNLUULNY

Fast Feedback  Hlaunuazdesiimsnauldngag Jesaunsotanuliliounasionvuy
diauaudue) 19
Y

Challenge msudetulunundunisasisanuiome Widiauneiewldanuaunsaie
YuETmearesed Wevuskiaudzlaseiavseasiuy luvueiinig
1 v < Yy o g d‘ aa v
Wrgunazduussgalaligiauyihgivemisnmsiesusila

Badge sUnvumsnuazkunlung nenisldszuudydnveldaandiiuseiv
VinweveElau
Quest Junsudtywvideviinisianieg finuminuald 1wy wvssmsesinianssu

Tinsu Weuwmaadusanaglasusetanseaunsainulganely
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nalnlunisadns 188198
LAZDNLLUULNY

Level System 1fuszuunisifiuaguuuiiieiiuseiuinueanuaiuisavesiazasiung

Boss Level Aevhnthluusagsiy NElauasdeuevuglild Jvavannsaduluga
polUly FulnagiisyaumnuenunnTuEes s Tulnagau

Reward / ltem  s19¥adwiugauey 1Judsalalifiauiinisudadu uag item g audu

1
=

wsesdlonfiauldidudelunisiawnulfazningsd

Guild System 1 Jussuunisraungulunuesula wWeswilotused iusulivszay
Audnse vieuusudmesiuls nednazdunssiuiuvesiaunians
9T (Mnweiamzanu) st iievilinguiduwday

MnuAslunsaisaresnwuuniasUliudiu §3delddenduaTesdiouisasan
UspendldluniaiFeunmsaeulasineida Gamification dwiusuideadedls fedl

1. naainisliazuuy anssvuazkuuUdsmdunsudsduasauuduuas s uuudy
Toydnual (Badee) TnewUdsunisiseniidenisdounisaeulvinaeiduniu (Stage) 6199 uaz
Wasuihdedanssmsenuiidenhddnanaduguuuunsufiaaluny

2. LL‘UﬁJi%‘U‘Umﬂﬁmiﬂu%’uL%EJUL‘ﬁuﬁ’]ﬁiyﬁlﬂ“lﬂﬂjﬂzLLuu@iN5] lusyuumsiiulanavsesny

3. msvhaung Tdnvuguesnisais Guild lunuesulatl lngideniind@nwiiivinue
Tuduiiuansnsfuansiunguiu uazilenasdidumii (Boss) vesusazauiidewiodifioriu
ATLULLAZLILELE LTS

4. nsuauaungy Manwaensdegiuves Guild uday Guild Tuinuesulad lng
fmualiindnwiudazngudesdinnsdediusienisniu-nou wazinindeuveaiioungudug
Tnefuuzazlanzuuu (Exp.) ludmanavesmuemislawiy

5. msbiazuuunanuinfne 19385Uuuuves Reality Show  Aenisiienansdilu
Commentator waztUalitin@nwilninnislunieseu 5383015l Social Media Tunisietng
HAIU kavtlugenn1snA Like, Share 1uIUBDA View WazANAALAUAI9Y da1saundy
AZLLUUGE

6. M3liseTa fnnswanlediudieg dwsudvue vsensumanuluriesiounsouiinia

=]

16 Tnglowinusiazelindseasiden fadl

- Homework Pass fdydnwalifuun Mdmsunsniu lddesdsmuientulaile
lngaglasunzuuu 2.5 A1 i

~ Stars Booster fifaydnvaiiudn Wiileiunzuuunuiontulails Tnodausazen
xfinnlaiviiu Juegiumnmenievesmaiiudld Tasasdidud a3sanluouds 3 am

- Homework Delay idydnwaiifuatia Mlunsdliidsulsingeivun axliigniin
azuuy Tnggiiusaziasdsuduamilumsdanuaslivihdu usgiumiusiniievouaia
fudle Tnpazdidaud 1 - 3 &Unno
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- Level Up fdgdnwalduunei ddiodfinnsala 1 insaviudl Ineavilewmuilan

<

[y

sowls awnsaiulawin 3 duusn (W, Wa wazgua) easulaenldldae wazdsahuuwandule

Wiun9vi
. Items .

lddoviinkiTuluiay 2.5 02

L - B
"':' YA ,iwuf‘r]".’i'i,nt"'i'/ #
Delay
&‘ﬂf‘j 3 Items ‘.’/‘7)1'79“?'1\ I Level
o 0
lars

AnUsznaun 1 Items

NAN1599¢
=1 = v g’l =
WI8UgUNISUNYULSEU
Yy O a 2 v P < A ' a = =& & o

nsidussuiudayamensidatienudn lwlnisAnel 2555 Fadudauny 9w
nAnwidntuseuneay Antduradeseuay 66.67 TuruznUnisane 2556 dudulnaass i
° Y] Y O o o & a & | a v v g a Ao v a
FUNTNAN N TUS sUNIAY AnluARAYSe8aL 80.91 wandbAiLItluUnnasInldn1s5eu
ANSABUWUU Gamification I UIUUNANWUIITUSIUNNLNTUWREAY Segay 14.24 910U
AIUAN AILARITIEAZIDENIUAITIN 2

M19199 2 NsiussuvestnAnwlunadumuauwazngunaaes

ngumdIuAN Umsinw 2555 ngunaaas Ynsdnwn 2556
FUmi Suil U Funutndne | Sevay Suil U U Sovay
HnAnwl Whtuseu HnfAnw) fnAnwdn
1 14 W.8. 55 a2 18 42.86 6 W.8. 56 36 16 a44.44
2 21 W.4. 55 a2 36 85.71 130.8. 56 36 29 80.56
3 28N.8. 55 a2 24 57.14 200.4. 56 36 26 72.22
4 12 §5.A. 55 42 20 47.62 185.A. 56 36 29 80.56
5 12 §5.A. 55 42 28 66.67 185.A. 56 36 27 75.00
6 19 §.A. 55 42 18 42.86 255.0. 56 35 31 88.57
7 26 §5.A. 55 42 31 73.81 255.A. 56 35 35 100
8 26 §5.A. 55 42 41 97.62 8u.A. 57 35 35 100
9 9 1.ma. 56 a2 24 57.14 81.A. 57 35 26 74.29
10 16 .. 56 42 33 78.57 223.A. 57 35 16 45.71
11 23 1.Aa. 56 a2 22 52.38 29u.Aa. 57 35 25 71.43
12 30 4.A. 56 42 22 52.38 5A.W. 57 35 35 100
13 27 AN, 56 42 34 80.95 58.a. 57 35 35 100
14 27 AN, 56 42 41 97.62 58.a. 57 35 35 100
wasnsihduSeunasn wismsihduSeunasa
A1ANNSANYT 2555 66.67 21ANTSANE 2556 8091
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wnfiasanngAnssumsidiiesseuduneduaminaznuin wdsandnAnwlasunsiu
FULUULAZINMYINTIAAZUUUYDINITEIUNTABUIUY Gamification  TudUaniusnuas vilv
Sausdunnnidl 2 (Duduan dndnuludneaesdnaddudsuiumnniunidndnwludemue
gnifuluduainl 10 (22 unsiau 2557) 1flesaniinisusenansn. gnuduluiudl 21 unsiau
2557 wazludUail 7, 8, 13 uaz 14 Junsufifuazdnaussiungy nuittulaueulud
UnfnnvinEeuay

Wisuifisunsfidausanluduizou

nginssunmsiiduinlutudsuivtosannuuudana sufisioyamslimeulu Social
Media @slumsidendeiidonld Facebook Group Tunisinsiedeansuazdananginssuniss
dusauvesinfnwiisludniuauuasdnaaes Insarnnsdanslutuieunuii dndnulud
yna0sfifinsaouLuy Gamification 2wfinsnaudiniuud Bonus Quest Tuduidou ieifule
Wasneq ntuniinmsGeunsaeululimuauiildmadounisaeulusuuuuin Tnetdnanulud
yaaesinmnszieiesulunsdmeumany waziletn@nuauusnaeuldligniesasidndnu
ausieluselomalunisnoulizess aunirasiglasulowiuly

Tudruvesnsvmvaseugeslududou iudegannmstuiinuaazuuudeuuagnisds
nuseyaravesindnw Taedvualilazuuufususiiiu 15 avuuu whiui 2 U usingd
AzuuUluNISARUL DL UBINGUAIUANKALNGUVAADY LTiAduunneeiy ag1alitedAgyniada
fisgiu 05 fauandlumisnad 3

M13197 3 LWSuLisuARfsAzuuuNIAaR UL o8 lUTULSEUYBINGUAIUANLALNGUNIADY

N Mean SD t Sig
NAUAIUAL 42 9.32 3.45 - .266 791
NAUNAGDY 35 9.49 1.84

LazINNITARNANGANITUNI5TAIUTINIY Facebook Group wuirtn@nwlulnaaesd
nslineufuorasdiaeu ileulungy uazingnssunsinmuAanssunsifeunisaouiiuann
Juandaauau Tnetfuandaunmsinauaznous

wWiguLigun1s9inungy

sunduiindnwsis 2 ndu fvualiudasnguisuouaundnisdulszanm 4-6 au lag
nsdnnguuasindnuludaivay asdunisinduesnuanuadaslavesindnw uwilulveaes
a131385aeuvnlulInnguly Inefiansananguuuunsvinuiasinweamnzuosindny e
azau uazhiind@nwiiiinuzuanssfuineglunguifentu ieduiuuazaiadunguvie
Guild fiuudeiu Feanunsoagunansuuuesnunguld doil

186 |Page



> -
i

LLNTYPS

*® e/

Uﬁ]:_)na]a'_aﬁ]pﬂﬁn:j NUTEYNMAIINNNTIEAUYIR UaLUINIYIA pdsil 7
+&* 4 HATYAI UNIVERSITY 23 figuiey 2559 unInedemnalvgy

M13197 4 ATLULIIUNGUVBINFUATUANKAENGUNARDA

ﬂSLL‘U‘ULﬁN ASUUUTNER ﬂ%LL‘uuﬁW?jﬂ
NANANIA
naNAIUAY 20 16.50 6
NANNARDY 20 17.88 11.38
Uanenia
NANAIUAL 40 36.1 15.6
NANNAADY 40 35.83 21.17

= DA 1 B N = ]

NNA13199 4 wansliiuitazuuuanungugegalulamuauuazluinaassdiauuaneig
Auiieslife 1 azuuy MelunisiiauenanniakazUaleniaEey uiludiuvenswuuaAgan
nansnakazUateniassulinuuanasiuvediadiulada lnemaavessungunaaniabud

° 1A 1 i ° ' = N o v
AIUANAINITUNARDIDERAS 5.38 ATLUY LasuNguuaenIafInNgl 557 Ayl Funaivily
AZLUUAEATIAINA1ALE 919An Ty Free Rider anuildnanluuaailosiu saufienis
Funquiueesindnw inianisnszandivesindnwiliddaseusas lirssdituieuun
seglunguiieniu

M151991 5 WS ULTBUA1RAEATIULTUNGNYINGUAIUALLAZNENNARDY

N Mean SD t Sig
Na19n1A
naNAIUAY 42 13.58 2.03 -2.43 017*
NANNARDY 35 14.76 2.22
Uaania
naNAIUAY 42 26.67 4.27 -2.27 026*
NAUNAREY 35 29.06 4.95

SothesarzuuuilsunuTeuiisunamaadiluansned 5 wui Aezuuedsyeang
YIAABIFINTINGNAIUANTINGNNALATUAIEATA WALATUULIUNGLYDIRS 2 ndu fiAay
wanenafiy sgneditedfyvnsadisedu 0.05

Jeenrasulanmsdanguuasmsldsuiuunisieguuu Guild System @1unsativan
ey Free Rider Tumsvihanunguadld deialdandeyanindrtudeulénadnliudlunousi
1 madeunisasuadedl 7, 8, 13 way 14 andumavihounguuagmstiauenasu Gl 4 s
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& ' AN v = a v A v ¢ = . a o § v
U ‘W‘U'J'ﬂ, UUNANYIVINLIBULAY LLa%ﬂ’]ii'ﬂNﬂq@JﬂULWB’sﬂﬂU Boss (9191598) #58 Guild 98U ‘1/]’]1‘1)]

e

314113
nAnwmnaulungudesnuikaznioNaslawsenlyiinnisudady (Moud1ay)  AaeaLIand

aue Asiuyneulunguisdiluszdesdisnuludunduinvsansvasnueuluegados
Wielianunsawdatuniesiegiu Boss uag Guild duq a

WSy U UNANISISUYRIUNANEI

M13197 6 LUSEULTIEUARREAZLUUTINHNANSANYIUBNANYINGUAIUANLALNAUNARDY
(AZULWAY 100 AZLUL)

N Mean SD t Sig
nauAIUAL 42 66.59 10.06 - 2.80 .007**
NGUNARLa 35 72.62 8.61

A1397 6 wandbiiiiuinanedenzuuusnvestinAnwlunguvnassgeninindnyiiul
AIUANBY 6.03 AZILUL WATNANITLSEUAIEITNTADWIN 2 SULUUTAULANG1S aegedideddny
aaa o M Yy Yo g v Y
NNEAANSEAU 0.01 wazanwanzkuuTIils lhswdasindunsalagldinasilunisdninsg

Yosiindnewia 2 ngu Wunisinwuudunasiauiediu lagldimvuanaelinad

o ™ a a o = !
M157199 7 LUSYUNYUNANISLSEUTDIUNANYT 2 ﬂﬁjll

nIA N nEUAIUA NGUNARDY
AU )| Jeray | Swouew) | Jevas

A > 80 5 11.9 9 25.71
B+ 75-79 4 9.52 8 22.86
B 70-74 8 19.05 4 11.43
C+ | 6569 8 19.05 5 14.29
C 60-64 6 14.29 6 17.14
D+ 5559 5 11.9 3 8.57
D 50-54 6 14.29 0 0
F <50 0 0 0 0
ERLY 42 100 35 100

PN v & ) S P v o e = =1 A
M139% 7 wansliiiuinadugnsninisseuivesindnwlulveassguainlaiuay
Tnefidn@nuNlansa A Windudssay 13.81 B+ Wiudusauay 13.34 B anassesay 7.62 C+
anadsagay 4.76 C WiNIUsauay 2.85 D+ anadsaway 3.33 wazhuflundnwile D Tulveasyay
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Fannldinse C Fauvnduinsaiagg 2.00 ?'dq5adw'mmmsﬁluﬂwﬁﬂwﬁwﬁ’w%ﬁgmﬁlﬂummem“’lu

a [ =1 = 2/ 1 sl o v = '
NI Naznundndnululneasssesay 91.43 sdunainiivue Tuvaentdndnyingy
AIUANKNUNILNITaUaY 73.81

dsduazanusiena

mswanlawiiy

wadansuanlewiuannsngdlaliindnyidrdussunssiidusulunsSoududuld
sgraiuldtaiau aswuunAendnueamaia Gamification ludosnsainaussgslaiiinuyud
azgnnszdulivhAanssuse WesaniAaussgdlarianielunagnisuen udnislisstann
Uszian (eniiudivaee)  Aerduifissnisgdlaniousn SsmndlinnsuAulAasyinliusagala
aeluaatiosas nseinAnwaeddlafsaielfldsumeavidy daioidudosifalunis
uaamANIMEnuevein@nyiluszegend (Nicholson, 2012; Deci, Koestner, & Ryan,
2001) Faduluntsuanlewia fasufasinnsanarumngaulunisldsstadae mniindny
IFsulahndusunuinniiulududdumen AoaavdsnalvidnfnyidaudslalunisSounas
msheungulutisansniaiiouanas Wesanindnuuisauenanelananisideunaiiosiy
nasinazidefuaosudiiannsolilouiinazuuulinuessuinanisiSouiinelaudn
tnfnunitazasvidenganudslalunsideuas

NM55IUNGUUUY Guild System

MnnanFidenuinsliszuu  Guild  System  figfausiinisimunngsilyt vinlv
ﬂiuawﬁmwiumiwmﬂammmﬂﬂ‘mﬂawmammeummmﬂﬁﬂmnaummu uazda
annsaantiym Free Rider Tumsvhaunguasldse ilesanusazauazgnimuaniidimand
possuRageulunsviunguegataay Audinnisdanguleetdnfnyideniesagyilvaiunse
Buduvhautazdeansldsadinitluneudu uidesuludnsvey dhinuilunguiifaeudnls
azAoyq Uiuduagifloduasfuiudindnei agnuiinisviaufuauiiinuvzuansiadu
annsatsdudalinisiinsnguieuagiiussAnsamgetu warfaudiazuuunungaly
awsmglifanuduiusedaituddyfuaruuuasy uinuilunguiifiuszaunisailunng
yhaunguiidaziinsdiemdedetutazfutazinsuaniasuanudiulungy daalviaziuy
aaqumaqﬁué’w (Hilton & Phillips, 2010)

nsliazuuulaedyanual (Badge)

nnsdananuInsiiasuuulagssuudyaneal ldifanalunisyddauazlidamasie
Azluulnennsimvastindnwunnmilsdn waeg1edosnisly Badge Aanunsadaelimindne
UssillunansiBounasiauvinuzaesauedldinebaly

msliazuuulasnalnan (Reality Show)

mslfinAnuuanmanuoendassnzuazanunsaitineelitnAnuninnudda
TunsRALIALN MYBINAILLNNBSTY (The New Media Consortium, 2014) faunisli
ﬂzLLuuéhaizuuiﬂamaimmﬁléfmﬂqmamauammzﬂsmaaa@ Like, View, Share uag
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158U3AINNTTeUUR (Learning by doing) FavnwensUszdunusd 5@L1“1Ju1)iﬁq°lumiﬁ8u§
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