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Development of a Gamification-Based Media for Mental

Health Counseling in the Elderly among Nursing Students

Aungsana Khlaisuk, D.N.S.!, Nantapuk Chanapan, M.N.S.**, Netda Wongthongmana, M.N.S."

Abstract

This study aimed to develop Gamification-Based Media for Mental Health Counseling and to
examine students’ perceptions toward the components of the gamified mental health counseling
media. The development process consisted of five phases: 1) problem and needs analysis 2) Game
design 3) prototype development 4) Implementation and 5) Evaluation. The evaluation phases
focused on assessing third-year nursing students’ perceptions of computer game design components.
A purposive sampling method was used, yielding a sample of 50 third-year nursing students. The
research instruments included the gamified mental health counseling and a questionnaire to assess
players’ perceptions of game components. The reliability coefficient of the questionnaire was 0.959.
Data were analyzed using descriptive statistics.

The results revealed that the developed gamified media comprised three main components:
the game rules and gameplay tutorial section, the mental health counseling techniques game section,
and the simulated scenario-based counseling practice game section. The evaluation results indicated
that students demonstrated a high level of perception toward the gamified media components
(Mean = 4.23, SD = 0.38). The highest mean score was found in the content and game narrative domain
(Mean = 4.35, SD = 0.66), followed by the game rules and regulation domain (Mean = 4.42, SD = 0.61).
The findings suggest that the developed media design components effectively supported nursing
students’ learning. The results provide essential evidence for improving mental health counseling

learning media to promote expected learning outcomes.

Key words: Gamification, Mental health counseling, Elderly, Nursing students
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nsBeus AIsUsENeUMmY 3 duman A naln (Mechanics: M) dusgneu niin1 wagnsyuiumsliney
yaunufidaau mudunatng (Dynamics: D) nMseenuuuianssufiadrsamuvinme wu nsutadu n13sda
nan wienslisneda uazauvSemans (Aesthetics: A) LilenszdulvigiSouAnuszaunisainisensual
Tunsuansgwitaduny Wy anwaynaun wasussylalumadeuiediseiies Tudunoudisd davi
Story board AawnunsliF1UTng AuuuIAn MDA framework wasiilemniFesnislidnuinumsguamdn
wazmadansliduinemeguamin Tnedaviudu Story board AeinudifiatuiFesnislidinwiam
gunMIRTULEIeNY LA TUNNTATINABUINENTIALIITIWIU 3 Vi waeimserandilinnudniiuaenndas
ﬁ’udﬂﬁaﬁmmmalf'?mLﬁamagﬂuizﬁumﬁamnﬁqm ogslsfinuiiveiaueuurUsuimussuunsasaunz iy
wazguuuUdslifiduddnfemnuiiudiu mieuaznisuvstu Taemsifinvedauansaziuuazay anevds
story board HiunInsRdeUAIASIdo TedavhAeinsiifladudunuudeanstiduinwmeguninda

funoudl 3 wan1sWaiLn Prototype Tasinun sl Ny ImMagua Wi fimuinuduinfnwsziv
Usyey19s mauealuladansauwma avnuuasdedliney ImwﬁﬁwmLﬂmﬁ%mauauuuﬁuLaﬂumiﬁmm
anunsaldaeditidnvarnsianGedlusiniilensedulifiauldiamuizessnildie uazszuumslvazuuy
ﬁﬂaiﬁmiﬁﬂaumLLuuazammﬂQLéumaUﬁﬂanmﬁm AMYNAINITARUT Prototype w@sadu Iadn
nslifUSnulissnnnd $1uau 3 viuussiduauesedadon wanisusaidiu nui Sdeudenndes
fudailemeglussduiivoniuld uasfiderausuuglunisiaun Prototype Ufuussliiflosdusznou
Fuguvdsmans wndu neduidssiunarlunindenseudmauusiasde Usuaiunds dosagnsmidin
Tuny Vsuusadlommedianisliduinm Whassfneulfilmudnaunnty wu Wisssloauaznaie
linslunisTidusne amendsnnsusudgalddeinunistiduinwimeguaimdn danwdl 2 fog
downuifadunsliduinumsguamdndniutndnviwetuna
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Question 16

doly

A 2 Fenudifiidunislieuinymnsauninie

2) namsihdelunnassiuaznsuszdiunanisiufvesindnudessdusznaudainuiiiiaduies
nsliAuinemeguamdadmiutnAnemeiuia

nanTilATziteyanisusvesindnusossdusznouvesdeinuiiaduiEeanislsiduinemg
qunwdn wuin nguiegnssimsiuesdusznouvesdelassmeglusyiugs Tnedidads (Mean) winiu 4.23
(SD. = 0.38) uaziAadunisuinetengsening 336 - 4.71 (SD = 055 - 1.27) Wefinsadusesu
wuh askusEnoudunaln (Mechanics) Ao inufosdsznauduiionuazniaidnBoweunuogluszdud
LLaxﬁmLaﬁaqﬂﬁqm (Mean 4.42, SD = 0.61) 59989u1A8MUNaIRS (Dynamics) AotnuiiosnusynouaiuaINm
nmenaynsutitueglusedud (Mean 4.30, SD 0.64) wagiuauviseaans (Aesthetics) Tuesduseneau
sumusLazauvEezeglusziuUunanaaziiAadeiiign (mean 3.91, SD 0.89) muddy (5197 1)
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M19197 1 Anefgiazd oL uuiInggIureINIssuiesalsenauvesdenudiinduisesnislivauingm
MegUAMIRVenAnYINEIUE (n=50)

29AUsTNBUNTRBNMUUHBNUTN AT Mean SD.

funaln (Mechanics)

psdvsznausudemuazmalaiFesonny 4.42 0.61
anudunadng (Dynamics)
BAUTENOUMUANNTINNIELAENITHUTY 4.30 0.64
quviseAans (Aesthetics) 4.16 0.63
DIAUITNBUAUANILIUUALFUYIS U 3.91 0.89
aAUsEnaUMUAIUNMIAnsiBLarUsEaunSalElY 4.33 0.55
BIAUTENOUMUUNUIMUALEIANTBIALAT 4.11 0.71
93AUsENOUAUITNA 4.07 0.71
93AUTENOUAUNGUALNANITBUNY 4.35 0.66

Fefisandnadenete wui ssduszneuiiiiinadegsiiaauazeglusduiunn leun “inusil
diauldivageunuaInveues” (Mean = 4.71, SD = 0.55) sesmunfe “wnuausaiauldlagandy
Uszaumsalinn” (Mean = 4.62, SD = 0.58) uag “inuilAnugfsssulunisiay” (Mean = 4.57, SD = 0.67)
dwsudeiifiaadsiianogluszduiunans Ao “lnanhliAnnsidewmieldedua” (Mean = 3.36,
SD = 1.27)

anusiawa

wansAnyInMsRaLdenunsTimUnynuuuIAn ADDIE nud1 Sunounisiaundoinumsls
MUsnmiinmsiesgiaudesnisuazaudniu daelinmsiaundeldnevaussfuanudesnsvesisou
Tuduneumssenuuudenunislidine Afimsmumunssunssitiisdesidlusudemarguonis
TrfUsnwuazniseaniuunumsnsine Heliduumsdunsiauinuidony tnelunsinuadsi
IgszgndlduuiAnniseenuuuing a1 MDA framework daifuuuadaifinisldersunsaisluiny
nMsfnen aoandostunisAnuiiniuunfiinisuszgndlduuiaadenanlunisesniuuinunianisne
WledaieiunsBeuiveseu (Bakke & Lewis, 2025; Phattsajatham, 2015)

nansAnwInsuivesinAnuimeuiadessduszneuvesdenuiifiiaduizeanisliduinyimg
quAmIn WU AzuuLNIUTesAUsEnouTeIIEenLULAsINLTTa T UG0Sl U N Iaguawan
ogfluseiugs avveuliifiuhdeiiiantuiimusmnyauiasneuaussdeaudoinisvesideuldegied
UseAvsn sslududen nssviunisdou uaresdusznounisesniuuiny WeRiarsansedumyin
AAziLLNs3USesdUssneusulomuarnisididemeunufidadonisiuiesdussnouuiniign lasianny
Tudio insvilgiduditmnelunasuuasnuilifidudenudomstumsneunmuiomveuny failena
dounminlutuneuniseenuuuomslimuin fauldiumanmssenuuuinudunaln (mechanism)
#io vonuuulinufimseSuneduusznevtenn Tunsunsidu ngniinimaawnukaznislinousg 4 melu
inu Tanisesunesisaingi@in (Graphic) uadliiRlenduiliuyanneiuielusastunouvessawNL B
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bidausuitadmnglunsiaunuwiazauldednstniau (Bakke & Lewis, 2025; Hunicke et al., 2004)
uennil Tunuanumsaisraesnmadudlimuinm fianldoonuuunlngliiflerduaniunisaisaos
HawogitdamavnmInunveiudSnumientuaeaunsninledFeeiin (Flash back) Miduinleuans
anunsafluefinvesgeorgiduaimmiviliiAntamaunmdauaz nsdnnisiutymiluendemnmn G
vhlvgiauiiianiionsuaisuluaniunisaldiansdeazdaaiunsBouivosiau (Bakke & Lewis, 2025)
dmsunssuiesduszneuveanuduanudunaing (Dynamics) nuiazuuueasludeinusils
fduldvageuaruannsavesmuesgunniian iaberadssnanlununmadudlisvineieaenn uns
Anligdunumoiudounaiansliduing lunuusnidnvuzdoiiisluannuatsssdu fnisnu
aw anudlafefumeianisliduing aasnsumshimedamsliainuiluld warlnsianzegisds
Tunutaesdunuilgiaulsfinlivsslondyasins o Weldneuiuifuduinu Juduadounslivaass
TAUinuluaniumsaiade mssenuuuinumsinuilyigiaulsmaaounueuaslfussaunsalifusaedia
usegdlauaznisasaguosmuiluszesen Snamugfsssuessruunudsisiaiuusgdlanislu (ntrinsic

o w '

motivation) Waga31sussEINANIsEeusiivasast (safe leaming environment) Saiudladodfaysionts
drusnilunsBouiesisieiles (Lai, Saab, & Admiraal, 2022)

N135U309AUTENOUTDLNUAUGUNTEAENT (Aesthetics) NUTBIAUTENDUAUNGLAENANIYDHNY
frnadogegn Tnsmelufunuiiaugissalumadung fedenadeanangiamnléfinsesnuy
nsuannzwuuAneuliiufiauegradanulunndanaziinislideyadeundumndiduiiondinaulaign
nasRIuNsIRasmmeUTignismIeussyaaTiazBuatay esdUsznauTilasunsuuuadsiignlusu
quvssmans (Aesthetics) Ao “inuviliiAnnndsamaieidedua” ulidazuuuazegluszduuiunans
Aouluynags win1snszanefvesdeyaunn (SD = 1.27) wansfannuiiuiivannvansvesiiay 3591911910
aruaanTsiiuansstusaunuuesrdsslunun1sfine ©uderes Nylen-Eriksen et al. (2025) 85U
Meudssdelemanuudu Susslomidmivaniunisaiseesiliansomanild fuaruesuszney
sumnudsanielenaguenalidndudenislimuinwimeguamin Adesnsdndulasgradivamanas
mslinnuifignaesutugunnnindesmaieldedyn

uonTInigmuesdUsznaudu inutienaeieisadaiadslusyduliunans feberaideanan
nseenuuunufiidnuuslifidusiendenneumanluiiunelusvernaifitiun Snvisdossnianiunisnl
Tuffgsongorahlifidusuilétsensualmnuidnaivowinasns Ssenadmalsifiduidnnadusasliiiounas
FsnsAnwwes Thomas and Baral (2023) fiszyinsiidrusamsensusifinruddydenisnsoguoiss
alalunisiFeudinunuiiiadu

meideilitandenudfiatudesnislimusnwmaguamin Usenoude 3 dumdniidenles
fusgereiios nmsUsziiunansldau wuih dndnwmeuiaiinisiuiressduszneudeinuiiinduFes
nsliidysnumsaunmidnggeengluseiuas Tnssuigeianlusunislimaaeunuannsanues msly
Uszaumsahin wazanugfsssuvenny wazkaindeiausuur i qauruvesderenuaynuaz
anunsaidansiithauly dwflensiaufornududoureniom Jymmanade uazanuauysaives
ne1flnuazdes TnesdeiiiannduaunsonevaussiensGeuiuaraiaussgdlalfedieiivssaninm &
iidaglithluysussiely
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