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ABSTRACT

“Medical and life” in the introduction to applied Thai traditional medicine (SITT 165) provides to 1st year of
applied Thai traditional medical students, faculty of medicine Siriraj hospital, Mahidol university. This topic aims for
students to realize the value of education, the target of life, life development, and develop happiness. In the former, this
topic was almost taught by lectures. The assessment result on the academic year 2017-2019, although the students said
that it was useful, but some people were bored, did not participate in learning and wanted to reduce teaching time. In the
academic year 2020, the instructor team revised the teaching method and applied gamification to design and motivate
learning by using the ADDIE Model framework, which comprises student, goal, and problem of teaching and learning
analysis, design activities, lesson plan, assessment, and game development. Students learned from the simulation situa-
tion and game conditions through the focus group for reflection. Two years ago, the satisfaction score with this topic was
excellent (4.5 from 5). Satisfaction with the teaching method and activity increased. Students reflected that they were fun,
exciting, and energetic. They learned new things, exchanged ideas, got inspired, etc. This result showed that the gamifica-
tion concept has been use of in learning design, and can stimulate student learning well, and likely reduce student that no
participation and boredom as observed in the classroom. Moreover, the idea of the game can adapt and apply to holding
activities at the department and societal level to develop holistic humans, especially in the target and value of improving
their lifestyle.
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