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ABSTRACT

Insufficient physical activity among Thai adolescents remains a significant challenge, while physical
education instruction is often perceived as repetitive and lacking motivation. This study aimed to
understand the experiences and needs of stakeholders to define design requirements for gamified missions
in a physical education course intended to enhance the physical fitness of Grade 11 students. The study
was conducted across six private schools under the Office of the Private Education Commission in Kalasin
Province, applying the Empathize stage of the Design Thinking process. The stakeholder group consisted of
84 Grade 11 students, six physical education teachers, and six school administrators. Research instruments
included a stakeholder analysis form and semi-structured interviews. Qualitative data were analyzed using
thematic analysis, while quantitative data were analyzed using descriptive statistics.

The results indicated that students expressed a high level of excitement and enjoyment toward
the new learning process (93.33%) and enthusiasm for participation (86.67%). However, they reflected on
obstacles related to weather conditions and insufficient e quipment (72.22%). Regarding needs assessment,
students prioritized equipment and technology the highest (65.56%), followed by activity formats
emphasizing fun and competition (60.00%). Simultaneously, teachers and administrators reflected a critical
need for equipment and innovation (100%), as well as policy support from administrators (100%). These
findings led to the definition of design requirements for gamified missions, which include: missions with
clear goals and immediate feedback, safe and creative competition, the use of technology to reflect
progress, and support systems for teachers and schools to ensure the practical implementation of the
innovation. This Phase 1 Educational Design Research fills the academic gap by integrating the concept of
gamification with Self-Determination Theory within a resource-constrained context. The findings can be
concretely applied as policy recommendations for educational institutions in allocating resources and

designing innovative physical education courses.
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Physical Education.
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&)

M131991 9 KANITIATILANUABINTWALNTATUAYUIINYULDIEUINT

YL UssiaundNufaInIsuasnIsatuayL U Sowaz
(Vi) (%)
1 fugunsaiuazuinnssy (Msdnmalulad, densaou, uazgunsalin 6 100.00%
VVGHE))
2 guuleveuaznsuims (Msmuueddesiend, Msdeanslasing, nsadng 6 100.00%

NANgN3)
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YT UssiauANufaInIsHasN1satuay MUY Sowaz
(vinu) (%)
3 AUIUUTEIIAUAEN NGNS (MIIAATIN, NITTLAUNTNYINT, NTUTNNT 4 66.67%
U TEIN)
4 eumsaduayunguen/audana (ANIINeiUYNYY, 1M INeNdy, v3e 2 33.33%
mhgnumile)
5 dhumsitmuiyaans (msdaedulieglususy, mswiiumueuilmiviag) 2 33.33%

Joyaauszdnudliniuin gldwlddiudenis 3 nqu danudesnisiigenndadlulufianadendu fe

v Y] Y " . " ¢ a ) & o w 44' Y o o v
ANUABINITATUAYUAY "Hard Skills & Tools" (aUnsal malulad wazuinnssy) Wudduusn ienagvadninniu
NineNTaY neaunsnsnalulagiarsUkuunisudadull @enndesiunuAeInITiugIuNIeTnla (SDT) iy

AUEI3D (Competence) wazaududasy (Autonomy) Jslugnisiuuadudervuaniseenwuuluduneu
naly

3. NMTAUATIZRTDNINUANITEDNUUY (Design Requirements) WAZLUINIINITNAIU
NndeyaUszaumsaiuazdodfnlutiunlsaSouensu (15137 1-5) uazaudosn1ssndu (15197 6-
9) {Adelaysanmsteyasaufunguinsimuanuies (SDT) uazwnAnnuifiiady (Gamification) iledaamzidy
formuanmsoonuuuneivmainuiBsasiefiansnsad lUuFoRleass famsed 10

M1319% 10 N1sdLATIERTRIMMUANITEBNKUY (Design Requirements) ANUNSOUNE W SDT

AuReINSNLgIY nalninuiineusuas Pammuaniseanuuudniy  wwmnensin 1l
(SDT) (Gamification Elements) s1973% NaRne (Design szuulselzeu
Requirements)
1. AuUAMNEWIT - N3HaEee astadesiidmanedauuas  dinaluladndudedlsd
(Competence) (Quest/Missions) TMMEANUTTAVANMNEINITA: 918 WU LaUnaATyY
wusfanssudusugesliigisow  vie Smart Watch ju
AD4NITIANIINUGY - NI IAAZUULLALATS UANA NSV ULDTIUT fugu wldusudiung
lauasii Uounduviudl (Points & LUU Real-time
AINANIND Feedback)
2. duaudu - madenlunsia (Choices) nnsaanuuuiidangu: WG eenuuusiionisia
e3¢ (Autonomy) anasaLenNINAnIeTEAU (Quest Bank) lving
anugniivsngaufudodd Henld waglsaSeu
dosmsiansiden - myvandeneudida NINENTNVBIRLDILA gangunanSeuly
uazliignvssu (Badges/Achievements) AOAARDINUANIN
91N

3. fuanuduius - nszeuiiiuuunga (Team  nsudstuiivaendoatugaay  fuimsivunuleuie

(Relatedness) Leaderboards) sudle: wunsvihashauuuiy - advauuliagdn
Wieaiiaussgdlaieuan anmny  Aanssuiiduinuedeen
NAFUIINNTUIITUSIHUAAR
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AudRINITHUg Y nalninuiinauayas dafmuaniseanuuudmiu  uwmensinlulgly
(SDT) (Gamification Elements) s183¥anAnE (Design szuulseizeu
Requirements)
ABNNIINITEONTY - ANTINLD LAZESIIUTIYINA
waznsilaausauny  (Collaboration) WOLTIUTIUIN
nay

ANA5197 10 Tomnuaniseaniuuwatlagvutmidunanniseanuuuilesdu (Preliminary Design
Principles) ialdilunseulunisadredunuusigdvmadnwiBenisna (Prototype) Tunszuiunsiseidensniuy
n13Anw1 (EDR) zuz?l 2 siold

aAUsENa
1. Usgaun1salifid: A1azUszaasnaniglinauuinuiaay

TorunuiitniZeudlvgavvieuszaunsalsuguassalunsiBou wu anmeineawazgunsally
Wiwawe (72.22%) aenndesiudediiaiinsasviousonungeaeluFesnmunuaaugunsal (83.33%) dadudsifud
NAelusunlssSeulneenulivuiu @lay vl wasiouissh wewy, 2568) uonani msitnEeudiang
Fosnsndulusnusuuuunsdnfenssuiiiunruaynuazauyimegais fosay 60.00 agvieuliifiuinguuuy
nsBsunsaeuinotadslinevaussioanuaulavesiiFouniniing Wedenlosfudeyaszdulsemaiiinuas
wulneiiessovay 27 YURAULLIMNIAINTIUNNIEAUNLY (Widyastari et al., 2022) 9a¢919UIINTT
UfudsuzuuuunisdeuluduSounafnuidusulondsssuuiitdoddy

2. inuNAdULaENISIREUTIUUNITAINUN TWAUIANTIANINNIATY
nEsunansanuidniuiuaraynauiusonszuaunsiFeusuuuulvailusedugs (93.33%) uagd
Aufasn1ssUkuURansIuTitiuamayn maudedu wazauimie (60.00%) wiouviadaanisnsatuayuy
ANNFUTUSHaEAEel (24.44%) JURUUAIINABINITAINE1IEENTESUIElARIENToU SDT NAIAD ANYINIEY
wagidmnedavatiuayunuddn “whld” (Competence) variiussornafiidufinsvasativayuanuduius
(Relatedness) (Deci & Ryan, 2000)

Tudansesnuuy nsdifliadugniewindunsuszgndesduszneunsoonuuuiniuuiundlalying
(Deterding et al., 2011) oty Design Requirements ﬁlé’mmm%’aﬁﬁﬁlﬂémsaaﬂqumsﬁaﬁﬁmmaummz
nsuteudeaiassd fadenadestumiufesnsvesBsuiasdofumunnnudneseiidiunuifiadudmaids
UINeouseysla (Sailer & Homner, 2020)

Ussiduihaulafe thifeudianudesnsdidugeanlusiugunsaluazimalulad wu Smart Watch uag
waUnAity (65.56%) TedirgFoudesmandngruanuimuthiiueudiulfuardudedd ogalsid madnalulad
wldifasilsfanrmiouvemineins dslunuided asuasiuimaiuasiournudndussiudugunsaiuas
winnssuwiloududl fevay 100

nanTiTedsazviouinanunienvesszuulsadsuduieulvddny nszagiesnisnamieunisaou
(100%) wawnsatiuayuIINEUIMIT (100%) “UﬂJuVINUiVI’]iLUUﬂ’J’W?,Ja’]ﬂiUGUB\‘lﬂ'ﬁmMUGmIEJU’]EJLLauﬂ’]iUSM'ﬁﬁ]ﬂﬂ’]i
(100%) Fodunuiiaenndaatuvdnnisues EDR Wmaﬂuﬁﬁlﬂﬁim‘dumiaaﬂLL‘U‘UsLu'iu‘U‘Uﬁ]’N efesfinsanfisiituny
warlnssadrsatuayulundouiy (McKenney & Reeves, 2012) foimnil spoednluvaan1sidoaastn Design
Requirements fildluiannfunuusBInfinouaussionufosnsiumaluladvesiFou meldte drindu
NINYINTVRILTUTEUDYNAUAR
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'
a v v a

agslsfiny ToAunudeUsinaniiauelugluuuvesafevaslunuided ddedinfiaseilatdy

Y Y o

ilesnanvueenguinetnaiideudnadn (Small sample size) Instanzlungugliifoyadidin Téun aswadnw
$1uam 6 ¥i1u wagd Ui S1uu 6 i dadunisinnuadisosas Sel fngusrasdifioagioununukasiniin
amudAreInufasnsmeluuiuniamzresaniu@nwiviin1s@inu (Context-specific) iiteldidugniluns
onuuUuianssy innmsaiuitesnsdaidennedeiily (Generalization) luguszannsnalvg
3. ANAIYBNUIIY

3.1 AuA1RIUNGuE (Theoretical Contribution) iAdeElfaueuLImIsnITeeNLUY "Gamified PE
Design grounded in SDT within Resource-constrained Context" lngvgneuaulunvaamngun1sinuadmvunenae
putes (SDT) lugnmsuszandldluneivmadnuiiidediindunineins (Resource-constrained) vaslsadautenyuy
FiifudnalnnuifieduioonuuvegadussuvannsoadussgalaligFoutndwdosidamanisnm iwu
anmemauazgunsalitliiesnels

3.2 AuARusL08UIE3% (Methodological Contribution) unAuduandlifuisguuuy "EDR
Phase 1 Integration with Stakeholder Triangulation" T,mamagimmiﬂismumiﬁm%qaaﬂLLUU (Design Thinking)
WNUSEIdeUIsINe@seantuun1enIsAnen (EDR) Tusyegiiasngdt dinslanisnsiaaeuanud (Triangulation) 270
Yoya 3 uvas lfun ndeu a3 wazduims edemderiimuaniseonuuy (Design Requirements) Tsiiaa
AseuURguLaTaansathlUUFTRIs s usunmsAnuidiamnududou

3.3 AUl (Practical Contribution) 311338l dei1 Roadmap dw$ulsaSeueny iile
HuwwmdlunmsWawaussanmmisnmevesindewihunsiadany nefidowuzifidfuyde

1) msaduayuidalouns: fuimsmsaduayusulssnasuuianssuuazgUnsainddy
2) mmseenuuUAansu: WunsAaiiidhmnsdaulazssuunisteundusiuil ieanniszasuas

Wi sildusiuvestinGeu

3) szuvatvayuag: aiuwnannesuvieaiienvielvingnadnwiaiunsauimsdnnisuinnssulaud

Y
%

LAVDIINAAUNIA AT NSNYINT

#3UNAN13IRY
n9fedsoonuuunsfine seeed 1 drlifunmdnanuuesdesitsemitnisGeunafnuuuuiuiy

arumanaeseivuuull dndsuasiiounssdadiuasAanssus iy vaeiidosnisnisiadiviime msudedy
Baaseassa wasn1sihauluiiy siufeszuvienuanuininiinazaussanmiismnal ulad azuasiusnsimiu
Woadesnudnduvewmsneins vian wazn1siauIndn wisunalnadvayuszaulsauseu dedunuiailig
Formuanisesnuuuneivwadnumilyaaiuanssanmnisne liua (1) msheifidhmnedaauuasinsteundy
yiud (2) mawsduiivasafomuganusiudle (3) mslineluladifieazviounuinomii uas (4) szuvatuayuag
warlssSeuolinsindunmadullssssandedunuirsiuhlugndnnisddglunisesnuuunsfadanudiie
1 (Gamified Missions) dwisuseAtmadne ol

1. Goal Clarity & Instant Feedback a13iadesiinisimuaitmsneidanuuazissuunslvteya
Jounduungseuluviui

2. Safe & Creative Competition Lifunisadsanminndeunisutsduiivasniouazdsasuniudn
43198554 11NNINTHLTURALTYUZNEI0E1LRET

3. Technology Integration: yjiz:mmimduiaﬁmﬂﬁi’ﬁﬁaazﬁaummﬁ’nuﬁ’] (Progress Tracking) U84
tnSeuliiunndniay

4. Institutional Support System G’Taaﬁizuuaﬁuaguﬁqﬁm%’mgLLazIﬁaf%EJu dielfanansathuinnssy
TdufiResslanelddedndinaunsnens
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FadinvaIN1sIY
awv Sy o o A o = o Y Y o o v a Y a = [ =

nAdslusserilddedianaisaniade loun 1) Tedriaauuiunuasnisendana weawinilunisfine
wnzlungulsaSowenyuludmian1wdus §99190USUnANUNTBUAUNTNEINTUANAINTTUTEUSFUIaNT D
9iinadu 2) Jedninsusedeouiside deyailaludeyalsUszdiunues (Selfreported data) waznisldainsoy
azlunsinszinguiiedsuuaaneraddeddnlunmsiduiunuvesussrnsviomun uas 3) dedinvesvounn
31398 (EDR syovdl 1) nsfnwiiduiiiean15d1599Anua 09n15ii afuuad on1uuAnN1508nwuy (Design
Requirements) 11w 3egslddnisihuinnssululdaiaas Galuiinsianadugninisaussonmmen e Nunazeves

ASeU Faagatunislusseznsidedaly

RIGILITE
1. daiausuuBUda nmsaneinluszzdalumssenuuuaisialivildnelunaSouiaia
fsruathmaneg—inasidisafitaey uareonuuusruudeunduiiaginnisldads Inewuiamaudsdudaadnsassd
wazn1svieududiy
2. HaisusuusiBeszuulsaeu Tsafoumanausuaivayugunsaluazvingnsiduiu (wu gunsalim
uaziA3esiloaziiouanssnnm) daeus/iannng uazimuanalnfnaadsyifiunasedviiises eatuayunis
VYIYHADE AN
3. datausuuziBadse a5t design requirements fildluasisfunuUMEITLATNIAFEULUUIUTEUAY
uuNe EDR sauiadnenanumngauvesmstivaluladfinmuanssonwluuiunlsaSeuiidnine s
4. Farausuuziesuloue (Policy Recommendations) lslvmsthuinnssunsdamsBeuinadnwiuuy
nuTiunnsia (Gamified Quest-Based Learning) HldaeindravnuazdadululssSeuenauy nihsnududsin
061 drifnuanznssunsduaiINsAny Nty (@v) mstunumidsulovslussiufigady dd
4.1 M3MruALRTFINEIRNTTUNINSAnYLeNYU: 8%, MTHAIsanAmuaulugatuayunisd iny
Ifedu’ way "uinnssuadva’ uldiduedeafevdnlunisenszavivmainu Tnsussqliluusuiauinanin
msfnwenyy ilelissSeuiinuameidanuuaglifunssusesmsgrunsinnisSeudsuuln
4.2 M3dpassauUszannnandneInsdaunans LesannuidenuitgUasinddyAegunsaluay
walulaBlalifiseme (72.229%) av. msdulonsindinemudnasuviodnassuussanuatuayudiulasedeiiugu
weluladuazgunsaifwnfivuadieliiulsadewenyu Weanauwdond uasfiuusyansnwlunmsdafanssuiBany
4.3 msaaeseteanusiuiieuazunanosunans av. msvimhiiduwnunandlunsadaunanedy
M3eufseiuUsTmansan "nmsiadans’ (Quest Bank) dwsuiviwadnu iielvagludaialsaSouontumlszing
anansadinga sty wasthluusuldlaviug fadumsaduauszuuativayuasuaglssdoulussozen
4.4 mswaunyaanslusefuavng msiulsuedneusudwfiAnisFosnsAndesnuuy (Design
Thinking) wazmsadiassamsiadaniliiuaswadnuiludatn av. sgrsieidles Taserasmileduantugaudne
Wleas "agithuinnssy fanusasenuuunsBeuilvineulandeanusosnsvesinGevlugadavialdetnauiiass
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