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Abstract
The objectives of this research were: (1) to develop a Game-Based Learning (GBL)

model for enhancing academic achievement in Buddhist Studies on the topic of "Proper

Buddhist Etiquette", (2) to compare students’ academic achievement before and after the
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implementation of the GBL model, and (3) to study students' satisfaction towards the GBL
model. The sample consisted of 28 Grade 8 students (Mattayom Suksa 2) at
Udonpichairakpittaya School during the second semester of the 2025 academic year, selected
through simple random sampling. The research instruments comprised lesson plans, an
academic achievement test, and a satisfaction questionnaire. Data were analyzed using
percentage, mean, standard deviation, and the 75/75 efficiency formula, processed through
the JAMOVI program. The research findings revealed that:

1) The Game-Based Learning model for Buddhist Studies achieved an efficiency of
77.56/78.55, which exceeded the established 75/75 criterion.

2) The academic achievement of the students after participating in the GBL model was
significantly higher than before at the .05 level.

3) Overall, the students’ satisfaction towards the Game-Based Learning model was at

a high level.

Keywords: Game-Based Learning (GBL), Learning Achievement, Buddhist Studies
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