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CHAPTER 1
INTRODUCTION

Research background

There are 22,082 Chinese working in Thailand Ministry of Labor (2024), which is
ranked 1st among the total number of foreigners with work permits in Thailand. The
number of Chinese working in Thailand is increasing because Chinese companies are
relocating their production bases out of China Ratchawat Kuwijit Suwanna (2020). Most
of the Chinese with work permits in Thailand work in manufacturing. Some of these
Chinese people bring their spouses and children to live in Thailand, which leads to a
need to use Thai in their daily lives.

In addition to the group of Chinese people who work in Thailand, another group
is families who send their children to study in international schools in Thailand. In this
type of family, the husband will work in China, while the wife will resign to take care of
the children and live in Thailand with them as a housewife, “following the children”. The
number of Chinese people who immigrate to follow their children has significantly
increased before the COVID-19 outbreak. Most of these Chinese families prefer to send
their children to study in international schools in Thailand, especially in Bangkok, Chiang
Mai, and Phuket (Kulnaree Nukitrangsan, 2024). Worasak Mahattanobon (2021) defined
this group of Chinese people in Thai as” Guardians who are like the children's
classmates”.

Thailand has many trilingual international schools, Thai-English-Chinese, for
students aged 3-18. In China, the educational environment is increasingly competitive.
Parents hope that their children can learn a second language from a young age.
Learning a second or third language not only means that children improve their abilities,
but also improve their communication skills. Since tuition fees for international schools in
Thailand are generally between 500,000 and 1,000,000 baht, which is much lower than
most international schools in China, many Chinese parents choose to send their children
to international schools in Thailand because their children cannot live alone. Mothers will

quit their jobs and live with their children in Thailand as housewives.



The data shows that many Chinese parents are willing to send their children to
study in international schools in Thailand. The reasons for their choice include: they
recognize the Western education system more, hope to use Thailand's international
schools as a springboard for their children to attend international universities, Thailand's
international schools are cheaper, etc.

Lianhe Zaobao journalist Liu Liu (2023) concluded that international schools in
Thailand are mainly concentrated in Bangkok and Chiang Mai. For example, Lanna
International School Thailand had a total of 480 international students in 2017, of which
40 were Chinese students (Li Ying, 2017). For example, Singapore International School
of Bangkok had a total of 715 international students in 2023, of which Chinese students
accounted for 68% (Yoojung Lee & Anuchit Nguyen, 2023).

Thai belongs to the Zhuang-Dong language group of the Sino-Tibetan language
family and is the official language of Thailand, primarily used within the country. As a
phonetic script, Thai has a relatively large number of phonemes, some of which do not
exist in Chinese, such as voiced consonants like #and U, the trill 7, and the distinction
between long and short vowels. In terms of vocabulary, most basic Thai words are
monosyllabic. Thai word formation is relatively simple, primarily combining two or more
morphemes. Like Chinese, Thai uses classifiers to categorize nouns. Grammatically,
Thai, similar to Chinese, has minimal morphological changes, relying mainly on word
order and function words to convey grammatical meaning, and lacks tense variations.
Since the basic sentence structure of Thai is similar to Chinese, learning simple phrases
is not overly difficult. However, it is essential to first master Thai pronunciation,
intonation, and spelling rules accurately to speak the language fluently and correctly
(Liao Yufu, 2008).

Teaching media can be divided into four types according to their
characteristics: material media, equipment media, Technical or method media and
computer media. Paitoon Ananthaket (2017) said that Games-Based Learning (GBL) is
"Ieaming through games" or “games for Ieaming", which is a type of learning media

that is designed to be fun while gaining knowledge by embedding all the content of the



curriculum into the game and letting the learners play the game while the learners will
gain various knowledge of the content through playing the game.

Board games are a type of learning media. They are classified as instructional
materials. They are a type of board game that is played on a flat surface, such as a
table. They have a variety of playing styles and themes (Rakchan Phuttarangsi, 2017).
They are activities that are organized in a game or competition format. They move
pieces or play according to the specified rules. They specify the goals, number of
players, time, materials, preparation, and steps of the game to develop various skills,
develop creativity, and exchange learning experiences together. They use the content,
game information, playing behavior, playing methods, and game results to discuss the
results and summarize the learning outcomes (Tuenjai Chalermkit, 2002).

Many studies have shown that learning through board games can help students
learn languages effectively. As we can see from the research of (Pancharote
Luangthanakul, 2021), who developed a board game and a communication exercise set
for Grade 11 students majoring in Chinese. It was found that the ability to write and
communicate after learning with a board game together with a communication exercise
set was higher than before learning. The second thing is that most students feel very
satisfied with learning with a board game together with a communication exercise set.

There is a lack of teaching aids on the market for Chinese people to learn Thai.
The researcher searched online and found that language institutes that offer Thai
language courses for foreign children accept students aged 4-15 years. The website
“Longtunmom Home” (longtunmom website), which provides information about
education, recommends parents to study a second language with their children. Visitors
to this website can find books or videos that parents can bring to study and teach their
children before the foreign children come to study at Thai schools. However, there are
still very limited media for teaching Thai to foreigners.

From the importance and background of the problem, the researcher is
therefore interested in designing a type of board game for basic Thai language learning

to help Chinese families in Thailand.



Research objective

1. To summarize the Thai daily usage sentences that Chinese people need to
use in Thailand.

2. To design a board game for learning daily usage sentences for Chinese

family in Bangkok.

Research question
Chinese family that living in Bangkok have problems using Thai

How board games help Chinese families learn Thai

Scope of the study
Population and Sample: Chinese families in Bangkok.
The questionnaire was distributed to 100 Chinese people who have lived in
Thailand for more than half a year.
The target group for this study was 10 Chinese families in Bangkok, totalling
about 20 people, including parents and children.
The interviewees were three experts with more than two years of Thai teaching
experience.
2. Contents:
1. Information about board games
2. Design theories
3. Marketing research
4. Teaching Thai to Chinese people
3. Geographical scope: Bangkok
4. Data Scope: The daily expressions used in board games are summarized
from a questionnaire survey conducted on the target group.
5. Case study:
Three top-selling family board games on Taobao:
1. Super Farmer

2. Rabbit trap



3. Guess who am |

Three top-selling language learning board games on Taobao:
1. I win phonics card game

2. yaofish Word Wiz

3. ' win Hit the bill

Benefit of the study

1. Will provide insights into the needs of Chinese families living in Bangkok for
learning Thai

2. Offer reference value for the design of language board games and Thai

teaching aids in the future

Research Framework

Teaching Thai to Chinese people Board game

1. Problems encountered in learning Information about Board Game
Thai for Chinese people Design Theory

2. Thaidaily usage sentences Board Game Market Research

Ul and UX Design Theory

Lean canvas theory

g W

l

Board Game for Chinese Family Living in Bangkok

Figure 1 Research Framework



CHAPTER 2
LITERATURE REVIEW

In conducting this research, the researcher studied documents and research
related to Thai language teaching board games, parent-child relationships, design, and
marketing. The researcher collected, analyzed, and synthesized documents and
research related to use as a guideline for the research as follows:

1. Information about board games

1.1 Background of board games
1.2 Relationship between board games and language learning
1.3 Design trends in board games over the past five years
2. Design theories
2.1 Board Game design theory
2.2 Graphic design theory
2.3 Ul design theory
2.4 UX design theory
3. Marketing research
3.1 Trend and business for teaching Thai to Chinese people
3.2 Board game market
3.3 Lean canvas theory
4. Teaching Thai to Chinese people
4.1 Problems encountered in learning Thai for Chinese people
4.2 Thai daily usage sentences

5. Related research

1. Information about board games

1.1 Background of board game

Board games have a very long history. Traditional board games are usually
physical and use some props. Board game is a game played by two or more players.

There is a designated playing area with pawns, stones, dice, cards, or other pieces



used to play the game. Board games were discovered in archaeology near Jordan
about 7,000 years ago (Wise GEEK, 2015).

Board games in various forms have existed for millennia. Ancient games like
chess, checkers, pachisi, Pegity, and mancala date back more than four thousand
years. These early games, which originated in regions such as India, China, Egypt, and
Nigeria, were gradually adapted and diversified over time, forming the basis for nearly
all modern board games. Typically, board games fall into three main types. The first is
strategy-based war games, where the aim is to defeat or overpower the opponent—
chess, checkers, and go are prime examples. Another category is race games, in which
players compete to be the first to reach a designated endpoint. Lastly, there are
alignment games, where the objective is to arrange pieces into a specific formation on
the board (Jeffrey P & Hinebaugh, 2009).

1.2 Relationship between board games and language learning

If board games are classified by purpose, one of the categories is teaching
board games. Multiplayer board games usually require communication and interaction
between players, and the fun of board games makes them very suitable for teaching.

Board games, and gameplay in general, can create an engaging learning
environment where students freely explore concepts and language without the pressure
of making mistakes. Our research revealed that participants were not only eager to
practice their second language (L2) skills during gameplay but also benefited from
collaborative learning. This peer interaction further reinforced both mathematical
understanding and language acquisition (Frederick Poole et al., 2019).

Game-based learning and teaching theory (GBLTT) is a theoretical approach
and framework that has measured learning outcomes based on gaming and learning
procedure. Generally, Game-Based Language Teaching and Training
(GBLTT) emphasizes balancing educational content with engaging gameplay while
enhancing learners’ ability to retain and apply knowledge in real-world contexts. In
contrast, gamification offers a distinct approach by integrating game-like elements—

such as experience points, achievements, badges, challenges, leaderboards, and



progress tracking—into non-game settings. A key benefit of gamification is its ability to
transform monotonous or routine tasks into dynamic, motivating, and interactive learning
experiences. Unlike digital games, board games allow educators greater control over
gameplay duration, rules, and stress-inducing factors. When game-based strategies
yield positive learning outcomes, teachers should share these effective methods with the
broader educational community to encourage classroom adoption. However, even for
seasoned educators and board game enthusiasts, successful implementation requires
significant preparation time, careful lesson planning, and thorough attention to detail to
prevent potential challenges Athanasios Karasimos (2021).
1.3 Design trends in board games over the past 5 years
Family game is a kind of board game with simple rules that can be explained to
those who have never played before within 5-10 minutes. However, it is not so easy that
parents feel that it is not challenging. Since it is designed for children to play and adults
to play well, family-style board games tend to be colorful and emphasize players having
to talk, argue, or find opportunities to tease each other quite a lot while playing. The
story does not involve violence or serious issues. It can be played and finished within
15-60 minutes. Family games are therefore games with the widest “market” and are the
easiest to invite friends who have never played board games to try. The more people try,
the more they will get addicted. Family games are like the “hero” that makes modern
board games more popular all over the world (Sarinee Achwananthakul, 2016).
Sarinee Achwananthakul (2016) who studied board games played in the world,
summarized four main common characteristics:
(1) No elimination of players before the game ends.
(2) Real brain training and skill testing.
(3) Interaction between players.
(4) There is a tempting ‘cake’ and a smooth ‘teaching’ mechanism.
In conclusion, designing effective educational board games requires careful
consideration of two key elements: (1) gameplay mechanics and (2) narrative and visual

design. These factors play a crucial role in ensuring both engagement and learning



outcomes for players. This was consistent with Yen-Ru Shi and Ju-Ling Shih (2015), who
mentioned that the guidelines to design game-based learning should have a mechanism
congruent with the game stories or contents to generate good participation or learning
experiences with amusement through the interaction between the players or during the
different game stories. Thus, the best mechanism must be sufficiently flexible for the
players to have independence with selecting the actions inside the games, including
increasing the challenges for learning that would be suitable to their abilities to prevent
their lack of motivation while playing the games (Songwut Egwutvongsa & Nutthapong

Tongmoon, 2023).

To sum up, board games have a long history. In the beginning, board games
simulated war and had strong combat characteristics. After developing into modemn
board games, they emphasized more on intelligence and fun, they emphasized face-to-
face communication, and they did not no longer emphasize the only winner, but more
emphasis on the player's experience when playing. Board games are also used in

conjunction with teaching, and research shows that board games aid language learning.

2. Main design theories

2.1 Board Game design theory

Content and Language Integrated Learning Theory (CLIL Theory)

D. Coyle et al. (2010) proposed the CLIL theory, which believes that the focus
of language teaching is not only on language, but also on subject knowledge and
language. Language is a tool for learning subject knowledge, not just a learning goal.
CLIL theory is based on four key elements: Content: subject knowledge,
Communication: using the target language for interaction and expression, Cognition:
promoting students' critical thinking and cognitive ability, and Culture: helping students
understand the culture and background carried by the language. In addition, he also
emphasized contextualized learning, guiding language learning through real subject

content and tasks, so that students can practice language in specific contexts.
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Betul Cimenli Olcars and Bekir Guler (2023) proposed that the use of board
games in CLIL classes is a new trend. He explored IC components in CLIL-based family
game interactions. His research showed that establishing mutual understanding is
accomplished through sixteen different interactional resources including the use of L1
(mother tongue), re-examining the card individually or as a group, using certain
discourse markers, hinting through visuals on the card, embodiment of verbal
utterances, and checking a vocabulary item from a phone. These findings provide ideas
for developing a family board game for foreign language learning.

George Vasilakis and Vasilios Zorbas (2024) compared the level of foreign
language speaking in CLIL and ELF classes and found that due to the deeper
understanding of the task content, CLIL children tend to prefer more difficult vocabulary
and sentences in conversations.

Board Game Design Elements

Jesse Schell (2008) believes that there are 10 core elements of board games:
game experience, goals, rules, player interaction, feedback systems, balance,
randomness vs strategy, narration and theme, scoring and rewards, and replayability.

Gabe Barrett (2018) discusses some of the key elements of board game
design, including: objectives, mechanics, balance, player Interaction, pacing,
randomness vs strategy, replayability, theme and narrative, components and aesthetics.

According to the above content, when designing board games, the research
should focus on the continuous deepening of the settings of the same scene in the
board game, so as to guide players to use more vocabulary, incorporate more Chinese
and Thai cultural elements into the selection of vocabulary and scenes, and consider the
cooperation and encouragement mechanism between parents and children when
playing, taking into account that players are families. Besides, when analyzing excellent
board game products selling in the market, the researcher can analyze them based on

the above-mentioned board game design elements.
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2.2 Graphic design theory

Depending on the type of game, for phrases that appear frequently, instead of
repeating yourself and wasting valuable text real estate, just make a symbol that stands
in for that piece of text (Daniel Solis, 2011).

Jasper Burch (2021) point out that board game graphic design prioritizes ease
of play, readability, and reducing cognitive load. Build your portfolio of beautiful and
functional designs with this in mind.

Karolina Cieslak (2022) believes that in game design, colors with wavelengths
of light such as red and yellow can be used to attract players' attention. Contrasting
colors, that is, colors that are opposite to each other on the color wheel, can guide
players' attention.

In the fields of color psychology and color association theory, numerous
scholars have contributed extensive research findings.

Junichi Nomura (2014) suggested that colors are closely linked to personality
traits, and one's color preferences can reveal their character. For example, those who
favor light pink tend to be gentle and elegant, while those who prefer chestnut brown are
often caring and kind. People who like red are outgoing, proactive and energetic.
People who like mint green are modest, elegant, and insightful, while people who like
blue are self-controlled, conservative, and have strong endurance and perseverance.

Pan Jie (2013) noted thatyellow, compared to red, evokes a sense
of caution upon sight. In industrial settings, it is used to signal warnings—such as yellow
traffic lights, heavy machinery, and the vyellow safety helmets recommended for
schoolchildren crossing streets.

Lu Fang (2014) observed that restaurants often use red, orange, yellow, and
green as primary color schemes to stimulate customers' appetites. Meanwhile, softer
hues like lavender, light blue, mint green, and pale pink are effective in creating a sense
of psychological closeness.

Gao Yuan et al. (2016) introduced the concept of "weather colors,"a new

framework based on meteorological data, weather conditions, and real-time
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atmospheric hues. Blue plays a crucial role in this system, as it is directly associated
with the ocean, sky, water, and the universe.

Zhu Lin (2022) concluded in her research that travelers perceive different color
associations across various tourism products: 1. Coastal tourism: Dominated by blue,
green, and yellow. 2. Tropical rainforest tourism: Primarily linked to yellow, green, and
blue. 3. Buddhist tourism: Strongly associated with yellow and red. 3. Snow and ice
tourism: Mostly perceived as white, blue, and yellow.

Yuan Chunyan (2023) extracted common features from the shapes associated
with card characters to form a basic type that can create a specific theme concept, so
that it can be flexibly matched, broken up and reorganized and applied to every aspect
of decoration, thereby enriching the overall performance of the theme concept. Another
important factor in improving the attractiveness of cards is aesthetic layout: a design
method that arranges theme-related elements according to certain rules and aesthetic
principles to achieve the best visual effect. Aesthetic layout can help designers better
control visual elements.

To summarize the above, for the board game design in this study, the designer
will refer to the above design experience, pay attention to the expression and clarity of
the game content and rules, use symbols instead of complicated expressions in the
design, pay attention to the unification of the colors and elements of similar props, and
use contrasting colors on important texts or texts that require players' attention. In the
design of scene cards, color psychology theory and color connection theory can be

used to select the colors.

2.3 Ul design theory

The principle of progressive disclosure involves gradually introducing game
elements to players rather than presenting all information simultaneously. This approach
is commonly implemented in digital gaming environments, where initial stages serve as
basic tutorials before progressively introducing narrative complexity and expanding the

virtual environment.
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Don Norman (1986) proposed the concept of User-Centered Design in 1986.
The core idea is to ensure that the designed product or system can provide the best
user experience by deeply understanding the users, conducting continuous testing and
feedback.

Randy Pagulayan et al. (2003) pointed out that intrinsic motivation theory
suggests behavior stems from an individual's internal needs and desires, while extrinsic
motivation involves performing actions to obtain external rewards or social approval.

In summary, when applying User-Centered Design theory in game design, the
progression and gradual complexity of game scenarios should be taken into
consideration. Players should be allowed to gradually obtain information during the
game to avoid giving too much information at one time, which may cause players to
have difficulty understanding. In addition, certain encouraging information should be
given, not only in terms of game mechanics, but also in terms of the player's
psychological and intrinsic sense of accomplishment, so as to guide players to continue

playing and actively start the next game.

2.4 UX design theory

Shy Lev Ari (2023) indicated the IA (Information Architecture, or Information
Hierarchy as it is sometimes referred to) follows typical UX conventions: Most important
to least important - Left to right, top to bottom. Despite all of these grouped cards being
mechanically different, they follow a consistent visual pattern of A) cost, B) Type, C)
Effect condition and outcome, D) Value, E) Category. Notice that the name of a card (F)
is sometimes on top and sometimes not, and this is because the name of the card itself
has no in-game effect. The designers cleverly made this one bit consistently to help with
player layout. But this story is for another time.

Evelina Venngren (2021) explored the use of synaesthetics design principle in
game design, because she observed that in game design, Ul design is often limited to
text, and implementing symbols, behaviors and sounds can make players feel more

interesting and more immersed in the game. But at the same time, it should also be
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noted that replacing the original Ul with these three elements is based on the original
intuition of the player's text Ul design.

In summary, the text information on the props should be arranged from left to
right and from top to bottom according to importance. Based on language board
games, in this study, the design of board games can try to use the synaesthetics design
principle. In addition to allowing players to communicate verbally, they can also
consider adding body movements to achieve a triple experience of vision, hearing and

action, allowing players to be more involved in the game.

3. Marketing research
3.1 Trend and business for teaching Thai language for Chinese people
Chinese people in Thailand usually need to learn Thai while studying their work.
This requires strengthening the collaboration between Chinese and Thai businesses.
When they send people to invest or when companies send staff to work in Thailand, they
need to be able to communicate with Thais. Managers or supervisors will study Thai
before traveling to Thailand. For this reason, countries that need to invest in industries in
Thailand need to learn Thai, whether it is Japan, Korea, or even China, which has
opened up its country more. Chinese people like to travel to Thailand. Chinese people
who work as tour guides need to be able to speak both Chinese and Thai (Akara, 2006).
Ling application, one of the fastest-growing tech companies in Thailand,
summarizes the top 10 Thai language teaching institutions, which are:
1. Mind Your Language School
. Thai Language Hut
. Chiang Mai University Language Institute
. Samui Language School
. Language Express School
. Patong Language School

. AAA Thai Language School

o N OO o~ W N

. Sandee Thai Language School
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9. Baan Aksorn Thai Language School
10. Rak Thai Language School
The teaching fee of these offline institutions is about 30,000 baht per month
(Ling Application).
According to Google's recommended ranking, the top ten online platforms for
learning Thai are:
1. Pimsleur
. ThaiPod101
. Mango languages
. Glossika
. Ling
. Memrise
. Mondly
. Write It! Thai

© o0 ~N o o0 b~ w N

. Drops
10. ltalki

3.2 Board game market

Ying Xiaotian (2019), Vice President of Youka Tabletop Games, an exhibitor at
CTE (China Toy Expo) China Toy Fair, summarized four trends in the tabletop game
market: 1. Affordable prices, affordable for most people. 2. Educational, combined with
early childhood education and adult training. 3. An increase in core players, with
students as the main group. 4. Electronic, players seek tabletop games that can be
played anytime, anywhere.

Board game industry is mainly distributed in first- and second-tier cities, and the
physical tabletop game store industry has grown a lot. The researcher sees that the
consumer group of Wanban board games is mainly between 25 and 30 years old. The
success of the Three Kingdoms game has led to the rapid development of the board

game market. However, due to the limited design capacity, it is difficult for light players
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and novices to join. Currently the consumer support in the board game market is
expanding to ordinary consumers. The following is an analysis of the desk industry in

2022.

Changes in the Chinese board game market in 2017-2021
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Figure 2 Changes in the Chinese board game market in 2017-2021

Source: https://m.chinabgao.com/freereport/85812.html

3.3 Lean canvas theory

Lean Canvas is a tool that helps startups quickly understand the big picture of
the business. Consists of the main overview of the business, 9 factors divided into 2
aspects:

Aspect 1. Product: Problem, Solution, Key, Metrics, Cost Structure.

Aspect 2. Market: Customer Segments, Channels, Unfair Advantage and
Revenue Stream.

These two aspects have a Unique Value Proposition as a connecting point.

As Ash Maurya (2012) said, Lean canvas is a simple and powerful tool for
entrepreneurs to hypothesise and verify whether the business model is feasible. Lean
canvas can help entrepreneurs imagine their own market and the image of their own

business.
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The core element of the Lean Canvas is the unique value proposition. Steve
Blank (2013) believes that the value proposition in the Lean Canvas is a simple and

clear message that tells others why your product is different and worth buying.

In summary, the Thai language education market for Chinese people is
relatively small, but the demand has always existed due to the Sino-Thai cooperation.
Judging from the cost of Thai language education institutions and courses, the Thai
language teaching aids market also has room for development. Since this study aims to
design and develop a new board game product, the researcher will use the Lean
Canvas to test whether the product is feasible in the market. Value positioning is the
core factor to be considered from a business perspective when designing this product.
This product should have a clear selling point that is different from other similar

products.

4. Teaching Thai to Chinese people

4.1 Problems encountered in learning Thai for Chinese people

Hujiang Thai (hujiang) summarizes the problems that Chinese people usually
encounter when learning Thai: 1. Tones. 2. Distinguishing between vowels and
consonants. 3. Grammar, that is, the order of subject, predicate and object in a
sentence. 4. Politeness. 5. Idioms.

Research subjects can use their own agency to explore and create learning
opportunities based on their understanding of learning beliefs, understanding of the
socio-cultural environment, resources and their own learning style. These opportunities
represent effective interactions between learners and the situations created by their
agency (Huang Zhiguang & Wu Xueru, 2020).

In conclusion, for Chinese people, the main difficulty in learning Thai is
pronunciation and conversation. Factors such as the learning environment, learning
motivation, and whether they are encouraged can affect the learning results of Thai

language learners.
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4.2 Thai daily usage sentences

According to the summary of the Mondly platform, a powerful language
learning app with 125 million users worldwide, it divides words and sentences into
multiple categories according to usage scenarios, such as: countries, objects and
numbers, family, restaurant, time, travel, school, weather, transportation, self-
introduction, tourism, fun, hospital, etc.

On a website called Pickup Thai, which was founded by two Thai language
teaching experts. On this website, there are courses they published and their first
edition books. They combined their teaching experience to summarize 365 Thai daily
usage sentences in a book, and attached transliteration, English translation and voice
(Pickup Thai website).

These phrases can be categorized into: greetings and introducing yourself,
restaurant, communication, family, traveling, transportation, sightseeing, feeling unwell,
expressing feelings, weather, hotel, shopping, memory, making friends and
miscellaneous. These summarized phrases and sentences are selected from the
perspective of foreigners and are more feasible.

Another Thai language education organization, ThaiPod101, released 289 Thai

Vocabulary for beginners (ThaiPod101 website).

In general, Chinese people have different needs mainly in pronunciation, and

their needs for daily expressions vary depending on the usage scenarios.

5. Related research

In addition to the above theories and contents, the researcher also searched for
ten papers related to this study, including five Chinese research papers and five foreign
research papers. These papers are related to "board game", "family education’, and

"language education".
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He Lipeng and Luo Qiuxue (2023). Developing Thai Speaking Skills of Chinese
Students Using Vocabulary Learning Strategies: The researcher used a sample of 36
students from the Language International Education program at Baise University to
study the impact of increasing vocabulary on the fluency of Thai oral expression. The
results indicated that after increasing vocabulary through the learning strategies
designed by the researcher, the students' proficiency in Thai speaking improved. The
researcher further suggested that in Thai language teaching, students should practice
oral communication using more everyday language.

Furs Maryna (2019). Comparison of the visual design of English letter cards
through letter recognition and memory analysis- Taking Chinese as the mother tongue of
children as an example: The researcher found that there is a lack of English teaching
aids for young children in Chinese society. Using a sample of 80 children aged 2-3 in
Shanghai, the researcher designed various letter cards and interacted with the
participants. The study revealed that children remember the letters on these cards
better, and the patterns on the cards should be as familiar as possible. Regarding the
shape of the letter cards, experiments showed that children prefer the horizontal version
of the letter cards.

Jiang Liyin (2023). Research on Parent-child Interaction Mode in Parent-child
Board Games of 3-4 Years Old Children: In order to understand the acceptance of
children's board games by Chinese parents and the interaction between parents and
children, this paper takes 10 families as the research samples. The results show that the
parents of preschool children have a low understanding of children's board games, and
the popularity of children's board games needs to be improved; The vast majority of
parents expressed their willingness to try to play table games with children, but hoped
that the board game toys were made of safe materials and the rules were simple and
clear. Therefore, this study puts forward the following suggestions: parents should
create a relaxed environment, attach importance to the role of stories, use rules flexibly

or invite others to join; Academic circles should strengthen the scientific classification
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and educational evaluation of desktop games, and strengthen the design and
development of localized educational desktop games.

Wang Qingin (2018). Study of influence on family education in Primary school
students' English learning: This paper studies the main family factors that affect primary
school students' English learning. Finally, the author puts forward suggestions and
countermeasures against the factors of education on pupils' English learning. As follows:
1. Establish a scientific concept of family education and encourage children to study
English independently. 2.Create a good family atmosphere and stimulate children's
interest in learning English. 3.Improve parents' education and guide children's English
learning strategies. 4.Strengthen the cooperation of home-school to form a synergy to
promote children's English learning.

Dong Hui (2022). The design of children’s cultural board games from the
perspective of embodied interaction: This paper explores the possibility of embodied
interaction and related theories in the design of children's board games. The research
conclusion constructs an interactive design model for cultural board games based on
the model and case analysis, and designs a cultural board game based on this, and
also supplements relevant design principles and strategies.

Nawarat Daengtung and Namthip Ongardwanich (2022). The Development of
Achievement on Types of Words in Thai Language by Using Game Based Leaning And
Board Games for Grade 3 Students: The researchers developed a learning
management plan on the topic of types of Thai words through games combined with
board games for grade 3 primary school students. The research instruments used in the
research were 1) 3 board games on types of Thai words 2) 5 learning management
plans on types of Thai words, totaling 10 hours 3) An achievement test on types of Thai
words, a multiple-choice test with 4 options, 20 questions, full score 20 points, and 4) a
questionnaire on satisfaction with the organization of learning activities on types of Thai
words through learning through games combined with board games. The research
found that 1) Experts' judgment showed that the results of the development of the

learning management plan on types of Thai words through learning through games
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combined with board games For the third grade primary school students, it is at the
most appropriate level. 2) The students after learning were significantly higher than
before learning management at the statistical level of 0.05. 3) The students had the
highest level of satisfaction with learning through board games.

Piyaphong Nganlasom (2020). Development on a bord game to enhance
learning development and attitude toward Thai literature of seventh grade students: This
study involved the design and implementation of an educational board game as
supplementary instructional material to enhance students’ academic performance and
foster positive learning attitudes in Thai literature. Experimental results from the target
group demonstrated that participation in the Nirat Phu Khao Thong board game
intervention led to statistically significant improvements in learning outcomes (p < .05).
Post-intervention assessments also indicated exceptionally favorable attitudes toward
Thai literature among participants.

Darunee Pluengthuk; Piyanan Hirunchalothorn; & Pattamavadee Lehmongkol
(2023). The Effects of Board Game Activity Provision on Collaboration Skills of Young
Children: The researcher aimed to study the impact of playing board games on
children's cooperation skills. This study revealed that young children who have attended
board game activity provision have higher collaboration skills. Noteworthy, the subjects
showed improvement in all three focused collaboration skills. The highest average
score was cooperation skills, followed by trust and empathy. In detail, for cooperation
behavior, the subjects showed enthusiasm to share opinions with others and respected
decisions made by a group. For trust behavior, the subjects provided help to each other
to accomplish their missions in work and play. Lastly, for empathy behavior, the
subjects were able to express their feelings and respond to others’ feelings respectively.

Pancharote Luangthanakul (2021). Application of board game with Chinese
writing and reading exercises for communication skill development of Chinese major
Mattayom sueksa 5 student: The researcher is aimed to study and design teaching
media for learning Chinese. The sample group is 25 secondary school students in

Grade 5, majoring in Chinese, at Srinakharinwirot University Prasarnmit Demonstration
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School (Secondary). The results of the research show that students' Chinese
communication ability (speaking) and Chinese communication ability (writing) after
studying were higher than before studying at the highest level. Students felt satisfied
with the benefits and learning activities. The researcher suggested that further research
can have students collaborate in creating a board game set. The communication
exercise set can control other aspects of Chinese language.

Verdnica Estrada-Plana et al. (2024). Benefits of Playing at School: Filler Board
Games Improve Visuospatial Memory and Mathematical Skills: This paper aims to test
whether board games affect children's memory and calculation ability. The researchers
used children aged 8-10 as the research sample. Through periodic testing and
recording, the findings demonstrated meaningful transfer effects across both memory
and mathematics training interventions. Among third-grade participants, engagement
with mathematical games yielded moderate to substantial effect sizes relative to the
control condition, particularly in visuospatial working memory capacity, memory
updating processes, numerical operations, and ordinal number processing. Fourth-
grade cohorts exhibited small but statistically significant effect sizes in problem-solving
abilities following memory game interventions compared to the control group. These
results suggest that structured board game interventions may serve as an effective
pedagogical approach for fostering cognitive development and mathematical

competencies in elementary school students.



CHAPTER 3
RESEARCH METHODS

The title of this research is "Design and development of Board Game with Thai
Daily Usage Sentences for Chinese Family Living in Bangkok", and the third chapter
mainly uses a mixed research method, which involves both corresponding
questionnaires and relevant interviews. In addition, Before the final product is made, the
prototype will be tested. This chapter is specifically divided into the following steps, as

shown in the figure.

Step-by-step diagram of the research procedures

Step 1: To summarize the Thai daily usage sentences for board game
Step 1.1: Summarize form Pickup Thai website and Thaipod101 website

Step 1.2: Questionnaire survey from 100 Chinese people who live in Thailand

Step 2.1: Analyze family board game from 3 elements: rule, player interaction, game

l

Step 3: Design a prototype

l

Step 4: Group test

l

Step 5: Check business plan

l

Step 6: Final product

Step 2: To analyze board game

experience.
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Step 1: To summarize the Thai daily usage sentences for board game

Step 1.1: Summarize from Pickup Thai website and ThaiPod101 website

Pickup Thai and ThaiPod101 have summarized 365 Thai phrases and 289 Thai
vocabulary for daily usage respectively. The researcher list and summarize the
overlapping parts, totaling 223 sentences, and record their corresponding
pronunciations for subsequent questionnaire surveys and board game design.

Pickup Thaiis a Thai language teaching platform founded by Khru Yuki
Tachaya and Khru Miki Chidchaya. It has a complete brand identity and self-developed
products, including Thai textbooks, instructional videos, and audio materials. In addition
to selling Thai learning resources, the website also offers its own branded merchandise.
The platform provides one-on-one lessons to students from various countries, including
Japan, China, and the United States. It has over 10,000 followers on social media.

ThaiPod101, developed by Innovative Language, is another Thai language
learning platform offering courses from beginner to advanced levels. It caters to learners
of all backgrounds and provides free audio and video learning materials on social
media. The platform boasts over 300,000 followers on social platforms.

Step 1.2: Questionnaire survey from 100 Chinese people who live in Thailand

The 100 survey subjects must meet the following requirements: they must be
Chinese who have lived in Thailand for more than half a year and live in Thailand as a
family unit, including a mother and child family, a father and child family, or a parent and
child family.

The questions in the questionnaire can be divided into four parts:

Part 1. Basic information of the respondents (personal information, channels
from which they learned Thai, etc.)

Part 2. Preferences for board game content (game duration, board game
scenes, difficulty, etc.)

Part 3. Preferences for board game art style (color, style, etc.)

Part 4. Purchase intention
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Step 1.3: Interview three Thai language teaching experts who have experience
in teaching Thai to Chinese people for more than 2 year.
The basic information of the three experts who participated in the interview is as

follows:

Table 1 Basic information of the three experts

Name Age Occupation Teaching experience
Pat 44 University Professor Over 10 years
Wipawee Khorsawat 31 Thai teaching blogger 3 years
Supachai Wirasa 35 Institution Thai teacher 8 years

The questions asked in the interview are divided into four parts:
Part 1. Thai teaching experience
Part 2. Board game content design
Part 3. Marketing suggestions
Part 4. Open questions
In the fourth part, open questions will ask different questions based on the

areas of expertise of the three experts.

Step 2: To analyze board games
Based on the total sales of Taobao, the researcher finds three family board
games and three language teaching board games, a total of 6 games, and analyzed the
player interaction, game experience, and rules of the 3 family board games, the goal,
rules, components and aesthetics of the 3 language teaching board games.
Search for “family board game” on Taobao, and the top three products by sales
volume in the past 30 days are (Taobao, as of 01, 2025):
1. Super farmer
2. Rabbit trap
3. Guess who am |
Search for “English board game” on Taobao, and the top three products by

sales volume in the past 30 days are (Taobao, as of 01, 2025):
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1. I win phonics card game
2. yaofish Word Wiz
3. I'win Hit the bill

Step 3: Design a prototype

Step 4: Group test

The testing team is divided into two groups.

The first test group consists of 10 Chinese families in Bangkok, serving as the
sample population for this study. In total, there are about 20 people, including both
parents and children. The sample of this group needs to have lived in Thailand for more
than half a year.

The second group is composed of 3 Thai language teaching experts who have
experience teaching Chinese learners. These three experts need to have more than 2

years of Thai teaching experience and more than 1 year of residence in Thailand.

Step 5: Check business plan

Use the Lean Canvas business model to test whether the product is viable in

the market

Step 6: Design a final product



CHAPTER 4
DATE ANALYSIS AND RESEARCH RESULTS

This chapter will analyze the research objectives and use the research

methodology in Chapter 3.

Step 1: To summarize the Thai daily usage sentences for board game

Step 1.1: Summarize form Pickup Thai website and ThaiPod101 website

Research Results:

The researcher reviewed 365 commonly used sentences summarized on the
Pickup Thai website (https:/pickup-thai.com/) and 289 key words summarized on the
ThaiPod101 website (https://www.thaipod101.com/dashboard). In addition, 35

sentences were excluded because they were not suitable for family board games, such
as swear words and sentences about love topics. Of the remaining 330 sentences, 223
contain the keywords of the ThaiPod101 website. The 223 sentences are divided into 15
categories, of which 199 sentences can be divided into 14 categories according to
usage scenarios, namely greetings & introducing yourself, family, communication,
making friends, expressing feelings, memory, transportation, sightseeing, travelling,
hotel, weather, restaurant, shopping, hospital. And the last category is miscellaneous
that can be used in multiple scenarios. There are 24 sentences in this category.

The 330 sentences are as follows and the sentences marked in yellow in the

first column contain keywords:

Table 2 330 sentences and their classification and translation

A5a% Hello. / Bye. Greetings & introducing yourself
Wularfha How are you? Greetings & introducing yourself
TN How are you? Greetings & introducing yourself
8 Neuy Sorry / Excuse me. Greetings & introducing yourself
TALADNIN Thank you very much. Greetings & introducing yourself
Tadluls That's OK. / You're welcome. Greetings & introducing yourself
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Table 2 (Continued)
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I've been to Thailand four times.

| have to go now. See you.

What'’s your name?

My name is Anne.

What nationality are you?

I’'m American.

I’'m not Chinese.

How old are you?

I'm 18.

What do you do?

I'm an English teacher.

What did you come to Thailand for?

I’'m here for vacation.

My family lives here.

Where do you live?

I'live in New York.

When is your birthday?

| was born on July 15th.

What year were you born?

| was born in 1975.

What's your telephone number?

My telephone number is 089-123-4567

| don't have a lot of free time.

I’'m very busy with work.

| work as a teacher.

I’'m looking for a job now.

I'm retired.

I’'m a business owner.

| have a business in Thailand.

I'm a freelancer.

| have two dogs.

Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself
Greetings & introducing yourself

Greetings & introducing yourself
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| have never been abroad.

| study Thai because | want to be able to speak the

language.

How many siblings do you have?

| have two siblings.

I'm an only child

My parents live in France.

Do you have children?

| have three children.

| have one daughter and two sons.

My eldest child is named Joshua.

My middle child is in first grade.

My youngest child is not in school yet.

My children are 4 and 5 years old.

What was that? / Repeat that.

Did you hear me? / Can you hear me?

Can you speak more slowly?

Do you speak English?

| can speak a bit of Thai.

| can't speak Thai.

| can speak Thai but not very well.

| don’t understand Thai.

| don’t understand what you're saying.

Do you understand what I'm saying?

Can you repeat that?

What do you mean?

What does this word mean?

How do you say "airport" in Thai?

Is there anyone who can speak English?

Do you have any foreign friends?

Do you want to have lunch/dinner with me?

Do you want to watch a movie with me?

Greetings & introducing yourself
Greetings & introducing yourself
Family
Family
Family
Family
Family
Family
Family
Family
Family
Family
Family
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Communication
Making friends
Making friends

Making friends
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Let's go get something to eat.

Do you like to go to the beach?

Have you been to England?

| want to have Thai friends.

What are you going to do tomorrow?

What are you doing?

Are you free now?

When are you free?

What time should we meet?

Do you have a Facebook account?

My Facebook account is Olivia Johnson

Add me.

What'’s your LINE ID?

Call me back.

| like to work out.

| don't like to play sports.

| like to cook.

| don't like traffic jams.

| don't like Chinese food very much.

| love Thailand.

| hate cold weather.

What do you prefer, dogs or cats?

| like dogs more than cats.

Do you like to fly on airplanes?

What do you like to do in your free time?

I'm very happy to be back here.

I'm very sad | didn’t go with you.

I’'m very excited to go to the floating market.

I'm afraid to be lost.

What a shame.

Congratulations.

Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Making friends
Expressing feelings
Expressing feelings
Expressing feelings
Expressing feelings
Expressing feelings
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Expressing feelings

Expressing feelings
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That's awesome!

I'm happy for you.

Sorry to hear that.

That's a relief.

I'm very disappointed with this show.

| don’t know who he or she is.

| don't know that woman.

Do you know where he or she is?

| don't think Thai is difficult.

Do you remember what my name is?

| don’t remember where | put it.

I’'m not sure if there is / if | have it.

| thought | didn’t have to pay.

What time is it now?

Which way to BTS?

How much is it to go to Paragon?

Is it far?

How much time does it take?

Are we almost there?

To Asoke BTS station.

Please turn on the meter.

Do you know how to get to the Novotel hotel?

Do you know the Baiyoke tower?

Go ahead and get on the express way.

How much is the express way toll?

Please drive slowly.

Turn left at the next street.

Turn right at the intersection.

Please stop here.

Can | pay with a 1000-baht bill?

Keep the change.

Expressing feelings
Expressing feelings
Expressing feelings
Expressing feelings
Expressing feelings
Memory
Memory
Memory
Memory
Memory
Memory
Memory
Memory
Transportation
Transportation
Transportation
Transportation
Transportation
Transportation
Transportation
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Transportation
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How do | go to the Grand Palace?

What museums are worth visiting?

Where can | find souvenirs?

Which shops have good prices?

Where is the bathroom?

Do you have a map?

Do you have brochures in Chinese?

How much is the admission fee per person?

Is there an admission fee?

Do children get in for free?

Where do | buy the tickets?

Three adult tickets, please.

Is there a discount?

Can | take pictures inside?

What restaurant is good around here?

Is there an ATM around here?

What banks are there in this mall?

Are you full?

Do | need to make a reservation?

I'd like to make a reservation for three at 5pm.

| made a reservation under the name Emily.

What are the show times?

What time is the next show?

How long is the show?

Is there a break?

Are you still open? / Is it still open?

Can you take a picture for me?

Do you want me to take a picture for you?

Where is the exit?

What day are you closed?

What are the opening times

Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
Sightseeing
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Where can | buy water?

Which bus goes to Khaosan road?

How do | get to Samyan market by foot?

Where are you going?

How long are you going there for?

How are you going there?

I’'m going there by train.

I'm flying back to Europe.

What airline are you flying on?

When will you come back?

When will you come to Thailand again?

I’'m going to rent a car.

Have a safe trip.

This is the first time I've been to Phuket.

I've been in Thailand for two months.

I'll be in Bangkok for three more weeks.

Have fun!

Thanks for taking me here.

I've booked a room for 2 nights.

Do you have a room available?

I'd like to book for one night.

Can | change rooms?

How do | get to the stairs?

Where do | get on the elevator?

From what time to what time do you serve
breakfast?

Where'’s the swimming pool?

Can | have one more bottle of shower gel?

Can | have two rolls of toilet paper?

Can | have one bath towel?

The air-conditioner is not working.

Sightseeing

Sightseeing

Sightseeing
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
Travelling
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Hotel
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Hotel
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The water is not running.

Is there a refrigerator?

There’s hot water, right?

When do | pay?

What time is check out?

Is there valet parking?

Can | get a new key card?

What floor is my room on?

Is there Wi-fi here?

How do | connect to the Wi-fi?

It's so hot today.

It's raining very heavily now.

Chiang Mai's weather is really nice.

It was very windy yesterday.

It's snowing now in Canada.

It's rather cold now in Korea.

What season is it now in Italy?

Now, it's the rainy reason in Thailand.

I’'m going to the South (of Thailand) in summer.

It's not cold at all during winter in Thailand.

My country does not have a spring season.

Autumn in Japan is very beautiful.

I’'m hungry.

I'm thirsty.

I'm full.

Two people.

Can we sit here?

Can we have the menu?

What do you recommend?

What's good here?

Do you have a vegetarian menu?

Hotel

Hotel

Hotel

Hotel

Hotel

Hotel

Hotel

Hotel

Hotel

Hotel

Weather

Weather

Weather

Weather

Weather

Weather

Weather

Weather

Weather

Weather

Weather

Weather

Restaurant

Restaurant

Restaurant

Restaurant

Restaurant

Restaurant

Restaurant

Restaurant

Restaurant
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I'm vegan.

Does it contain dairy?

I'm allergic to peanuts.

I'm ready to order.

I'll have one order of Pad Thai.

I'll have two orders of rice.

I'll have pork fried rice and shrimp hot and sour
soup.

I'll have one order of chicken basil leaf stir-fry with
a fried egg.

What kind of drinks do you have?

I'll have one bottle of water and two glasses of ice.

I'll have four bottles of Coke.

No ice.

With lots of chilies.

No chilies.

Make it not spicy.

Make it very spicy.

| want it not very spicy.

Can | have condiments?

Can | have a spoon and a fork?

Do you have chopsticks?

Can | have one empty plate?

Can | have two empty glasses?

Can | have some napkins?

Can | have it to go?

Can you put it in a to-go box?

It's very delicious.

It's disgusting.

| haven’t gotten what | ordered yet.

Can | get the check?

Do you take credit cards?

Is there a larger size?

Restaurant
Restaurant
Restaurant
Restaurant
Restaurant
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Restaurant
Restaurant
Restaurant
Restaurant
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Is there a different color?

I'll have this one.

How much is this style?

Can | try it on?

Is there a fitting room?

How much is this?

How much is that?

Can you give me a discount?

Is there anything cheaper?

Where do | pay?

What's the matter?

Are you OK?

| don't feel very well.

| feel a little unwell.

| have a bad headache.

| might be having a cold.

| have a fever.

Where does it hurt? (Where do you feel pain?)

Do you feel OK now? (Have you recovered?)

Get well soon.

Take good care of yourself.

Go see the doctor.

What did the doctor say?

Did you take the pills?

Do you have a bandage?

Is there a pharmacy nearby?

Help!

Call an ambulance, please.

To the nearest hospital.

| have health insurance.

What is that?

Shopping
Shopping
Shopping
Shopping
Shopping
Shopping
Shopping
Shopping
Shopping
Shopping
Hospital
Hospital
Hospital
Hospital
Hospital
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Whose is this?

Yes / That's correct.

No / That's not correct.

I'm tired.

| need to go to the bathroom.

Have you taken a shower?

Are you tired?

I’'m going to bed.

Wait. / Hold on.

Wait a moment.

I'll be back.

Really?

Don't forget.

I’'m just kidding.

| told you.

See? / Do you see (me/it)?

| don't know yet.

Me too. / Same.

Are you sure?

I’'m not sure.

Of course. / Sure.

No way.

| can’t handle it anymore.

Are you done?

I’'m done.

Hurry up.

Be quick, OK?

Hang in there.

Good luck.

Check this out!

Up to you.

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous
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Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous

Miscellaneous
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ﬁQEllWN Do you need my help? Miscellaneous
LLiquu Of course. Certain Miscellaneous
T1aney Never mind. / Forget it. / Whatever. Miscellaneous
Wy )
Wl 16 There’s no way. / That's impossible. Miscellaneous
na Enough. / Stop. / Now. Miscellaneous
laildesinedu It's not like that. Miscellaneous
)
ANSUNN | guess so. Miscellaneous
- )
gl What should | do? Miscellaneous
lifaansala Don't be shy. / It's OK. / Don't worry. Miscellaneous
2e° I have no opinion. / It doesn’t matter. / so so Miscellaneous
laidiu Calm down. Miscellaneous
Wnezlsau What happened? Miscellaneous
- o )
RENMIR Actually... Miscellaneous
v o .
DWNY In that case, so... Miscellaneous
RS .
fladdu If not, otherwise Miscellaneous

According to the data from Table 2, among the 330 Thai sentences, the
distribution across different categories is as follows: 39 sentences for greetings &
introducing yourself, 11 for family, 15 for communication, 17 for making friends, 22 for
expressing feelings, 8 for memory, 18 for transportation, 34 for sightseeing, 15 for
travelling, 22 for hotel, 12 for weather, 39 for restaurant, 11 for shopping, 20 for hospital,
and 47 for miscellaneous.

Among the 223 sentences that overlap with keywords, the distribution is: 35 for
greetings & introducing vyourself, 11 for family, 13 for communication, 15 for making
friends, 16 for ~ expressing  feelings, 8 for ~ memory, 6 for  transportation, 20 for
sightseeing, 15 for travel, 13 for hotel, 9 for weather, 24 for restaurant, 1 for

shopping, 13 for hospital, and 24 for miscellaneous.

Step 1.2: Questionnaire survey from 100 Chinese people who live in Thailand
This step is to investigate the target group's needs for Thai language learning,

and to further refine the 209 sentences summarized from Step 1.1. According to user
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needs, some of the 209 sentences are selected and put into the design of the board

game.
Research Results (questions 1 to 22 are expressed as Q1 to Q22):
Table 3 Age
Option Number of selections Percentages Rank
Under 20 years old 0 0% 4
20-30 years old 36 36% 2
30-40 years old 39 39% 1
Over 40 years old 25 25% 3

According to Question 1, in response to age, the age range of 30-40 years old
is the largest with 39%, followed by the age range of 20-30 years old with 36%, and the

age range of over 40 years old with 25%.

Table 4 Number of family members

Option Number of selections Percentages Rank
1 person 0 0% 4
2 people 4 4% 3
3 people & 75% 1
4 people 17 17% 2
5 or more people 4 4% 3

According to Question 2, 96% of the respondents have three or more family

members, with three-member households being the most common, accounting for 75%

of all respondents.

Table 5 Your job is?

Option Number of selections Percentages Rank
Unemployed/Housewife 26 26% 2
Part-time job 14 14% 3
Individual merchants 6 6% 4
Office workers 54 54% 1
Others (please specify) 0 0% 5

According to Question 3, 54% of the respondents are Individual merchants,

which is the highest proportion, exceeding half of the total. This is followed by
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unemployed individuals/nomemakers at 26%, part-time workers at 14%, and Individual

merchants individuals at 6%.

Table 6 Your Thai language level?

Option Number of selections Percentages Rank
No basis 0 0% 0
Can use some words 57 57% 1
Can use some sentences 31 31% 2
Very fluent 12 12% 3

According to Question 4, the highest proportion of respondents—57%—chose
the option "Can use some words," while only 31% reported “Can use some sentences”.
This indicates that more than half of the respondents have a basic understanding of

Thai, but still face challenges when it comes to using complete sentences.

Table 7 What channels do you mainly use to learn Thai? (Multiple choice)

Option Number of selections Percentages Rank
School/language institution 7 71% 2
Online courses or apps 89 89% 1
Self-study (such as books, videos) 45 45% 4
Communicate with local people 62 62% 3
Others (please specify) 0 0% 5

According to Question 5, among all respondents, the most selected option was
"Online courses or apps," accounting for 89%. This was followed by "School/language
institution" at 71%, and "Communicate with local people" at 62%. The least chosen

option was "Self-study (such as books, videos)," making up only 45% of the responses.

Table 8 If you use board games to learn Thai, how much time do you and your children

want to srpend on it (each time)

Option Number of selections Percentages Rank

Less than 0.5 hours 8 8% 4

0.5-1 hour (Includes one hour) 33 33% 2
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Table 8 (Continued)

1 hour - 2 hours 39 39% 1

More than 2 hours 20 20% 3

According to Question 6, 39% of the respondents chose "1 hour - 2 hours", 33%
selected "0.5-1 hour (Includes one hour)", and 20% opted for "More than 2 hours". The

least chosen option was "Less than 0.5 hours", accounting for only 8% of the responses.

Table 9 Please rate the importance of the following scenarios according to your needs

Option Average score (out Rank
of 5)

Greetings & introducing yourself 3.62 6

Family (eg: How many brothers and sisters do you have? /| am an only child) 3.56 10

Communication (eg: Does anyone speak English? / How do you say this in Thai?) 3.54 1"

Making friends (eg: Are you free? / What's your Line number?) 3.61 7

Hobbies & Feelings (eg: | like cooking. / Congratulations) 3.64 5

Memory (eg: | don’t know./I don’t remember.) 3.48 14

Transportation 3.58 8

Sightseeing (eg: Where can | buy the ticket? / Can you take a photo for us?) 3.67 3

Travelling (eg: Have a safe journey. / | am going to take a train.) 3.66 4

Hotel 3.57 9

Weather 3.75 1

Restaurant 3.68 2

Shopping 3.49 13

Hospital (eg: | have a fever. / Have you taken medicine?) 3.51 12

According to Question 7, the target group considers the following categories to
be relatively important: "Weather," "Restaurant," "Sightseeing," "Travelling," "Hobbies &
Feelings," and "Greetings & Introducing Yourself." The scores for these six categories

are all above 3.615, which is the median score across all 14 categories.

Table 10 How much Thai cultural elements do you want to be included in the board

game? (Multiple choice)
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Option Number of selections Percentages Rank
Thai food 88 88% 1
Attractions 68 68% 2
Traditional costumes 45 45% 4
Thai festivals 30 30% 5
Honorific usage/etiquette 54 54% 3
Masterpiece 25 25% 6
Others (please specify) 2 2% 7

According to Question 8, the options selected by more than half of the
respondents include “Thai food”, “Attractions”, and “Honorific usage/etiquette”. The
number of respondents choosing these three options was 88, 68, and 54, respectively,

ranking them first, second, and third among all options.

Table 11 How complex do you want the rules of the board game to be?

Option Number of selections Percentages Rank

Very simple (Haven't played) 28 28% 2

Moderate (Played, suitable for parents and children to

53 53% 1
participate together)
More complex (Played, and also want to play with
19 19% 3
colleagues/friends)
Other (please specify) 0 0% 4

According to Question 9, More than half of the respondents selected Moderate
“(Played, suitable for parents and children to participate together)”, accounting for 53%

of the total responses.

Table 12 What learning goals do you hope to help yourselves or your child achieve

through this board game? (Multiple choice)

Option Number of selections Percentages Rank

Understand basic Thai vocabulary 90 90% 1
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Table 12 (Continued)

Learn Thai sentences 64 64% 2
Understand Thai culture 36 36% 4
Enhance parent-child interaction 57 57% 3
Others (please specify) 0 0% 5

According to Question 10, regarding the goals of playing board games, the
respondents considered "Understand basic Thai vocabulary" to be the most important,
followed by "Learn Thai sentences" (64%), "Enhance parent-child interaction" (57%),
and " Understand Thai culture " (36%). Therefore, in addition to language learning, the
respondents still attach great importance to the function of board games in enhancing

parent-child interaction.

Table 13 Which color combination do you think is suitable for Thai language teaching

board games that designed for parents and children?

Option Number of selections Percentages Rank

B[] 3 7 7% 6
B O ] 13 13% 5
B[] 16 16% 4
H B 19 19% 3

HOENE 21 21% 2
LN 24 24% 1

According to Question 11, among the six color combinations summarized from

six outstanding products in the same category, the combination of "orange, purple,
white, and blue" was the most popular, favored by 24% of respondents. Additionally, the
combination of "red, purple, white, and blue" was also quite popular, chosen by 21% of
respondents. This indicates that most respondents prefer color schemes dominated

by "purple, white, and blue", with red or orange as complementary colors.

Table 14 What style do you think this board game should be?

Option Number of selections Percentages Rank




Table 14 (Continued)

44

Hand-painted style

Figure 3 Hand-painted style

Source:

https://images.app.goo.gl/DkoYQZrNis9cbgG16

Concise style

Figure 4 Concise style

Source:
https://vcg.jsbgfw.com/creative/search?phrase=%E5%9B%BD
%E9%99%85%E5%BBY%BAY%ET7 %AD%91%E5%B1%95&graphi
calStyle=2

Realistic style

Figure 5 Realistic style

Source:

https://images.app.goo.gl/8kGVycPwmuGzVNY59I

48

34

18

48%

34%

18%



https://images.app.goo.gl/8kGVycPwmuGzVNY59l
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According to Question 12, the highest proportion of respondents—48%—
preferred the "Hand-painted style", indicating stronger approval for the use of hand-

painted illustrations in family board games.

Table 15 Which of the following text layouts do you think is more suitable for learning

Thai?

Option Number of selections Percentages Rank

Underline both Thai and Chinese

69 69% 1
Figure 6 underline both Thai and Chinese
Zhang Yirong (2025)
Underline just Thai
31 31% 2

Figure 7 Underline just Thai

Zhang Yirong (2025)

According to Question 13, a larger proportion of respondents—69%—chose

the option "Underline both Thai and Chinese".

Table 16 Which of the following text layouts do you think is more suitable for learning

Thai?

Option Number of selections Percentages Rank



https://m.chinabgao.com/freereport/85812.html
https://m.chinabgao.com/freereport/85812.html

Table 16 (Continued)
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Change the font for Thai and Chinese

Figure 8 Change the font for Thai and Chinese

Zhang Yirong (2025)

Change the font for just Thai

Figure 9 Change the font for just Thai

Zhang Yirong (2025)

47

53

47%

53%

According to Question 14, the number of respondents who chose the

option "Change the font for just Thai" was slightly higher.

Table 17 Which of the following text layouts do you think is more suitable for learning

Thai?

Option

Number of selections

Percentages

Rank

Change the color of Thai and Chinese

nua

Figure 10 Change the color of Thai and Chinese

Zhang Yirong (2025)

50

50%



https://m.chinabgao.com/freereport/85812.html
https://m.chinabgao.com/freereport/85812.html
https://m.chinabgao.com/freereport/85812.html

Table 17 (Continued)

47

Just change the color of Thai

Figure 11 Just change the color of Thai

Zhang Yirong (2025)

50

50%

According to Question 15, the number of respondents who chose "Change the

color of Thai and Chinese" was equal to those who selected "Just change the color of

Thai".

Table 18 Where do you usually play board games? (Multiple choice)

Option Number of selections Percentages Rank
Family gatherings 56 56% 3
Friend gatherings 59 59% 2
School or educational institutions 62 62% 1
Traveling 39 39% 4
Others (please specify) 2 2% 5

According to Question 16, In the context of playing board games, the options

"School or educational institutions", "Friend gatherings", and "Family gatherings" were

each selected by more than half of the respondents, with 62%, 59%, and 52% of

respondents choosing them, respectively.

Table 19 What channel did you use to buy board games or similar products last time?

Option Number of selections Percentages Rank
E-commerce platforms (such as Taobao, Xiaohongshu) 5 5% 5
Bookstores 24 24% 2
Toy stores 18 18% 3
Shopping malls 36 36% 1



https://m.chinabgao.com/freereport/85812.html
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Table 19 (Continued)

Educational institutions or schools 17 17% 4

Others (please specify) 0 0% 6

According to Question 17, offine channels are the primary way most
respondents purchase board games or similar products. The breakdown is as follows:
Shopping malls accounting for 36%, Bookstores for 24%, Toy stores for 18%, and
Educational institutions or schools for 17%. In contrast, the online channel E-commerce

platforms (such as Taobao, Xiaohongshu) has the lowest proportion, at only 5%.

Table 20 What is the price range you are willing to pay for such a board game?

Option Number of selections Percentages Rank
Less than 50 yuan 25 25% 2
50-100 (includes 100 yuan) 46 46% 1
100-200 yuan (includes 200 yuan) 22 22% 3
More than 200 yuan 7 7% 4

According to Question 18, 46% of the respondents find the price range "50-100

(includes 100 yuan)" acceptable.

Table 21 Which way do you prefer to learn about new product information? (Multiple

choice)
Option Number of selections Percentages Rank
Social media advertising 50 50% 3
Recommendations from friends or family 56 56% 1
Offline events or exhibitions 54 54% 2
Others (please specify) 0 0% 4

According to Question 19, the option "Recommendations from friends or

family" was chosen by 56% of respondents, "Offline events or exhibitions" by 54%,

and "Social media advertising" by 50%.

Table 22 Do you want a mobile app to assist learning with the board game?
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Option Number of selections Percentages Rank
Yes 84 84% 1
No 16 16% 2

According to Question 20, the majority of respondents believe that board
games should be supported by an app for learning purposes, with 84% holding this

view.

Table 23 What additional resources do you want the board game to include? (Multiple

choice)
Option Number of selections Percentages Rank
Board game itself is enough 0 0% 4
Voice recognition function 46 46% 3
Online courses 78 78% 1
Cultural knowledge expansion 60 60% 2
Others (please specify) 0 0% 4

According to Question 21, all respondents agreed that board games should
provide additional resources. Among them, 78% believe thatonline instructional
videos should be offered, 60% think cultural knowledge expansion should be included,

and 46% suggest providing audio-assisted learning resources.

Table 24 Are you willing to pay more for higher quality materials (such as wood)?

Option Number of selections Percentages Rank
Yes 74 74% 1
No 26 26% 1

According to Question 21, A larger proportion of respondents—74%—agree to

pay extra for board games made with higher-quality materials.

According to the survey results from 22 questions, the majority of respondents
were aged 30 or above, coming from three-member families and working as office

employees with basic Thai language skills, primarily learning through online courses,
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apps and offline educational institutions. Regarding the Thai learning board game, most
participants preferred playing for 30 minutes to 2 hours, with over half considering six
key scenarios most essential for learning: weather, dining, sightseeing, traveling,
expressing feelings, and greetings/self-introductions. The survey revealed strong
interest in Thai culture - 88% wanted to learn about local cuisine, 68% about tourist
attractions, and 54% about etiquette. Respondents generally preferred moderate game
difficulty that teaches basic vocabulary while incorporating cultural elements. In terms of
design, the favored color scheme combined white, purple, orange and blue, with
specific text formatting preferences: Thai text highlighted through both underlines and
font variations while Chinese translations used underlines only, along with a preferred
hand-drawn illustration style. Usage patterns showed the board game would mainly be
used in schools and educational institutions. Purchasing behavior indicated most
respondents previously bought similar products through offline channels and typically
learned about new products through family and friends. The majority found the ¥50-100
price range appropriate, with 74% willing to pay more for superior quality materials.
Additional desired features included a supporting app and more diverse learning

materials to complement the board game experience.
Step 1.3: Interview three Thai language teaching experts who have experience

in teaching Thai to Chinese people for at least 2 years

Research Results:

Table 25 Interviewee code

Interview code A B C
Name Pat Wipawee Khorsawat Supachai Wirasa
Age 44 31 35
Occupation University Professor Thai teaching blogger Institution Thai teacher
Teaching experience Over 10 years 3 years 8 years
Interview method Online Online Online
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The interview content is detailed in the table blew (questions 1 to 12 are

expressed as Q1 to Q12):

Table 26 Where are you teaching Thai now? Through what channels? (For example,

offline classes/online classes?)

A Currently, | teach Thai to Chinese learners online. In the past, | also taught Thai in a classroom setting.

Teach Thai online, mainly using Tencent Meeting.

| primarily teach Thai language courses on both online platforms and at offline training institutions. For online teaching, |
C have students from many different countries. As for offline teaching, | have taught students in Guangzhou, Shenzhen, and

Zhuhai in China.

According to Q1, the teaching methods of the experts interviewed are both

online and offline.

Table 27 What groups have you taught? Have you taught Chinese people? Have you

taught Chinese children? Or Chinese office workers?

A | mainly teach adult Chinese learners and working professionals, focusing on one-on-one lessons.

The individuals | have taught are all Chinese, ranging from a 12-year-old Chinese child to Chinese adults around 60 years
® old. The majority of those | have taught are Chinese working professionals and freelancers.
c The students | have taught include Chinese individuals, Thai locals who want to learn Chinese, and students from other

countries interested in Thai. Among my Chinese students, there are both children and adult working professionals.

According to Q2, two experts have experience teaching children and adults.

Table 28 What problems do you think Chinese people usually encounter when learning
Thai? How do you usually help them solve these problems? Is there anything that you

think should be paid special attention to when teaching Chinese people.

One common challenge Chinese learners face when learning Thai is spelling. Thai has a complex writing system that often
confuses learners. For example, formal language, consonant clusters, homophones, words borrowed from Pali and
Sanskrit, and irregular spellings can be tricky.

A To help with this, | encourage learners to practice writing from dictation, reading aloud, creating sentences, and translating
meanings. This helps deepen their understanding of the words and their usage.

Another key focus when teaching Thai to Chinese learners is pronunciation. It's important for teachers to pronounce words

clearly and naturally.
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Table 28 (Continued)

The two main issues are pronunciation and vocabulary usage.

To address their pronunciation difficulties, | provide Pinyin annotations next to the vocabulary to help them pronounce the
words correctly. For vocabulary usage, | explain the etymology and roots of the words and provide examples to

B demonstrate how the words are used in real-life communication or how to construct sentences with them.

Regarding pronunciation issues, it is important to pay attention to **long and short vowel sounds, as the length of a vowel
can sometimes lead to misunderstandings or confusion with other words. Additionally, special attention should be given to
the consonant “A”, as it often poses challenges for learners.

When Chinese learners study Thai, they often encounter pronunciation challenges due to the unique vowels and
consonants in Thai, which differ significantly from Chinese pronunciation. This can lead to inaccuracies in their
pronunciation. To address this, | typically use audio and video materials to allow students to repeatedly listen to standard
pronunciations and practice through imitation to correct their mistakes. Additionally, | employ pronunciation comparison
charts to help students visually understand the differences between Thai and Chinese pronunciation.

When teaching Chinese learners, | believe it is crucial to fully consider the linguistic differences between Chinese and Thai
to avoid the negative transfer of their native language. This is key to helping them overcome pronunciation difficulties

effectively.

According to Q3, the main problem encountered by Chinese people when
learning Thai is pronunciation. The methods adopted by the experts include: multiple
practice with video and audio, explaining the root of the word, and making sentences

according to the scene to deepen the impression, etc.

Table 29 What teaching aids do you use in your teaching? (Such as pictures, videos,
audio ***) Which teaching aid do they usually prefer? Do you use board games to assist
teaching? Or do you teach through games? If so, how much time do games take up in

your class?

| often use gestures, videos, and pictures to help teach Thai. | also think role-playing activities are quite effective for

Chinese learners. In these activities, | give students key words to create dialogues, then act them out. Other students can

A

help analyze whether the meaning, word usage, and pronunciation are correct.

I've never used board games for teaching Thai before.

| use images the most and occasionally incorporate videos. My students prefer images, and | have not yet used game-
B

based teaching in my classes.
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Table 29 (Continued)

In my teaching, | do use these tools because images are fundamental in helping students visually understand the meanings
of vocabulary. For example, when teaching words related to fruits and animals, showing corresponding pictures helps
students memorize quickly. Videos are used to immerse students in real-life Thai communication scenarios, which aids their
grammar and memory. Audio is primarily used for pronunciation practice, allowing students to hear standard Thai
pronunciation.

C Most of my students are particularly interested in video-based teaching, as videos provide rich visual and auditory
information, making them more engaging. | have also used board game cards in teaching, and the response has been very
positive. Additionally, | have designed classroom games to assist teaching, such as a Thai vocabulary chain game, where
students take turns using the vocabulary they've learned, and the one who fails performs a small activity. During my
lessons, games typically occupy about 10%-20% of the class time. | believe this is sufficient to create a lively classroom

atmosphere and help students consolidate their knowledge in a relaxed and enjoyable environment.

According to Q4, the experts rarely or never use games to assist teaching, and

the teaching materials are mainly pictures, videos and audio.

Table 30 When designing Thai board games for Chinese families, which words and

sentences in which scenarios do you think are more practical for Chinese people?

| think nouns, pronouns, and verbs related to family can be applied well in board games. For example, when teaching the
topic "My Family," teachers can introduce words like father, mother, child, love, I, my, family, home, have, and people.

Start with simple sentences using these words, like “I love my father,” “The child loves their mother,” or “My family has five

A
members.”
The idea is to connect single-syllable words into phrases, then build those into full sentences. Eventually, those sentences
can be linked together to form a story.
B Expressing their needs.
| believe that basic expressions for daily greetings and self-introductions are the most practical. Whether hosting Thai
C friends at home or traveling and encountering Thai people, these expressions can be used immediately. Additionally, time-

related vocabulary is frequently used in many scenarios and is highly useful.

According to Q5, the experts mentioned that Chinese people want to learn in

real life are about family, self-introduction, and expressing demands.

Table 31 Do you think it is possible to add Thai cultural elements to board games? For

example, Thai food, attractions, etc. What do you think can be added?

| believe board games should also include elements of Thai culture since language and culture go hand in hand. For
example, if you're teaching Khun Chang Khun Phaen (a famous Thai literary work), it would be great to include aspects of
A Thai beliefs, such as kumarn thong (spiritual child statues) or amulets.

If teaching Phra Aphai Mani, elements of Buddhism and Thai traditions could be incorporated.

Including Thai culture and beliefs makes the content more engaging and enjoyable for learners.
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Table 31 (Continued)

B

Thai cuisine, festivals, politeness (such as greetings, responses, and farewells), and etiquette.

| think incorporating Thai food elements into cards or dice could be a great idea. For example, cards could feature images
of Thai dishes with their names and descriptions, while dice could have food-related instructions, such as naming a Thai
fruit or mimicking the action of eating Pad Thai.

Additionally, Thai landmarks could be integrated into the game’s map or scenarios. For instance, designing a map that
includes famous sites like the Grand Palace in Bangkok or the Old City of Chiang Mai, along with related challenges and
questions, such as describing the main architectural features of the Grand Palace in Thai. This would help students

familiarize themselves with Thailand’s geography and iconic landmarks.

According to Q6, the experts believe that cultural elements such as Thai

classics, etiquette, food and attractions can be added to board games.

Table 32 If there is such a board game, what do you think | should do to let consumers

know about it and become interested in buying it? Which channels should | use to sell it?

To market a board game for business purposes, various platforms can be used, such as Facebook, YouTube,
Xiaohongshu, WeChat, TikTok, and Weibo.

First, create videos to introduce the product.

Second, provide free samples to other influencers on TikTok for dropshipping.

Third, directly collaborate with relevant influencers, such as Thai language teachers, Chinese parents accompanying their
children studying abroad, or educational toy stores.

The product can be sold through TikTok, Facebook, and YouTube.

| believe promotion can be done through multiple channels.

Online: Utilize popular Chinese social media platforms such as WeChat Official Accounts, Douyin (TikTok), and
Xiaohongshu (Little Red Book) to release introduction videos, gameplay demonstrations, and user reviews of the board
game. Additionally, collaborate with Thai language learning bloggers and educational influencers to promote the product.
Offline: Participate in various education fairs and cultural events, setting up product display booths to allow consumers to

experience the fun of the board game firsthand.

According to Q7, the experts generally mentioned online promotion, combining

video introduction to promote board games.

Table 33 If | want to sell it to schools/institutions, what aspects of the board game do you

think they will value more?

Board games sold to educational institutions should be tested and proven effective over time. The visuals and text should

be engaging for users, and the content should be diverse and up-to-date.
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Table 33 (Continued)

In short, they prefer topics related to "everyday life usage” and "festivals and culture."

However, since the focus is on schools and institutions, it is essential to first understand the specific needs of each school

B
or institution, as students in different grades may require different tools. Board games should also align with the teaching
materials they use.
If targeting schools or institutions, | believe they would prioritize the educational value, safety, and quality of the board

C

game.

According to Q8, the experts believe that if teaching institutions want to
introduce board games for teaching, they will pay more attention to whether the board
games meet their teaching objectives, whether the teaching content is novel, and the

safety of the products.

Table 34 How much do you think the learners are willing to spend on board games to

aid their learning?

I’'m not sure about this since | don’t know the market prices for board games and have no pior experience using board
A games to teach Thai to Chinese learners.
B 500-1500 baht per set.

The price range would likely be between 50-200 yuan. However, if the board game includes additional expansion content,
¢ complementary learning materials, or unique designs, the price could vary accordingly.

According to Q9, the experts did not reach a consensus, and believed that the

range from 50 to 300 RMB was acceptable.

Table 35 How do you combine teaching Thai and introducing Thai culture in your

teaching process?

My teaching method involves gathering important keywords and connecting them into a story related to Thai culture. For

example, topics like pha khao ma (traditional Thai cloth), garlands, amulets, or spirit houses.

A
| collect around 10 culturally relevant nouns, use them to create simple sentences, and then connect those sentences into a
story.
When teaching culture-related vocabulary or explaining word roots, | also share the related cultural background, the origin
B

of the words, or relevant knowledge, pairing the vocabulary with stories to enhance understanding.
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Table 35 (Continued)

When teaching Thai vocabulary, | introduce relevant Thai cultural background. For example, when teaching the word for
durian, | explain its status in Thailand, as it is widely known as the "King of Fruits" in the country. | also share how Thais love
durian and their eating habits related to it.

When teaching Thai honorifics, | provide examples of Thai cultural customs, explaining that Thailand is a nation that values
etiquette. | discuss the rules and importance of using honorifics in different contexts and among people of different social
statuses.

Through this approach, students not only learn Thai but also gain a deeper understanding of Thai culture. This helps

enhance their interest and motivation in learning the language.

According to Q10, the experts thought that it could be formed by forming

sentences with words and then forming a story related to Thai culture, or extending from

a word to Thai culture.

Table 36 Do you have any suggestions to make board game teaching more interesting?

A

| don’t have any specific recommendations.

The images need to be visually appealing, as pictures are the most effective in capturing learners' interest.

The game interface should follow the concept of "simple and easy to understand." Avoid cluttering the screen with too many
images or letters, as this helps reduce distractions for students and improves their memory retention.

To make board game teaching more engaging, | think increasing interactivity is key. Designing game segments that involve
multiplayer cooperation or competition can encourage more communication and interaction among participants.
Additionally, incorporating role-playing elements could be very effective. For example, in a board game about Thai
traditional dance, players could learn simple Thai dance moves through card prompts. This kind of cross-cultural

integration in design feels very innovative and appealing to me.

According to Q11, the experts believed that players could be attracted through

exquisite illustrations, and role-playing in the game settings, or the game could set up a

reward mechanism.

Table 37 Any other suggestions.

The most important skill when teaching Thai to Chinese learners is using the language naturally. Teachers should
distinguish between formal and spoken Thai.

Also, certain pronunciations don’t need to be overly emphasized, such as “r’ sounds or consonant clusters—most native
speakers don’t pronounce them that clearly in daily life. For example, with the word “Nunaneag” (university), Thai people
often don’t say the full formal version in casual conversation.

So, teachers should help learners understand the difference between written Thai and everyday spoken Thai.

As a board game, | personally believe it should include rewards and praise to encourage students and give them a sense
of pride. If the feedback is positive, more challenging series could be developed, potentially leading to a second edition or

an upgraded version.
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Table 37 (Continued)

My suggestion is to fully consider the needs of users across different age groups and learning levels when designing the
C board game. For example, create an introductory version tailored for children and a more challenging advanced version for

learners with some foundational knowledge.

According to Q11, one expert mentioned the pronunciation problem again, and
the other two experts gave suggestions including increasing the application of "honorific

language" and developing advanced versions.

According to the interview results, the design of board games should pay
special attention to the teaching part about pronunciation, and should flexibly use video
and audio to assist in the design. Experts believe that sentences about self-introduction,
family-related, and expressing appeals are more necessary for Chinese people to learn.
Regarding content other than language teaching, experts believe that elements of Thai
culture that can be added include food, attractions, etiquette, and famous books.
Regarding the design of the game, experts suggest that the illustrations should be
exquisite, and the game should have a reward mechanism and be interesting enough.
Regarding the marketing of board games, experts generally believe that more people

can learn about this board game through online promotion through videos.

Step 2: To analyze board games
Research Results:
The researcher found the top three family board games and the top three
language teaching board games based on sales rankings on Taobao, and analyzed

them based on the design elements of the board games.

Table 38 Analysis of the top three family board games

Product Player Age

Family board game name number group Rule Player interaction Game experience
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Figure 12 Super Farmer

Source:
https://shop34833115.world.taobao.com/?
spm=pc_detail.29232929.shop_block.dsh
opinfo.50aa7dd6S50AD5

Figure 13 Rabbit trap

Source:
https://temi.world.tmall.com/shop/view_shop.ht
m?appUid=RAZN8HWJVFEgBIgUZTJYktCZHa4
LhkwufF9HfkbrwlLgg9wvgakL&spm=a21n57.1.

hoverltem.2

Figure 14 Guess who am |

Source:
https://ysrwj.world.tmall.com/shop/view_s
hop.htm?spm=pc_detail.29232929/evo36
55600447257.shop_block.dshopinfo.929e
7dd6buuubt

Super

Farmer

Rabbit

trap

Guess

who am |

2-6

person

2 or more

people

2 people

4

years+

4

years+

3

years+

Players roll the dice and get
different numbers of basic
animals - rabbits according
to the points. In each round,
players can choose to get
rabbits or synthesize new
advanced animals. The
player who synthesizes all

animal species first wins.

Players roll the dice to make
the "rabbit" chess piece
move forward. Different
traps will be encountered
along the way. The chess
piece may go backwards or
return to the starting point.
The player who reaches the

end first wins.

The two players take turns
asking the character's
characteristics and closing
the cards that do not match
the characteristics. The
player who first finds the
character chosen by the

other player wins.

Players compete with each
other, trying to get more
animals while also paying
attention to other players'

play styles.

Players compete to see who
reaches the finish line first.
The product has a physical
chessboard, and the
interaction between players
includes language and

actions.

Players mainly interact
through dialogue and

question-answering.

In the game, players'
mathematical calculation
ability and risk investment
awareness are exercised. At
the same time, this is also a
platform for parents to
interact with their children
when the player group is

parent-child.

The game involves a high
degree of luck, and the
game process is full of

tension and excitement.

During the game, players'
language description ability,
memory ability and
observation ability are all

exercised.
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From these three family board games, the researcher finds that all three board
games adopt a competitive game mode, but the final player will not be produced before
the end of the game. The game not only tests the player's game skills but also involves
some luck. Rabit trap and Guess who am | place more emphasis on physical and verbal
interaction. These points can be applied to designing the interaction mode and

gameplay mechanics for the board game in this study.

Table 39 Analysis of the top three language teaching board games

Product Player
Language teaching board game Age group Goal Rule Components Aesthetics
name number
NEBE ) Learn how Similar to uno Cards, The cards imitate
. w a n o to read instructions, UNO and have
” 7 basic instructional several main
Phonics Card Game /5 B G
V N A English videos colors. The word
vocabulary theme is black,
I win and use and the vowel
Phonics o
2-8 peopls 3 years+ vowels. pronunciation
card letters are
Figure 15 I win Phonics card game
game emphasized in
red. The word
Source:
https://60jn2ltd8feltviq389dzjyzlw86gky.world.taoba cards are
o0.com/shop/view_shop.htm?appUid=RAzNSHWYT composed of
RNVetnbZrD3R76FWHRx1sSQKrxtuvXNemgxdtkAh words and
an&spm=a21n57.1.hoverltem.2
patterns.
Master the Chinese words Chinese word The letter cards
spelling of are placed on the | cards, letter have blue letters
véofish 7+
L more words. | table. Players cards, card bag, on a white
3 A
%@gﬁg place as many stand, instruction background, the
V ‘ i ﬂ , letter cards in manual word cards have
. their hands as different
yaofish
g possible under background
= Word 2-4 people 7 years+
vaofish [ — g =N the colors depending
iiad 2x%399290 ! Wiz
- I — corresponding on the category,
word cards. but the word
Figure 16 yaofish Word Wiz
Whoever plays all theme is all white,
the letter cards and the
Source: https://item.tacbao.com
first wins. packaging and
props are blue
and white.




Master Draw 8 cards Word cards, The cards have a
basic from the word grammar background, the
English deck and place templates, bells, word cards have
grammar. them on the table. | instruction corresponding
Players choose manuals pictures and key
FiR . &5 . EQF cards and place explanations in
=] oSS
Tmi‘thﬁ* them in the lower left
’ | QKEDEE corresponding corner, and
! el | =I5 positions (such as different parts of
; g placing the speech have
g A
= |~ SRy mother card in the corresponding
amera | saw | black " here_
- - = 3 | win Hit position of noun), symbols, which
7 years+
the bill 2-6 people discard are marked in the
Figure 17 | win Hit the bill )
unnecessary lower right corner
cards, and finally of the word cards.
Source:
form a
https://yaofish.world.tmall.com/shop/view_shop.htm
2appUid=RAZN8HWTd5YPPhDJ8rPSR6gFWPh178 @magiially and
dCD7ydMaVFft102AJ8a5Y&spm=a21n57.1.hoverlt grammatically
em.4 correct sentence
and read it out,
while winning
these cards. After
multiple rounds,
whoever has the
most cards wins.

From these three language learning board games, it can be observed that all of
them use high-contrast colors to highlight learning content, and different types of cards
are distinguished by color. | Win Hit the Bell also incorporates symbols to represent
different grammatical components. Both | Win Phonics Card Game and | Win Hit the
Bell combine content with visuals. These key points can be applied to the graphic

design of the board game in this study.

Step 3: Design a prototype

Research Results:

Color design: The researcher extracted six color schemes from the top three
best-selling family board games and language-learning board games collected from

Taobao. These color schemes were presented in the survey, and respondents were
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asked to choose their favorite one. Ultimately, the combination of white, purple, blue,

and orange received the highest percentage of votes.

CMYK 62 69 16 0

CMYKO 0 0 O

CMYK 20 5583 0 CMYK 5817110

Figure 18 Color scheme

Zhang Yirong (2025)

Regarding the theme colors of the six scenes, according to color psychology,
pink is suitable for the scene of "Express feelings", maroon is suitable for "Introducing
Self and Greeting", yellow is suitable for the scene of “Travelling”, and red is suitable for
the scene of "Restaurant". According to color connections, blue or green is suitable for
the scene of "Sightseeing", and blue is suitable for the scene of "Weather". Since blue is
already one of the main colors of the board game, in order to avoid repetition, turquoise
is chosen for the scene of "Sightseeing", and dark blue is used for the scene of

"Weather".

CMYK 36 34 43 0 CMYK 16 16 89 C CMYK 80 26 50 0

CMYK3 53230 CMYK 2180910 CMYK 100 88 54 26

Figure 19 Color scheme of the scene cards

Zhang Yirong (2025)
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Logo design: the "tree" symbolizes growth, representing both the improvement
of language skills and the growth of children accompanied by their parents. The
central "tree trunk" depicts a "child reaching up and cheering," expressing a thirst for
knowledge and the joy of growth. The six leaves represent knowledge, and their

different colors are inspired by the colors of the scenario cards in the board game.

The six leaves symbolize
knowledge

growth and protection.

The logo depicts a tree ::
as a whole, symbolizing

g The tunk is the silhouette of

a child, who is pursuing
knowledge.

Figure 20 Logo

Zhang Yirong (2025)

The name and slogan of the board game are both “Talk Thai together”. When
displayed on the product packaging, the name is in Chinese and the slogan is in

English.

Talk Thoi Toge’rher

Figure 21 Logo with brand name and slogan

Zhang Yirong (2025)
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Symbol Design: based on Graphic Design Theory, the researcher uses
symbols to replace repetitive rule explanations, making the card interface more concise.

The "hourglass" symbol represents "quick-response challenges."

The "star" symbol represents "question/action challenges."

The "question  mark" symbol represents "collaborative  dialogue/sentence-
building challenges.”

Additionally, the symbols use the four colors: white, purple, blue, and orange.
Among these colors, orange and blue are complementary colors, and orange and
purple also create a strong contrast. Therefore, the researcher uses these two colors
combinations to design the symbols for the board game.

On the purple background, the three symbols are designed as follows:

w7

Figure 22 Symbol on the purple background

Zhang Yirong (2025)

On the blue background, the three symbols are designed as follows:

9

0

Figure 23 Symbol on the bule background

Zhang Yirong (2025)
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On the orange background, the three symbols are designed as follows:

x

Figure 24 Symbol on the orange background

Zhang Yirong (2025)

Layout Design: based on UX Theory, the text arrangement on the front of the
card places the most important Thai language content at the top. On the back of the
card, as the final step in the game process, the voice QR codeis designed in

the bottom-right corner to facilitate the voice learning step.

Draft:
(D/\ wor»( Caro( D . gentehnet CMA
f;an’f? :
fror\* bﬂo&- ’

The serftince with Jack ; ;i
Loy wirh
@ ¢l taw> B i
@) 4

tannection between word card ord
Senfence card clear

front:

+ne same size with word card

Figure 25 Draft 1

Zhang Yirong (2025)



G T difigush et seenes

_ﬁ-gnf

{rnt

word tclard

bock

65

Aifferent Sceves ot difpest o5
4 Use CLLL tkc:, %Mjn"ch.llcjgjng
 hand-paint

QR code 1o pesfread Ho

ohswer

Figure 26 Draft 2

Zhang Yirong (2025)

Final draft:

Front

. £ '3
__Thai azlsUn9
Challenge game arai  baang
introduction

Front

Thai

Transliteration

Front

Border with scene
color

LASDIRW

khriiueang duuem

Back
Chinese meaning
of key word

1)

§l 1p50de orlstny (N
Transliteration

mii  khrdueang duuem  arai baang = § Voice QR code
Chinese 7 ? o

Back

Player code

Back

Symbol of challenge
gamea

Answer

Figure 27 Final draft

Zhang Yirong (2025)
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lllustration design: according to the results of the questionnaire survey, the
respondents prefer hand-painted style, so the illustrations and packaging of this board

game are hand-painted. All of the illustrations are as follows:

coke s\ kot

\&

mhi ao ndm king

Figure 28 lllustrations 1

Zhang Yirong (2025)



Zhang Yirong (2025)

haa

Figure 29 lllustrations 2
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Figure 30 lllustrations 3

Zhang Yirong (2025)

Gameplay Design: based on the CLIL (Content and Language Integrated
Learning) theory, the standout feature of this board game's gameplay is the integration
of language learning with subject learning. Therefore, in addition to Thai language

learning, this board game also incorporates knowledge related to Thai culture, history,
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etiquette, and general knowledge, all embedded within six scenario-based "challenge”
games. Furthermore, this part of the design has been informed by the suggestions of
three experts. The "etiquette" knowledge section also applies Ul (User Interface) theory,
allowing players to engage not only visually and auditorily but also through physical
actions. The six scenarios are derived from the top six scenarios ranked in a
questionnaire survey, with all six scenarios scoring above the average.

According to Ul theory, the board game's gameplay design emphasizes a
"user-centered" approach. In the "collaborative dialogue/sentence-making challenge,”
players will respond based on their real-life experiences. Additionally, the game
incorporates a points system, drawing on the common rules of three parent-child board
games. The game includes a win-or-lose mechanism, where players earn points for
answering correctly or completing challenges, encouraging them to continue playing.
This aligns with the Ul design theory of progressively revealing information. During
gameplay, players first learn the pronunciation of Thai words, then understand their
meanings through corresponding Chinese translations, and finally trigger "challenges" to
acquire additional knowledge about Thailand beyond language.

All cards are shown below:



From figure 31 to 35 show all the cards in the "expressing feelings".

kKL
B

#L15)

PUTOU 9aNNIE8INIEY AUBDU

chan chjop

chan  mai chdop gii laa

AUTDUYINDIIMNS

chan chdp tam aahaan

S LTBUSHEG

chan mai chdop rot dtit

Figure 31 Cards 1

Zhang Yirong (2025)
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SUTDULDI YNNG

g tal  maak maak §ol-5 0}
Exk AR 5
-IK 3 B o =

2 LUTDUDINTE WU LAY

chan mai aa gaat naao leai BORRADO

chan chdop

ACLTDUUN UTD. LLANNNI

kun chdop maa ri meeo maak gwaafiofiN0O]
e B Bk A L fE9 32

PRG-I ) LA A ! i

[Ob2

RUTDUBRNININNTN?

ATaUTILATITU LU

kun  chdop kréang bin ~ mai o0
heg ? 5

fusaUl9 neanng

chan chdop  meaang tai maak maak

au livavuane

chan mai chdop aa gaat

meeo maak gwaa)l

SUTDUBRHININNILN

chan chdop maa maak gwaa meeo

ATAULIATDITU U

kun  chdop nang kréang bin mai

LA1319 AL

kun

Figure 32 Cards 2

Zhang Yirong (2025)
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D6 LANNLeNDN

maak tii dai maa ik {0}
ail, 9 itk
[k

sSutdglasnnnlallaluiuans

2 NAI URINNI

chan glua 16n: faang NOFHO]
£ E L
29 &

ULFEENE)

(EE] A daai

TUGOW U

yin dii daai na

D6 RN LENDN

chan diijai maak tii dai maa iik

sSutdelasnniilailaluduasus

chan slajai maak i mai dai bpai gap kun

maak fii ja dai bpai dta laat ndam

URaINI

long taang

ULFLONY

naa sia daai

TUuGeW U

yin dii ddai na

Figure 33 Cards 3

Zhang Yirong (2025)



qegUpeLaY

sut ydo! lsai
k4 1

B las e

J6U6LaY

sut yoot leai

B lae U
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diijai ddai na

e lasens vie laseue

do na ok sia jai diai  na

ARBEIT CRULAL
kdi  yang chda 3 kdi yang chla

ARABT—0 A,

“;‘ o = o o fl;’
AWEOVTINUTEIHAN AUEEUTINUIBIHAN

chan pitwang gap show nii maakfjokq0] chan  pitwang gap show nii maak
AT —1 R, S

Figure 34 Cards 4

Zhang Yirong (2025)



Zhang Yirong (2025)

29NMAINIE
5ok gam lang gaai,

2IMS

aa haan

Figure 35 Cards 5

Mocls

tam arai
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From figure 36 to 44 show all the cards in the "restaurant".

RIAI NI
hiu jang Y hiu jang
(£ &To

£ *
FIUna9 HIUNA9
hiu ndam jang i hiu ndam jang

(&) BT,

SUDULLAD SUDULLAD

chan im Iéeo chan im leeo
: u

(&)

%9 6159% L6 lua 0159% Lo Ll

nang dtrong nii  dai mai dtrong nii  dai  mai
Tk & AL TG? &

Figure 36 Cards 6

Zhang Yirong (2025)



VDL UUDY

forlsiusintng
mii  arai baang §OfcRO)

(HH2)
1
N oz lsoson
tii nii arai ardi
XEA A HFee?

iy 936 lasd
mii mee nuu mang sa wi ratv mai El" (5]

A%

SFIULFNVDIWNT L1y

mii suan pasom kdong nom wua maifOmYO]
-

5,7

VDLYUUDY

kdo mee nuu nai

fiozlstbztnng

mii  arai nE nam baang

Ty daa3sh lua

mii mee nuu mang sa wirat  mai

SFIULIANVDIWN T Ly

mii stan pasom kdong nom wua mai

Figure 37 Cards 7

Zhang Yirong (2025)
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(% !ao'/ a

A ULLWNOINEI

chan pée tua lisdng
o764

(55)

UD F99I1UIS WD

kd  sang aa haan

€

VDWSN LD W

kdo  prik

Tailausnue
mai sai  prik na
A A

v lalbElaue

kdo mai pet na
REH.

VDLEIA U

Zhang Yirong (2025)

Figure 38 Cards 8

DULLINIRFI

chan pee tua liséng

TaiTausnue

mai sai prik na

Vo laleinue

kddo mai pét na

VDLEIA U

koo pétpét na

7



1 Ll EIaNNUe

ao mai pét maak na EE
=
KB KHKAY. i

VDLATDIUTINUDY

k32 kréang bprung ndi [OF.-40]

3o\ 13
ST A% (4%) A%k sn vl ?

[EHERd

VOTOUNONRUDE

kdo chdon som ndi EEE
b+
Tt (R) HRAXTH? f

Seesfouluy

mii  dta giap mai EE
AT 52 &

VoAU WHI LU

vauNaaaIlu

kdo géeo bplaao sdong bai EseE
JRIRZE () AANZEHT . B

@ Ll eINNUe

ao mai pét maak na

VOLA5DIUTINUDY

kda  kréang bprung ndi

VO TDWHDNUUUDY

kdo chdon sdm noi

feeviouluu

mii dta giap mai

Yo nwsUa1uwihalu

kda jaan  bplaao neng bai

VN Uaae9lu

kdo geeo bplaao sdong bai

Figure 39 Cards 9

Zhang Yirong (2025)
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VDNAUL UL

kdo glap baan na EE%E
BRIAAT 6, fi
AR 4T €, E§$A

LAVUDNAULUULDY
chdai  hoo glap baan
FRIRAAE L o

95283N

ardi maak
AEF E%.

Tai@souLae

mai ardi laai
— S TREFL,

(R, ##)

13/ Tonae

daai lssifini4d0]
Tk,
= X (=3

VaNvgULoY

k3o tit chau noi

VONAUUN U

kdo glap baan na

FAUDNAUTNURUDE

chdai  hao glap baan noi

935283N

andi maak

Taiosaeas

méi ardi loai

ERISIGR Tovae

tii sang bpai yang daai lesi

Figure 40 Cards 10

Zhang Yirong (2025)
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AALIUE L

kit ngen duai

(€: 23]

5U UAISLASHI6) Ll

rap bat credit mai

A1) % fEAF L4

(€=0)

3l 15096y axls1N9

mii  khrlueang diuem arai  baang gop401|
744 4 g7 k%
A At 2 A Eﬁ

Figure 41 Cards 11

Zhang Yirong (2025)
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AALIUGE

kit ngen dQai

URSLASHE L

bat credit mai

oz 159

arai baang

8 RS R FEHRINEE,



Zhang Yirong (2025)

LASDIR

khrlueang duuem

§99719115

sang aa haan

Figure 42 Cards 12
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Kaao pit miu

Zhang Yirong (2025)

coke sii kot

R

Figure 43 Cards 12

3

VAT R

M ARk

82



kaao bplsao s3ng joan

Zhang Yirong (2025)

5«1«4«6 dtfiao

Figure 44 Cards 14
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From figure 45 to 48 show all the cards in the "travelling".

Aowar_ [ Tuwu

fhe B d
& 2

Aouaz lUnIULA Tl

kun ja p a € né s kun ja bpai naan kée nai

Aswaz TUgals —auazlugals

kun ja bpaiyang ngai un ja bpaiyang ngai

Suazibasa il —aunaztesn iy
chan ja nang rotfai bpai chan ja nang rétfai bpai

Suazdunauyisy Auazdunavegisy

t W EE chan ja bin glap ydroop
P, % M m‘%

anazluanenistue:ls ENERSAERISASANSTUNOELS

kun ja al b ara kun ja bpai saai gaan bin arai

Figure 45 Cards 15

Zhang Yirong (2025)
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AOWANAU 431D (195

kun ja glap mea rai mE¥eE
oo wk? B

, HEA)
e nedndidle lus

JERYEE] tai ik ti mea rai
W) M2l k& £E? S

AUALLLISOVU
chan ja chao rot kap ErEE

145 & R HF o Bree

LEUNIUaDaNUL

dean taang bpldot pai na
— 5% ek |

[~

Wduasasnduaniie

nii  bpen rang réek tii chan maa puu getfiofiNoO]}
EREH KRGS . S

MAD

auag Inean g90au L3

chan yuu tai maa sdong dean Iéco Ol AO]
KRELEAEXT BN T
REFBERT AR T IE%.E D s wwn wEsmRT_ 7. "3
o

Figure 46 Cards 16

Zhang Yirong (2025)



AWYNTINUDINANDN

VD LAY ITUNUE

kdo  hai (] sanuk na QNOR
ahadr

LAY Sefk | &

VUAL MW Ue

kdop kun tii paa m til nii na gof=wo]
g AR 8 %
i % X B

ARYNFINUBNANNTIAES

ja  yuu grung téep ik saam aa it

2 o
Vol IaunUe

kdo hai tiao sanuk na

VoURLNWINTIT UL

kdop kun ti paa maa tii nii na

Figure 47 Cards 17

Zhang Yirong (2025)
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Zhang Yirong (2025)

Figure 48 Cards 18
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From figure 49 to 57 show all the cards in the

yourself”.

v LaUing

bpen

VU AU AN

kdop n maak

Zhang Yirong (2025)

Figure 49 Cards 19
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greetings & introducing

qISG

sa wat dii

W Leting

bpen ngai baang

AU L

sa baai dii mai

VD INWUE

kdo toot na
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(§2d, +

DU LAYN INUFASILA?

chan kesi maa tai sii krang leco fOf;HO0)
& [ 2 £ 15l vy b
]C 2~ l A Lizb | Jl A
= [OE

TUunauue hataani

lEco  jea gan §ofEAO

AtuTaasls

kun chéu arai
—aUTD

chan chéu

o] 44 4 4, 5%
63 A5

Anslluauasls

DT UAUI

chan b kon jiin EEeE
5 o
KA P B A oY

89

A= o
Tnedasaan

tai sli krang leeo

TUNauUe Lhadtan

bpai gdon na leeo jsa gan

—AuToarls

kun chéu arai
o ﬁ.

—auve
chan chéw

@ EEEGE RS AR F? —R0_
0

anudunuals

kun  bpen kon arai

DUUUAUIU

chan bpen kon jin

Figure 50 Cards 20

Zhang Yirong (2025)



Subilvanan
chan kon jiin

@A A

Ao lus

kun aayu taorai

—AUDYAULUG

chan aay( sip bpéeet

dulalganan

chan maichai kon jin

—anungwinlus
kun aayi tao rai

—RUDYFULLUG

chan aa yu %lp bpeet

518%

A Y19IU LS

kun tam nga:
ko (3 44 1y
REAT A

Suduagsounmudnau

chadn bpen kruu sdon EEEEE] ang grit

CRMA2Z)

Ak ¥191ls Nidiaslng ) 7fioslng

kun maa e arai i E ai tii muang tai

FUNWNY?

chéan maa tiao

Figure 51 Cards 21

Zhang Yirong (2025)
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ASOUATI AUDYT)

kr chéan

ﬁmamad ‘ﬁlwu

baan kun  yuu tii nai
2 4
RE EME ?

Uusuagiiwasn
baan chan yuu New York

&K

anutiaIunwinlue
kun geést wan fii tao rai

RWLAAIUA 15 NTNYN

chan gaat wan tii sip haa ga ra ga daa

—anufiatarls
kun gest bpii arai
AwLeU 1975

ch ot bpii néing g

Was WsAuaUasas s

baa too ra sap kun bas arai

i%sﬂum,uwas 089-123-4567

sap chan bas 089-123- 4567.

91

chan you i nii

UIUADY

baan kun  yuu

Uruduagiagasn

baan chan yuu New York

—@otNe JuNwinturs
un gést wan t'Ii tao rai

—auLeTWN 15 NSNN

chan gdst wan tii sip haa gara ga daa

€ e
o

—REBRfAMR? —REEE B_H.

—anuiaterls
un gaat bpii arai
—aulfied 1975
chan gaast bpii néing gaao jét haa

@ BRI FREARIE PR —E — BT F.
o

—WasIMSAUYIRRULUBSDE LS

kun geat bpii arai

—1ﬂsﬁuﬁﬁuwa'§ 089-123-4567

chan gaat bpii nung gaao jét haa

Q # HF EEHDF, BEHEbE RS SN

Figure 52 Cards 22

Zhang Yirong (2025)



S lrpedinaning

chan (O]

AUITULINN

chan nga

o [ [ 7
AUNINWUL A

chan tamngaan bpen kruu

chan gamlang h

KILE E AR

SULNTUOLLLAD

chan ga sfan léeo

sSulwanvasssiia

chan bpen jao . td ra gt ol O|
R : =
XA — 4 %o &

S BIADYAIANINI

chan mai k3 mii weelaa waang

AUNULINN

chan ngaan yGng maak

dushanwdung

chan tamngaan bpen  kruu

NUBY

ngaan yuu

DULNTUOLLAD

chan ga sian leeo

Sulluanvasssia

chan bpen jao kdong taragit

Figure 53 Cards 23

Zhang Yirong (2025)
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audlgsfiandlasing

meang tai gof-50]
& I
3

chan mii ta it

DWW LAUT

bpen freel

5 A

FUAVNN 599 617

chan mii maa sdong diua EOPFAO0]
=
%A AR ¥ &

s lakee Tuensusewne

bpra teet foLly 0]
- L
- [=]:

chan mai keai  bpai

audlgshianidiasine

chan mii taragit fi muang tai

DU UWSTAWT

chan bpen freelance

HETRGTE

chan mii maa

TUeNgUsEINE

bpai dtaang bpra téet

nowszaennyale

tai prd yaak puutdaai

Figure 54 Cards 24

Zhang Yirong (2025)
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Zhang Yirong (2025)

Taivpe

mai kesi

9%

tam ngaan

bABAN

kasi maa krdop krua

AN

gam lang haa

STISTT

maa tam arai tii nai

Figure 55 Cards 25
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Zhang Yirong (2025)
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Figure 56 Cards 26
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Zhang Yirong (2025)

Figure 57 Cards 27
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From figure 58 to 66 show all the cards in the " sightseeing”.

(%)

Jousewna [ Sala

wat pra géeo bpai yang ngai fof-40}
¥ (K2F) &2 £ 7
E2Hh¥F (KL2T) &4 3 &

fAissowa luw lutnse
pi pit ta pan

e

(M)

911993 Sueva9enang

< baang §oL~0]
T
R T 9 RN

tii nai mii  ka

(€0 &9)

) ;
1w lnuvie gn

raan nai kaai tauk EEE
o
oA # Ry ? e

Sebesndn lasa

mii  péen tii mai

A7

§9l9

yang ngai

FOUsEL?
wat pra géeo

7 EAES A S A REIER.,

Aiissiowaluwiin lutng
pi pit ta pan nai naa bpai baang

8 BRASSESIN= MBI HRHE Y.

fiuevaseinnTng

mii  kaai kdong faak  baang

@ EEMERE RS EREAE_ 7
o

S lruane

raan LET kaai

SbbeIud Ll

mii péen tii mai

Figure 58 Cards 28

Zhang Yirong (2025)



fTusFsnuaw luy

mii brochure paasaajin  mal §ofa40]
A LAY DT ? AL

AUNAUaZYIN 1S
kda kéo kon l& tao rai E (O}
%%y BR—A2

(L, —=)
6199 bRUAIN Tual

dtong sia kaa kao mai

HE TED?

LONLNUS T

dék kao free mai [Of=
b
L %t N7 ?

TN L1

sy dtia ti  nai
FERE K R?

vaeag] Jug) aailu

kdo dtda pau
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FTusTIsOWIAW L
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Step 4: Group test

Research Results:

111

Table 40 The test records 10 Chinese families in Bangkok

Code of family Number of players

Test feedback

1

10

3

The game is very interesting, but the pronunciation of the scene cards
cannot be known, so you need to find the answers yourself when
playing.

Voice scanning is inconvenient.

The game setting of the challenge is very interesting, and the
illustrations are also very beautiful. Many questions and answers are
very practical, but some sentences are difficult and you may need to
play them several times before you can master them.

Interested in the vocabulary section and hope to have a well-organized
word list for easy reference of meanings and pronunciations.

At first, we didn't understand that the line below the Thai text on the
cards was phonetic transcription, but we figured it out later. The
sentence-building challenge is too difficult—it would be helpful to
provide examples with audio and ideally some options for reference.
The 'challenge games' are quite fun and make me want to keep playing.
However, I'd prefer illustrated rule explanations, as text-only rules are a
bit boring.

The current difficulty level is acceptable for us, but it might be too hard
for beginners, so it would be good to label this as an '‘advanced
version.' The all-Thai sentence-building part is especially challenging.
It would be great if the challenge cards also had QR codes for checking
pronunciation and practicing along.

| wasn't very familiar with the Grand Palace information, so | had to
cross-check the answers online. It would be nice to have more cultural
knowledge supplements like this—my child found it particularly
interesting.

The sentence-building part was difficult, and since the rules didn't
specify that it had to be done entirely in Thai, there was some initial
confusion. After understanding the requirement, | still found it quite

challenging."

Most playtesting families specifically mentioned the 'challenge cards,’

indicating they were particularly impressed by the game's three challenge mechanics.

Two groups of players pointed out that the challenge cards lacked QR codes, making it

inconvenient for them to verify pronunciations. Three groups commented on the difficulty
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of the sentence-building challenge, with one group noting that the instructions for this
challenge weren't clear enough. Regarding the rules, two groups provided feedback:
one suggested adding more explanatory notes about card information in the rulebook,
while the other felt the text-only rules were too monotonous and not simple enough to

understand.

Table 41 The suggestions from three experts

Code of experts Suggestions of experts

A The game mechanics are well-designed, and the gameplay flows smoothly. Players are likely to find
the three challenges particularly engaging. Additionally, it would be beneficial to include more
‘etiquette’ knowledge beyond just the 'wai' greeting - such as the use of honorifics. The current
design only covers 'A¥/ATL', but doesn't address other aspects like question formulations.

B Some sentences and vocabulary could be adjusted based on player feedback. For a game
targeting Chinese learners, certain sentence subjects could be localized - for example, changing
'It's snowing in Canada now' to 'It's snowing in China now' in the weather section. Additionally,
some Thai vocabulary could be replaced with English loanwords that are more commonly used in
daily life and easier to remember, like using the English loanword for 'souvenir' instead of the Thai
term.

C Future expansions could introduce more challenges to broaden Thai cultural knowledge. While the
current version features six scenarios, other scenarios like 'hospital situations' could be developed
as a second edition, as this might be particularly useful for foreigners living in Thailand. This

expansion approach seems quite feasible.

Step 5: Check business plan

Research result:

According to the results of the questionnaire, Chinese families in Thailand
usually learn about new products on the market through family and friends, and buy
board games or similar products from offline stores. Experts recommend using social
media to promote products, so the board games studied and designed in this study
should focus on both online and offline sales and promotion.

According to the results of the questionnaire, respondents generally believe
that board games should provide more forms of learning materials, such as voice, video,

etc.



113

Experts recommend that a second series of board games should be launched

in the future, so the cost of this product will also include the research and development

of subsequent products.

Table 42 Lean canvas model

Problem

1. Alack of Thai
language teaching
tools for Chinese
families in the market.
2. Existing Thai
learning board games
mostly focus on
learning letters and
words, and players
cannot master
sentences.

3. Chinese people
have pronunciation
problems when

learning Thai.

Solution

1. Design targeted
sentence banks based
on surveys.

2. All teaching content
has corresponding
transliterations and
pronunciations.

3. Game settings are
suitable for family

interaction.

Key metrics

1. Design and
production.

2. Provide tutorial
videos.

3. Release advanced
versions based on
feedback.

4. Customer service to

answer questions.

Unique value
proposition

The only family board
game on the market for
Chinese people to
practice Thai
conversation. It
provides practical Thai
sentence learning,
establishes a voice
library for all learning
content, and has a

unique illustration style.

Unfair advantage

1. Learning content
that meets user needs
after investigation.

2. Gameplay design

3. lllustration style

Channels

1. Offline: Choose
bookstores or
stationery stores in
shopping malls as the
main offline sales
channels; Promote to
educational
institutions, help
promote to their
students.

2. Online: Cooperate
with Thai bloggers to
promote products,

tutorials.

Customer segment
1. Chinese families
living in Thailand

2. People who have a
basic knowledge of
Thai

3. People who want to
communicate in Thai
4. Families who want
to increase their
knowledge

5. Families who want
more family

interaction




Table 42 (Continued)
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Cost structure
1. Costs of producing and designing board games
2. Costs of online and offline advertisement

3. Operation costs of official websites and stores

4. Shipping and packaging costs of selling products, etc.

Revenue streams
1. Sales profit
2. Brand peripherals

Step 6: Design a final product

Therefore, according to the feedback from 10 families, there are 3 main

adjustments to the draft:

1. Add QR codes to challenge cards

2. Add reference answers to sentence-making challenges, and indicate on

the board game that this board game is suitable for users with a certain Thai language

foundation.

3. Added a video introducing the game rules

According to the suggestions of the three experts, there are 2 main adjustments

to the draft:

1. Expand some knowledge about "etiquette”.

2. Adjust some vocabulary and sentences to make them more in line with

the actual situation and habits of users.

The researcher thinks that the suggestions of Supachai Wirasa are more

suitable for subsequent product development.

Research Results:

The adjusted parts are as follows:

1. Add voice QR code and reference answers for challenge games.
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2. Add a sentence card about the usage of "az".

AUNE L

sa baai dii mai
@ BisF—IrxBEEEnHXaiE, Z4E9Rm e BEDEM “edu” .
(0]

Figure 73 Sentence card of etiquette usage

Zhang Yirong (2025)

3. Change words to English loanwords.

(R E)
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tii nai mii kaai souvenir baang gOkr
sy Ao

WRE T IAE B A ? o

JUwgiesUng
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Figure 74 Sentence card of souvenir

Zhang Yirong (2025)
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4. Make a video introducing the game rules

Link to this video: https://www.youtube.com/watch?v=GOPgLKgYSVM

Therefore, the final product is shown below:

Figure 75 Packaging of board game

Zhang Yirong (2025)

Figure 76 Card set

Zhang Yirong (2025)
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CHAPTER 5
CONCLUSION DISCUSSION AND SUGGESTION

This study aims to identify the Thai daily usage sentences that Chinese families
in Bangkok wish to learn and to design a board game product tailored to help them
acquire these sentences. Through methods such as surveys and expert interviews, the
research collects and summarizes the Thai daily usage sentences desired by Chinese
residents in Thailand, along with their preferred learning content. Additionally, by
analyzing top competing products and leveraging research literature, surveys, and
expert consultations, the researcher a board game to assist Chinese families in Thailand
in learning practical Thai daily usage sentences. After internal group testing, a finalized
design is proposed, accompanied by a Lean Canvas analysis. After analysing and

researching, the presentation and discussion of the findings are divided into three parts.

1. Conclusion

Summarize the Thai daily usage sentences

The researcher sourced 365 Thai daily expressions from Pickup Thai, which
were categorized into 15 thematic groups based on usage scenarios. Fifteen of these
groups include: greeting & introducing yourself, making friends, family, memory,
expressing feelings, traveling, transportation, sightseeing, weather, hotel, restaurant,
shopping, feeling unwell, communication and miscellaneous. Additionally, 298 key
vocabulary words were extracted from Thaipod101. After removing 35 phrases deemed
unsuitable for family learning, the remaining 330 expressions were analyzed, revealing
that 223 of them contained the key vocabulary. Through surveys, the researcher
identified six scenarios that respondents prioritized for learning: weather, restaurant,
traveling, transportation, expressing feelings, greeting & introducing yourself.

During playtesting, the researcher observed that the participating Chinese
families generally struggled with pronunciation. Additionally, experts suggested

replacing certain words in the phrases with alternatives that would be easier for players
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to remember. For example, replacing "18461n" with "souvenir' — as Chinese players are
more familiar with such English loanwords, and this substitution would remain practical
for daily life usage.

Graphic design

The researcher summarized the color combinations used by the top three
selling family board games and language teaching board games on the market, and
combined with the questionnaire survey, selected the more popular "purple, orange,
blue and white" as the main colors of this design. The Thai daily usage sentences sorted
out are divided into six groups according to the usage scenarios. These six groups of
sentences use six colors to facilitate the distinction and organization of cards, namely:
greeting & self-introduction corresponds to maroon, expressing emotions corresponds
to pink, traveling corresponds to yellow, tourism corresponds to blue-green, weather
corresponds to dark blue, and restaurants correspond to red.

In terms of text layout, the most important Thai language to learn is the largest
in the middle of the card, followed by the transliteration part that players refer to when
learning, and finally the corresponding Chinese, and the voice QR code is located in the
lower right corner of the card.

Game design

The design of the board game adopts the main gameplay of speed racing
combined with word filling and sentence making, and the CLIL theory is used to design
the "challenge game”, that is, to add the learning of other subjects to language learning
to help learners deepen their impression of language learning. For example, in the
research and design of this board game, knowledge about other subjects such as Thai
geography, climate, etiquette, and history was added based on the results of the
questionnaire and expert interview. In the trial test, most of the test groups were
impressed by the "challenge game" and were willing to practice many times and look up
relevant knowledge on their own. In this study, the researcher unexpectedly found that
the respondents were very interested in Thai etiquette, which was also mentioned in the
expert interview. The experts believed that the use of Thai etiquette or Thai honorifics

should be involved in the board game, which was something the researcher had not
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expected before. Therefore, in this design, the researcher designed relevant games in
the "challenge game" of the board game to help players learn the use of honorifics and
the relevant knowledge of "namaste”.

In terms of the win-lose mechanism, this board game will not produce the final
player before the end of the game, and the point system is used so that players will not
give up halfway during the game, and will feel satisfied when the game is settled.

In view of the common pronunciation difficulties of Chinese people when
learning Thai, the research and design of this board game added "voice QR code" to
assist the game, help players check pronunciation, make the game process more

convenient, and make the learning process more rigorous.

2. Discussion

In this study, it was found that players have many problems with Thai
pronunciation, and this problem was also mentioned in the interview with the experts.
This is consistent with two of the four common problems mentioned by Hujiang Thai
when Chinese people learn Thai. 1. Tones. 2. Distinguishing between vowels and
consonants. 3. Grammar, that is, the order of subject, predicate and object in a
sentence. 4. Politeness. And the fourth problem also attracted the attention of the
respondents and experts. Among the respondents, 54% were interested in Thai
etiquette. Two of the three experts mentioned that it is possible to add content in board
games for Chinese people to learn Thai etiquette and honorifics. This problem is
consistent with what Liao Yufu (2008) summarized in the Thai textbook ‘Basic Thai (1)’
Due to the similarity between Chinese and Thai grammar, the main problem Chinese
people have when learning Thai is pronunciation.

Since there are no board games designed for Chinese people to learn Thai
sentences on the market, the board game studied and designed this time is the first
one. When analyzing the three language education board games that rank top three in
sales on Taobao, the researcher found that since these three board games are all

English education board games, no matter whether the gameplay involves English
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words or English sentence grammar, they cannot be directly used as a design reference
for learning Thai sentence board games, because first of all, Chinese people are not as
familiar with Thai letters as they are with English letters, and secondly, English grammar
is different from Thai grammar. However, what is consistent in the gameplay design is
that these three board games all have competition elements and although the grammar
is different, the gameplay of "making sentences" is also feasible in Thai.

When designing the board game gameplay, the game process includes
reading sentences, filling in blanks to complete sentences, checking answers in
Chinese, illustrations to prompt answers, and card classification by scene, etc. After 10
groups of Chinese families tried it out, their trial results showed that this gameplay is
feasible. Players understand the learning content and can independently query more
relevant knowledge. This matches with the IC components proposed by Grassy, Betul &
Guler, Bekir (2023) in the study of ‘Chapter 7 Establishing mutual understanding in CLIL-
based L2 game interactions’. The study’'s findings indicate that family members
collaboratively engage in English discussions regarding (i) lexical terms, (i) game-
related questions, and (iii) potential answers to card prompts while participating in a
CLIL-based board game. These interactions facilitate mutual comprehension, a key
element of interactional competence (IC).

In the design of this board game, the game wins and loses using a points
system, which is competitive in nature. Players generally think it is more interesting. All
test groups completed the entire game process and did not think the game should end
early. This design is consistent with the four common characteristics of board games
summarized by Sarinee Achwananthakul (2016) in the ‘Board | Game | Universe’: No
elimination of players before the game ends; Real brain training and skill testing;
Interaction between players; There is a tempting ‘cake’ and a smooth ‘teaching’
mechanism.

In this study, the design of the “challenge game" includes elements such as
quick response and Namaste, which covers actions, sounds and symbols. This design

impressed most of the trial groups. This conclusion is consistent with the results of the
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expert Evelina Venngren (2021) in the study of ‘Applying Principles of Game Design to
User Interface’. Evelina Venngren (2021) said that adding symbols, behaviors and
sounds to game design can make players feel more interesting and more immersed in

the game.

3. Suggestion

In this study, according to the feedback from the respondents, the sentences in
the board game cover six scenarios: weather, restaurant, traveling, transportation,
expressing feelings, greeting & introducing yourself. In subsequent related research,
board games for learning sentences in other scenarios can be designed according to
the needs of the research subjects.

This questionnaire is aimed at 100 Chinese families who have lived in Thailand
for half a year or more. Their Thai learning needs and preferences were investigated to
design board games. In subsequent research, the number of surveys can be expanded,
and more detailed investigations can be conducted on learning needs, such as the
reasons for learning sentences related to the scenario, so as to design the content of the
board game more carefully.

This study and design mainly used CLIL theory, mainly involving non-linguistic
subject knowledge such as Thai geography, climate, etiquette, etc., but it is not deep
enough. Subsequent research can consider designing for a certain field of disciplines,
such as designing a board game for Thai history knowledge, so that players can leamn
Thai history while visiting Thai attractions, and thus learn Thai. For example, knowledge
of Thai etiquette can add more knowledge about customs, and design a Thai learning

board game in combination with customs of different regions in different Thai festivals.
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APPENDIX

Questionnaire
Part 1. Basic information of the respondents (personal information, channels for learning Thai, etc.)
1. Your age is [single choice]
A. Under 20 years old
B. 20-30 years old
C. 30-40 years old

D. Over 40 years old

2. How many members in your family (including yourself)
[single choice]

A. 1 person

B. 2 people

C. 3 people

D. 4 people

E. 5 or more people

. Your job is [single choice]
. Unemployed/Housewife

. Part-time job

. Individual merchants

. Office workers

m O O T » w

. Others (please specify)

. Your Thai language level [ single choice]
. No basis
. Can use some words

. Can use some sentences

o O w >» »

. Very fluent

. What channels do you mainly use to learn Thai? (Multiple choices are allowed)
. School or language institution

. Online courses or apps

. Self-study (such as books, videos)

. Communicate with local people

m O O W » O,

. Others (please specify)
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6. If you use board games to learn Thai, how much time do you and your children want to spend on

it (each time) [ single choice]
A. Less than 0.5 hours

B. 0.5-1 hour (Includes one hour)
C. 1 hour - 2 hours

D. More than 2 hours

Part 2. Preferences for board game content

7. Please rate the importance of the following scenarios according to your needs (1 to 5 points)

(1). Greetings & introducing yourself

O 1 O» O3

(2). Family (eg: How many brothers and sisters do you have? / | am an only child)

O 1 O2 O3

(3). Communication (eg: Does anyone speak English? / How do you say this in Thai?)

O 1 O2 O3

(4). Making friends (eg: Are you free? / What's your Line number?)

OF O2 O3
(5). Hobbies & Feelings (eg: | like cooking. / Congratulations)

OF O2 O3
(6). Memory (eg: | don’t know./l don’t remember.)

O 1 O2 O3

(7). Transportation

O 1 O2 O3

(8). Sightseeing (eg: Where can | buy the ticket? / Can you take a photo for us?)

O 1 O2 O3

(9). Travelling (eg: Have a safe journey. / | am going to take a train.)

O+ O2 O3
(10). Hotel

O O2 O3
(11). Weather

O+ O2 O3
(12). Restaurant

O+ O2 O3
(13). Shopping

O O2 Os

(14). Hospital (eg: | have a fever. / Have you taken medicine?)

O 1 O2 O3

O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
O4 Os
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8. How much Thai cultural elements do you want to be included in the board game? (Multiple
choice question)

A. Thai food

B. Attractions

C. Traditional costumes

D. Thai festivals

E. Honorific usage/etiquette

F. Masterpiece

G. Others (please specify)

9. How complex do you want the rules of the board game to be?
A. Very simple (Haven't played)

B. Moderate (Played, suitable for parents and children to participate together)
C. More complex (Played, and also want to play with colleagues/friends)

D. Other (please specify)

10. What learning goals do you hope to help yourselves or your child achieve through this board
game? (Multiple choices are allowed)

A. Understand basic Thai vocabulary

B. Learn Thai sentences

C. Understand Thai culture

D. Enhance parent-child interaction

E. Others (please specify)

Part 3. Preferences for board game art styles
11. Which color combination do you think is suitable for Thai language teaching board games that

designed for parents and children?

m

12.

A. Hand-painted style



B. Concise style

C. Realistic style

13. Which of the following text layouts do you think is more suitable for learning Thai?

A. Underline both Thai and Chinese B. Underline just Thai

o

AL YA Fang e v Ans WA dangula s

—~— —~—

B
RS 5 FHEND? RS 15 ZGEI5?

14. Which of the following text layouts do you think is more suitable for learning Thai?

A. Change the font for Thai and Chinese B. Change the font for just Thai

AR Wa dangwla v AR Wa dang i lun

Fe W ZGE5?

% W 595157

132



15. Which of the following text layouts do you think is more suitable for learning Thai?

A. Change the color of Thai and Chinese  B. Just change the color of Thai

WA A

Y

i

Part 4. Purchase intention

16. Where do you usually play board games? (Multiple choices are allowed)
A. Family gatherings

B. Friend gatherings

C. School or educational institutions

D. Traveling

E. Others (please specify)

17 What channel did you use to buy board games or similar products last time?
A. E-commerce platforms (such as Taobao, Xiaohongshu)

B. Bookstores

C. Toy stores

D. Shopping malls

E. Educational institutions or schools

F. Others (please specify)

18.What is the price range you are willing to pay for such a board game?
A. Less than 50 yuan

B. 50-100 (includes 100 yuan)

C. 100-200 yuan (includes 200 yuan)

D. More than 200 yuan

29.Which way do you prefer to learn about new product information? (Multiple choice)
A. Social media advertising

B. Recommendations from friends or family

C. Offline events or exhibitions

D. Others (please specify)

20.Do you want a mobile app to assist learning with the board game?

A. Yes
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B. No

21.What additional resources do you want the board game to include? (Multiple choice)
A. Board game itself is enough

B. Voice recognition function

C. Online courses

D. Cultural knowledge expansion

E. Others (please specify)

22. Are you willing to pay more for higher quality materials (such as wood)?
A. Yes

B. No
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