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Overview of the project



On-going project (1st year): A Systematic Review from 2011 to 2022 

• SCOPUS database

• Keyword: “artificial intelligence” or “AI” AND “game-based learning” or “game”

• Publishing type: “article” in the category of “social science” 

• Inclusion criteria: artificial intelligence in game-based learning in educational 
perspectives 

• Exclusion criteria: commercial perspectives

• To outlining AI methods/techniques/strategies to support gaming functions and 
interfaces and put into practice actual gaming activities

• The final dataset for analysis: 22 articles after removing 118 irrelevant articles



Data distributions: 4 major findings

(1) The number of Scopus Indexed Journals’ publications on 
Artificial Intelligence in game-based learning

(2) The distribution of countries contributed to artificial 
intelligence in game-based learning



Data distributions: 4 major findings

(3) The distribution of learning contents contributed to 
artificial intelligence in game-based learning

(4) The distribution of methods/mechanisms/strategies 
contributed to artificial intelligence in game-based 
learning



Challenges: AI in game-based learning to promote desired behaviors of digital Thai citizenship 

• Preparing students to behave safely in cyberbullying, digital drama, digital 
relationships, digital relationships, and online communication (Tapingkae, P., 

Panjaburee, P.*, Hwang, G. J., & Srisawasdi, N., 2020).

• Using the decision-tree technique as an AI-based approach encourages students 
to make wise choices.

• Using context-based learning as an instructional design to create gaming 
activities that align students’ conduct with digital citizenship or digital literacies.

• To compute and analyze learners’ actions and interactive patterns in gaming 
activities to comprehend how to modify and adapt undesirable behaviors to 
desired behaviors.



Output

• Panjaburee, P., Hwang, G.J., Intarakamhang, U., & 
Srisawasdi, N. (2022, November 28 - December 2). 
Trends and Development of Artificial Intelligence in 
Game-based Learning from 2011 to 2022: A 
Promising Environment for Learning Digital 
Citizenship Behaviors in Thailand. In Proceedings of 
the 30th International Conference on Computers in 
Education 2022. Asia-Pacific Society for Computers in 
Education, Taiwan. (Inpress)



Example of Decision Tree



Prototype in Thai version to further English version 

Contextual gaming approach on students’ digital citizenship behaviours, learning motivations, and perceptions

Video



Learning logs from the 1st pilot study for further precise algorithm of learning 
behavior and pattern analysis to develop desired digital citizenship behaviors
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