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Abstract

Mental health issues have become increasingly prevalent in Thailand today. A significant
number of individuals seek mental health screenings and medications, particularly among
adolescents. This surge in mental health concerns has resulted in an insufficient number of medical
personnel, consequently increasing the demand for medical and nursing students. However, these
students face challenges as the study of this field necessitates precise knowledge of treatment,
medication use, impacts, and side effects. According to studies on learning behaviors, students must
memorize numerous formulas and medications. This memorization is crucial because the medicines,
treatments, and their effects are essential for treating patients with mental health issues. However,
traditional memorization methods are no longer engaging and have led to a reluctance among the
new generation to engage in rote learning.

The project “A project board game to enhance knowledge of drug recognition and side
effects of treatment for psychology students. A case study of general psychology Course, MFU” has
been developed to create educational materials in the form of a board game that allows students
or those interested in psychiatric treatment and medication to study. This aims to address the issues
of traditional learning methods. This research project aims to explore the feasibility of using board
game technology in nursing and medical education to support teaching and learning and to promote

increased student engagement.
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