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ABSTRACT

This research had the objective of 1) to study Game-based Learning data to
design a board game to encourage knowledge about the Covid-19 epidemic. 2) To assess
the achievement of a board game to encourage knowledge about the Covid-19 epidemic.
and 3) To assess satisfaction with the quality of board games to encourage knowledge
about the Covid-19 epidemic and summarize key factors for future board game design.
The population group of this research consists of 100 board game users and 20 students
with bachelor’s degrees in design education from the Faculty of Industrial Education and
Technology at King Mongkut's Institute of Technology Ladkrabang. The results of the study
found that board game to encourage knowledge about the Covid-19 epidemic design
should focus on gameplay & Mechanics and Story & theme in accordance with the learning
content used.

The results found board game users of board game for encouraging knowledge
about the Covid-19 epidemic had the test score after using the board game is higher than
before using. There was a statistically significant difference at .05. and had a high level of
satisfaction (X = 4.32, S.D. = .28) after analyzing the key factors for future board game
design, they should give importance to story & theme, game mechanics and materials
used in production, respectively. and can convert the result into a regression equation to

predict the result as follows y =224, + 123, + .098,, + .024,,
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Tug29dul 2020 Aeuulaiiningfinisainisssuinveslidalalsunaiewug vy
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(Coronavirus) #3en5annuludeves 1h5a Covid-19 (Covid — 19 Virus) tuldalisaninliu

Y

Jukswazarnnsaunsszuiadulindisldegnesimis feduesdnisewndialan (WHO) aen

a o

Usznianizgniduivualinisunsszuinvestasa Covid-19 duidunisunsszuinasddlvg
(Pandemic) Munmzanduiuaisisaaiiiieusslusau 100 Y Fdwmansznusienis
Ailudinveswywd ednnilineidumnneuluanissen 21 (World Health Organization, 2020)
IngszuunisAinvndunislussuuilasunansenuainnisunsseuiavelasa Covid-19 wuriu
1899N11951M 5L TUTEEENeedsnn (Social Distancing) vinlvidnduasiaslaaanufnuiuay

N = v & ' | ¢ & a ]
Wasuwdasguuuunisissumsasubiidunisasuniuresnisesuladiiviun Weann1suns
spUInvantalIFa Covid-19 Tdawansenusenisiseuiuasanninlavediiou Wawindiseu
lanunsamunulinadnsnisseushilulumuanuameaniasuiaduanueSenazan §iseu
ilvgadsanuaulalunisSeuiiaiuuildunznisaisenaaseunashuiiudy (Mustafa,
2020) fawdtulagtuielifaladn-19 agliladanuguusavinduilionay wAn1TLNTSEUIR
naulddl wnliunazanteuaswsiegla dsiun1sesnikuunsiieusliaunsalasuasanug

v a (% & o % = & o o w A o % Y 4

At lafgtudelasa Covid-19 Faludsfynazinlvanunsatesiudiainaniunisainis
wnsszuIntuaseille uaanssduinunisseuizueuuiy 9 luefnealufiniuaiuisouinwe
ildiseuaulanisSeuslounmianass (L & Tsai, 2013) dsdunsidenldguuuunisiseuslv

v =€ a

aonnaesiugatagiuidiamuddgydustisn

=

Fan1513eusaaen1sldiny (Game-based Learning: GBL) Wuiduguwuunisiieus

Y
Y YV a

anunsanszsuligisewiausgelalunisiidusiudunisseusla Wewminduguuuunsiseui

Y
(%

gl iseulanianuiwazanuaunauuazidalonalvididulannduleasiinaes Feely
nsAnEuLariauwinwemMsSeusiulsraunsalnsennuimesuuuulug 9 lusendnans
WunukazaunsadiUszaunsainlasuludssyndldlunsuntaymludinasala (Gee, 2003)

VI Game-based Learning nanaiduguuuunisiseuiinsauiugiseulutegiu sgalsinny

Y



Jyr131nn15AnIunAINnNIa3nINIsAedIiu Game-based Learning Hunuin ddulvgjazgn

lldiunsitmundenisseuiluguuuuidneadundn JaFeuusdinliamnsnisdinisly

Y
¥ ¥

waluladlauinwe dnaliinAUMaBNaINIINISANYININTUNT AL (WU NBdwir, 2021)
ylAnunseau (Board Game) nanadundnduainuile suanudeusgrsuinlunisiiunld

(%

ponkuunsseuslulagiu Wewnmsldnununseauiulidmdiglvdiauladninweanuda

v 6w

afassduazmsinaulalunsuuilaiygm wasdmisais jauiusiugduinunsynaenio
Sadoruluseminansldau (9asal Audsuiann uasdunnm ssanfamn, 2016) siunsld
suesdUszneuvienalniie g neluna (Hunsucker, 2016) TngannmsAnurunareivnisd
dununszuIeanLuUiiamaSeufiu nuin inunseanuidautaelunis ddutaedaesy
auieudlafeiudemanuinieuunfniinesnislfiousi fingedu (Franco-Mariscal
et al. 2012) LLazé’qmmaamﬂwﬁm%mwlumiaﬁywmmL%’ﬂ,ﬁ]Lﬁmﬁwfamﬂ’m%ui’lﬁmﬂ
WULREINUNITTEUSLYIIN (Pawa, et al., 2020) LusiﬁaLLﬁdﬂu‘fjmﬁ’ummﬂsxmu%ﬂmaL‘fluﬁif%’ﬂ
TugnugnssenuuutiienisSousluasnisisnisedanirsdaudaiu udluesnuuuinunsznud
wedetiy ndudalaildinmagnAnsrguiuunldaulumedsns (Sousa, 2020) lsisslaiannsn

'
o A

asUlatnuinlunisesniuunun A uNITEHaionaUauaInNRBINI TRl A aLield

v v

TunrsneaeunINvINIstu Astranudsunuiadsslunisesnwuulating

o

a

= =t V' 80 VS A I o v A o § Yyaw
nmsfnwaulusuwazlgniinanludiwu Jutduverad Ayl idoaula
MgAnwnsseuImensidinu (Game-based Learning) tewinuszendlylunisesnuuuing
A Y yas v Yo v o ) ' ) . a &
inunsgauieye il nuldsuaiusifgadunisunsseuinveshisa Covid - 19 Winunay
o v gay v 1% a ¢ o <

wazdwaansnlgainnisnegeulauililunisinsendads eaguwuimislunisesniuuiny
nsza1u e llUldrorealunisoaniuununsEAIUN AT T M alB93v1n13 LA ag 19l

Ussdnsnmluswiansioly
1.2 9QUssaenuaInIsivY

1.2.1 WaAny190ya Game-based Learning @115 UN1580NKLUULNUNTEATY

dl a 1% o ) ] o .
LW’?]Laiuﬁiﬁﬂﬂ’ﬁmgmﬁl’mﬂﬂ']'iLLWi'ﬁ%‘U']WUENVL’Jﬁﬁ Covid-19

1.2.2 weusziliunadugninisldanununszaiu ialaluasianuiineaulia
Covid-19



1.2.3 ieUsziuauiiesnalaiildenmuninvednunszau iiveldsuaieanusinedty

)

12%a Covid-19 wazagutadeddgydmsunisesnuuuinunseaulusuian

1.3 NIDULUIAIUAALIUNISIY

1.3.1 nsaunudIAnlun1sAnyIUaa Game-based Learning dmiun1saanuuuiny

a a v v o ' .
NITATU Lwalﬁiuﬂﬁqﬂﬂ'3'13Jgtﬂﬂ?ﬂUﬂqiLL‘WiiSU'}ﬂsﬂﬁN Covid-19

1.3.1.1 fadeladnseunundnlunisAnuiguiuured Game-based Learning

Y84 Tahir & Wang (2018) u1ldlun1sfAny1vasa Game-based Learning i o4 Tunns

a a 1% v A ) ! ) . Py
DALUULNUNITAIU LW@LaiNaiq\iﬂ’J’]NELﬂﬁnﬂUﬂqiLLW'ii%‘U’]@sUaﬂvbia Covid - 19 IWLLﬂ

(1)

(2)

NM9ISHUNITADULAZNITEONWUULNY (Pedagogy and game design)
(1.1) dnnuszasAnisisens (Learning Objective)
(1.2) nagnsnIsisews (Learning Strategies)
(1.3) Lﬁfammsﬁauif (Learning Content)

(1.4) mam'ﬁﬁauﬁ (Learning Outcome)
Paduaeluny (Game factors)

(2.1) FFIAAIINUBNLNY (Game Definition)
(2.2) FSessmneluiny (Game Narrative)

(2.3) nalnwedtnil (Game Mechanics)

(2.9) nswensawluinu (Game Resources)
(2.5) gunisumansUaLNY (Game Aesthetics)

(2.6) gUwuuN5IAU (Game Play)

1.3.1.2 fAdeldinsousunfialuniseanuuuiny (OPE) 484 Brian Winn (2008) unl4lu

NNFEONHUUNNNTEAY BlEsuasAusNeaItunsinsTsuInvedlisa Covid - 19 laun

(1) Tun1seRnWUUNITIEUS (Learning layer)

(2) FumseBnNRUUNTLENT oY (Storytelling layer)

(3) FunsenULUUITNTLaY (Gameplay layer)

(4) TupsnuuulsEAUNIalElY (User Experience layer)

(5) Funounsidonldinalulad (Technology)



13.2 nseuuuadnlunsUssfiunadunudnisldaununszanu eidduasienanug
\gafulaFa Covid-19
1.3.2.1 §idglimihnseunuifnnisiseuiaie Game-based Learning e Garris,
Ahlers & Driskell (2002) sldlumsiinsizsinadugrdnislinununsean ieladuaiianug
WRefulasa Covid-19 T
(1) Fumeunisthduilom (nput)
(2) 3509910 U (The game cycle)

(3) wansiseu3 (Learning Outcome)

1.3.3 nsaunurAalunisuszifiunaiuiawalediideamninvainunszaiu tile
w3ua3anuiA BafunisunsszuInuedlafe Covid - 19 agudasedrdydmsunis
sanuuuANNszAUluauIAn
faveladmdnniseaniuuninIEAIUTas Tinsman (2008) wag Crifme (2011) anlly
MyiwIzinansUssifiuanuisnelafifidonnn munimeinunszau elaiuaiisnug
Refulaa Covid-19 wazasuladedgniseenuuuinunszaulueuinn Usznaulusme

13.3.1 szwznatlunisiawny (Play Length)

1.3.32 nalnnanveuny (Core Mechanic)

1333 (33 uarduvonny (Story & Theme)

1334 Whnevienausslovifinanis (Goal & Reward expectant)

1.3.3.5 Yoyatoundu (Feedback)

AauUsAY Aausnu

AsAUMUARALUMTUSELURAANS
@ 1) fuindutlomn

nsauULLIAAluN1IANEY GBL

© 1) mMaEyun1TEsULAZNTENKULIAN

v 2) 299903
© 2) dadumeluing ®

NSAUKL2AALUNTTDDNILUULNUNTEATL -

M
® 1 Tusenuuumitivuj

® 3) wamsseud

nsoULUIARlUNsUsEiuAMuRane e

3 4 1) szEzAuaUNY
® 2) Yusanuuuize? o

z . @ 2) nalowdnvaainy
© 3) vusenuuugluuumsiay

= =
© 3) Gasnuazduvauny

Y ¢ amow
© 2) dueanuuuvszaumiaifld N y B
® o) dhwinevienadselevilfinawia

i
® 5 vudenldmalulad ) .
© 5 deyailoundy

a a g o = . ° [
ad 1.1 nseuluAnitlylun1sAne) Game-based learning @1%3IUNT9BNLUULNUNTEATU

A A P v a ) ' ) .
LW@LaﬁJaﬁqﬂﬂﬁquzLﬂEJ'Jﬂ'Uﬂ']iLL'Wiig‘U']@GU@QI'Jiﬁ Covid-19



1.4 YDULIAVBINITIAY

1.4.1 vauiwaduiom
Faseldimsinwidoya ieranldlunisesnuuuinunszany ielaiuasienmg
Aenfunsunsszuinvedha Covid-19 Usznauluse
1.4.1.1 Yeyafeaiulisa Covid-19
14.1.2 foyaierfuguuuumsiious
1.4.13 YouamAgaiunisBouifeinu (Game-based Leaming)
1.4.1.4 Foyaerfununsay

1.4.1.5 msnumuunanuideegrandusyuu (Systematic Literature Review)

1.4.2 VBULIAAIUNUN

N

38l UUANUNTUNITAMIAUNIUITE TALA STUAINTRANIUNINNINTTUTLNBITDINU
¥ 4

LNUNTLATUUTIN ‘W‘u‘Vlﬂ’]EJIU%QV’%Wﬂ?QLVIW%JMWUﬂi“’I

e

1.4.3 Yagussasdi 1 ileAnundoya Game-based Learning dwunisaanuuuiny
n3TAU LERNEFsANSIAEaTUNMsUNTszUInveslafa Covid-19
1.4.3.1 Usyansuazngusiiegig
(1) Ysewns Tdun dinavlasasldvundndusiinunsgaiu luflud
AglugmiangummuniuasY
(2) nauddeg19 laun naurldauinunsgaiu 31U 100 A
MnARFonmEITMIEeNuUUIaEas (Purposive sampling) TuseduauiBesiu 95% wagau
mnLadeu +10% mmmiwﬁﬁﬁﬁ]gﬂmm Taro Yamane
1.4.3.2 p30sileildlun3de leiud wuuasunuiuuilassadns (Structured
Questionnaire) Faidudnuuuutatela (Closed-ended Form) WAgnfungAnssuuaztladed
dananon1sldununszaiu fussfiudisuinsidiuuszuiaan 5 sEau (Rating Scale)
U4 Likert

1.4.3.3 ﬂ’lﬁLﬁ‘U'ﬁ?Uﬁ’JWﬁaﬂJﬁ 'QJ{]JEJVLGQ]ILﬁUTJUS’JNNaﬁlﬁlﬂ’l’iéjﬂLﬂ@ﬂ’]’iﬂjLLUU

2.
W

Y Y
= ¥ ¥ v =
n

NYdouan18n153nT U nLaga e W luve

Y

1d2us9u (Participation observation) wazyu

YINANTEILNA



1.4.3.4 mylaseideya fidulminadnsnlauiasizisiemaiia lawn

Yya o

(1) §37uldMuadws16u191nn13@ny7 Game-based Leaming
11ILATIERABImATA LEAGUE Conceptual Framework 999 Tahir & Wang (2018) waziusna
20NIN UFULUURM T NAD ALAZNTUTTEIGLTINT T

(2) {Adeldhnadnsilinnnsinumansasiluiiesmain iz
AgLnAtln SWOT va4 Hill & Westbook (1997) inaila TOWS vas Weihrich (1982) wagilsua
20NIN UL UURM T NAD ALAZNITUTTEIBMTINT T

(3) fAddliimadnsiilannisnguiiogns s esidiomadanis
ﬂizmwﬁfﬁ@mmmw (Quality Function Deployment) ¥84 Mizuno (1960) wagkUsnasnsnun

TusUkuunIADALAENITUTIINTINT I

144 Yaquszasdil 2 eUszfiunadugvanmsldaununszay Weidiuadienaug
\gafulafa Covid-19
1.4.4.1 Uszvnsuasnaudiagng
(1) Uszvng loun dnfnwiaivnaga1ansnIseonuuy AneAIAIEnS
gnavnssuLazinalulad anrdumalulenszaoundndinummsainnsgds Fudd 3
3113 60 AY
(2) ngusieEne taun UnAnwavIATAEnsnITeeNLUY ANATAIERS
gnamnssuuazimalulad aordunalulednszaendndinqummsainnsgds Fudi 3
31U 20 AU IAEAREENLUULAI¥AN (Purposive Sampling) 31nktaeiusaunisalldaiuny
nszAuDEon 1 Al
1.4.4.2 1p3esilefililunside liud wuuneasutitedanadugninanisious
(Achievement Test) iiBafunisunsszuinvedlada Covid-19 $1uau 10 4e uazuuudunwel
wuuf alassadng (Semisstructured Interview) L 83 uA2115 Tun1519auLnunszAY
ieiaiuasnannuiifsrtunsundszuinveshisalain-19

SJQQJVLEJCS

1.4.4.3 mafusiusiudeya fideldiusivnunanisnisdunanisaluuud
d1u3u (Participation observation) wagtuiintayamen1siuuunagaukarn1sInduiinse
EANVULYIINNTIY

14.44 mynreideya fIdelsimadnsaliuniingiesisng Paired Samples

t-test LLagLLﬂiNﬁ@@ﬂﬂJﬂug‘ULL‘U‘UGﬂiNﬁaaLLaSﬂ'ﬁ'UiifﬂEJL‘?N'Wiim‘lﬂ



1.4.5 Faguszasdil 3 1 eUssiliumnuianeladiinenmninvasnunszaiy
ietasuaienusiisaiulaialain-19 wazaguiaduddydmiunisesnuuuinunszaiu
Tusuan

1.4.5.1 veulamuUszanILasnguiieg1
(1) Uszwns Idun nquenanafasldaununseau ietasuaing
AufiAeafunsunsszuInveshiia Covid-19
(2) naufeens ldun nguoranadasdldnununsza Welasuaig
AuiAeiunsunsszummeshisa Covid-19 dwau 20 au Tasdnidenuuuianzas (Purposive
Sampling)
1.45.2 ia3eailefldlunside oua wuvasunmnuvilaseains (Structured
Questionnaire) daidumaiauuuiateln (Closed-ended Form) tRgffuilasdeiidamasiontsly
NunuNszaY AUsTilusiennsd@inlszanaan 5 5 (Rating Scale) ves Likert

Va o

1.4.5.3 A15:AUTIUTINTNE LIeldAUTIUTINNaRI8N1TFLARNITAI LU U]

Y

e

v ¥ o

d1u33U (Participation observation) uazUuiindeyamenisviuuaauay

1.4.5.4 n13AT1EvvaYa cﬁ%’alﬁﬁwaé’wa‘ﬁlﬁmmﬁ'%a?{a (X) wazdiu
Jeauuunnsgu (S.0) wagthuniinsgiesdusenou (Factor Analysis) iedinsigiinsannes
Wy A (Multiple Regression Analysis) wazlhUsnaeanunlugun1T19addLuun1sussens

LTINS TEUUN

1.4.6 fudsnlgluniside
1.4.6.1 fawdsau : lnunsgau WekeRuasenusingdnulisa Covid-19
1.4.6.2 fuusmy - Usznauldse (1) nadugnsnmsltdamununszaiu (2) mnu

NanalandnonsawnUnIEAIY wae (3) LUINI9NITEBNLUULNNNTEAUILBUNAR
ad o =Y o o
1.5 28119711 UUN1928

= <) o w = N o
1.5.1 ﬂﬂ‘lﬁ%’]ﬁ'ﬂNLUULLagﬂﬁ’mﬁqﬂQJ/?IEN‘UQJ‘VT'] FAINTIWUIMIINITUALY LD ATUA

TAQUsEaInnIauLLIAn YaUAYDINITAny waslsslevunmninaglasuainnuideasl

1.5.2 Murulunmsanidunsidglumsfne wu msmruausesnsuaznguiiogg

& v oA & i < ~ o o a a v v
MsaenlEeIaelaNlElun1sIAU SIUDIMUUASEeEIaUNsALDUIWITe TN al



1.5.3 @nwidayaulazngudng 4 9NeNa1TnIeunaANIvINITAeItes ieasna

wsesdlolunisifiuuarinszideyalivanzauiunuidy

v

1.5.4 duasesdlofiniunisnsivaeuaing mssqandluldlunisnisiiudeyaiu

nauiegeanlammunld wavihdeyanlaundvsendeyameinunldluniseenwuuinunszaiu

Wl NaINuTNeIiuNsUNSsEUIRvetlasa Covid-19

1.5.5 11AuwuU (Prototype) Y8NUNTEAIU LBLETUATINANSIALINUNITUNTTZUN

v23h15a Covid - 19 Tunegeunsldamuardsvdiuanuienelatunguidmunendmualy

1.5.6 dmadwsnlaundnseinazajlafusenaveinside sudeiausuuglunis

Felusuangald
1.6 AIUYTUANA

1.6.1 13%a Covid - 19 vanefis LisangnaAunudulugisdaigl 2019 wazunsszuin

Tuilanlugaeiul 2020 Fuduunsvesdaiunisalmsuwsszuiatuiagiu

1.6.2 n19EEus nuede nsEUINnIsAIsABULUaINgANTIITeYYE Walann1sl

[ v § v

Ufduiusivduanaennzenisun i lilAAnTuewmIusssumid

1.6.3 - JULUUNS38UF mngde JULUUMIBTSMIaeUNgneaniuuiiienenenndNm;

Y

=

-~ a ¢ 1% =i ] Qaz ) 2 = v &
MIDELUIAR “(NiJiiJLL‘U‘UﬂWﬂ%MU‘VILLG\ﬂGl’NﬂUE)EJﬂl‘LJW@J’JG]QUi%ﬂQﬂﬂﬂiLinguu

Y

1.6.4 n33euiMmeny (Game-Based Learning) Mg sukuun1sseusiildinuiu

= & |
donandlunisasulilonsng <

£

1.6.5 1nuNTzA1U Bued tnudsstanuilafiiinisldgunsaisng o Wi f§amuin n15e

q

1.6.6 N1509NLULLNNNTEATY MEeds Msiteyailaainnisinsissiunldlunis

PONKUULNUNTEATU WiBlaTuaeANiiReItunIsunsszuInvedhida Covid - 19



1.6.7 NNSUTLLIURAANTNNT MU U180 AsnedaunulgauYeandnsiue Tuideil
NUEfe NINAFEUNISITIMNUNTEAIY LiBlEs uaT19AUS N eIt UNITUNS SEUInvadliTa

Covid - 19 tnauuseaniu 3 diu fe Aug noAnssy uazviAuAf

1.6.8 AMUNINDIINTADAUNINVBUNUNTEAIU NUET ANURINBlIvBINgUAIDE14
lunuifeinneds anuiisnelanidenuninvesnunszau ieldiuasennuiiieliung

WNSSEUIRUBIkISa Covid — 19

[ o

1.6.9 wuIINITRaALUUNNATEATUlURWIAR BNBEe n1sirunladedAydinsy

NsaNLUUNUNTEAUNIUFULUUTIIS R Az BNl Ussangnnanniian



2

=b.

UNn

QJ

LONAISLATIIUIBNNSIVDY

Tun13@nw Game-based leaming dm3umsesnuuUINLNTEATY LlBladuaT13A1LS
Aendumsundszuinvadhaa Covid - 19 tu fisuldRnudayannunaiy tonans naeaau
nuATiAgdes Tnefidemiinisdnuusenauludae

2.1 eyaieniiulida Covid-19

2.2 feyaiafuguuuunsiBeus

2.3 foyaiientuniaseudmeiny (Game-based Learning)

2.4 feyaienifuniseentuununsenu

2.5 wadalun1sIlnTEikageenLUUININTEAT

2.6 MsnUMUUNAIRdgegadusyuy (Systematic Literature Review)

o
-]
°o

CoviDi19

=) 2 ar = ar
dayaieaiulada Covid-19 AnEIAUNNNTZANL

o aiag
doyafifnun @
Tugrulqeil

N

2 = ar = I v = o =
ﬂﬂHﬁLﬂEl1ﬂ1JEULL1J1Jn15LﬁEIUE UVAYANYINUNAUANTS

AaNLLUUNUNTZATU

= ar =
doyaneaiuzinuunaEoug AMSANEIUNAMINEIBINTG
n [
faenu (Game-based Learning) agnaluszuy

AN 2.1 UHUANANTANYITBYANLAEIT0AUNITORNLUULANNTEAY LN BLATHATIY

AuSAgIiuNIsLnssEUInvetlafa Covid - 19
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2.1 dayaieniulada Covid - 19

2.1.1 YsgiRanuiuanveslada Covid - 19

peAnsownsialan (WHO) (2020) namliin lasalalsun (Coronavirus) WulaSaluasdlug
fiduavmedseriludniuazeu liialelsumansaeiusyiliaslseszuunaiumeladou
Tsaninsssuanauialsaiifonnisguuss wu lsamadumelonsfusennata (MERS) wazlse
sruumadumelaidounduiiouss (SARS) hialalsund dunvaage iulisalalsun
anpifuglvaifiiond SARS-CoV-2 Fanunssamunisszuinadausnluiudl 31 Suau 2019
ndaanseaunguitieluiiosgdu (Wuhan) asnsusguszvsuiuaslifinisunssuialuds
Uszimasing q Walanegadaries auluduil 11 nuawiud 2020 ssdn1seursielan (WHO)
Usznadelaaiiin "Coronavirus Disease 2019" w3ai3entain1 COVID 19 wazgnenbidunis
unssEUIngegn (Pandermio) Tududl 11 fhunes 2020

dnwMEN19938Ine1ve3l35a Covid-19 8¢ lui3d Coronaviridae gninoy luana
Betacoronavirus (B -CoVs) Fsnuldludsananagdnifluungidosgninsuwndundn (Hul3a
RNA il (+) (Zhu, et al,, 2020) dlnalalusAunuinumeususl Y dnuaeadieungaesuseuuy

¥
%

a a @) a 1 « d .y A v A a & o ] a
wihvieviulumsenau 13end1 “Spike glycoprotein” fnnlunisinielsalaeduasunis

=b

gnen "’Uﬁaﬁmmaﬁmaﬂaaﬁ (Khan et al., 2021; Kumar et al., 2021)

~ Envelope pratein

~~~ Spike protein

Nucleocapsid protein
Enchrng ANA

Lipid membrane

Ianusl Bortolsill

i 2.2 dnvasglusiunegnnglula¥a Covid - 19

flan https://ngthai.com/science/28564/covid-19-nat-sec/
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2.1.2 gUuuumsunsszuInvadlada Covid - 19

12%a Covid-19 a3130uns91NALE ALK TUNIAZEBIUIYN UiatgaInaynudeuin
Feoenuiioftas lo 9w vioyn asesunarifivuialvguazasanasgiuuarssvessssinig
wazunsidernumsoniadiludsven Tdanmamelaoazesadluangine Snfsdsanuns

a

ogfseavuiiufianig  1wu iz andavsen 5179 Wunufls 72 Falus Weauendieluduiiuin
wiartiuudaanduni ayn vietinld Sedisvezilng 2 8 14 u waedidnsnisuninszaneide
i 2 - 4 au TussesindliiiAu 1 was (6 W) TuegfuarumunuiuresUssansiiogluiud
fu $1uo1mns Tsanmeuns anusudie uieaniufinagidoosng Tsmeuna (Khan et al,
2021) Inenduiidesantsiinidolada Covid-19 ldun fitordeluiuiifidssionsdurialsn {7
Humadn-een wdewiziuAsuinsesdululssmansailesiiiinssyuanveslsnogsaliieq

YAAINININMTLNNGUazaIsITagy yanailvinauliusnsifesiunisviesiguazyfilengiiu

50 U uly s ludedndilspusedndangoss wu wmu lsaneenidenuwaziiile 1udu(World

Health Organization, 2020)

2.1.3 9IN158arIsn1sUaenuN1sAnLYel58d Covid-19
aeAnsaugilan (WHO) (2020) na1alid1 enisimldvesynifiadelisa Covid-19 u

WeeduasnuInio1nis Wuld lewis Joiniseauwnds UnaseeikazUinilouniudiiniou

¥
o =

T ialnaialy Lwi%ﬁwmﬂ’ﬁﬁmuﬁawdé’quﬂuﬁﬂasJﬁﬁmL%ai’J%’aﬂf LU NoaLdy Aud
auRans gdenissusanaznislinau sauluisenatiennisutiuntenuazmelaisaude
e?fﬂa'ﬂwaiﬁﬁmmsﬁm%a%qumLLazmaﬁﬂﬁLﬁa%ﬁmﬁ (Kumar et al., 2021)
PNANIUAITANITUNT T2 UIN D915 d Covid-19 fuv?ﬂﬁs;ﬂuﬁf%ﬂu%ﬁawﬁms
NUTE8EMIedInL (Social Distancing) dsnaliinnisladinluaizunflug (New Normal)
Wietestunuedldiinielisad Tneasnstestuntsindeuasezannisunsszuinvedlada
Covid - 19 iileldF3alutagtutiu Useneuly dedsdiafiuuszdeayuasimiovihay
avonrIeLeanegedgile Mﬁm?{mmaé’uﬁaﬁuQ’ﬁ'uhamﬁﬂwﬁsszviwaemﬁaa 1-2 a3
(6 Wn) Andegluiiinendevesmuenazidunsesntrsueninfisniu sudeanddniinn

aundigivenuUaendeveiiedlazauniann (Gennaro .et al., 2020)



Shortness of breath or Sore throat
difficulty breathing*

AN 2.3 9710150az s UNsRnalsE Covid-19

New loss of
taste or smell

Stay home when you are sick,

except to get medical care.

flan https://www.cdc.gov/coronavirus/2019-ncov

2.2 Yayanganugluuunisizeus

2.2.1 anamvanguazduuunsReus

13

Wash your hands often with soap
and water for at least 20 seconds.

sdgnsvs Bunee (2010) na11l331 N33 (Leaming) Wunseuiunsnsasuudas

WeANTINVDINY Y NMTUAsULUAINgANTINABLTN01IT BUiARINNISHUSHN

v 6

NUSAUEILINADY

#38M13HNIAA NULANIINAITABUAURININTITUYIA FyymgI0s I3 15 0ANTNDY

Ingazdosdannnnnginssuiwdeundas whnulidanunsassyesnundugusssula

Stimulus Sentztion Parcepton
a &
7 P VR EARES nsug
Responze Concept
Ufifizunaauanay anudasiusan

AN 2.4 AINUAAINTFUIUNITSIUIVDIYUARA

fian : https://sites.google.com/site/psychologymcu5b
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iumﬂ%uiﬁuuamﬂ fadeu (Teacher) uavgiseu (Leamer) fudalosUszneudu o
Snegheiidndny Ae duf1 (Stimulus) WudanislunisnszduliiSouufasemsenginssy
novausIBanIFIuAaNTTY guassatlymwieanunisaling wieduusedu (Orive) 9fiSeuidn
nsBeuinsnszsuilenauaues (Response) sonuEumsUFTRIUgULUUAN 9 fiadanmiiu
selddanmiiy Lﬁaﬁwlﬂémiﬁauiﬁdﬂ (Gagne, 1962; 913 Wugwd, 1991) Tngluszwinau
Haouausald nsiaiuuss (Reinforcement) iletienseduliGouAnnsFeusldundaduld
Faaunsalinadnsievanuazaulfiane fafuissdosiansuinisdenldlimnzaudty
anun1sal

Tnsguuuunrnioudludiagouduaun soudldnin Assdauvisnsiioud (Cone of
Learning) Edgar Dale (1946) wuslditaman 2 sUuU e

2.2.1.1 MIBIUFUDUITTU (Passive Learning) 10uAS s Souifiiugaeudy
qudnans IneiifiFeualisuteyanndaeuiivsmadeoinarliansaneuaussiugaeuld da
fnldsaufiunisaaun1anse uaensusseny

2.2.12 msi3ouduuuidsgn (Active Learning) 1uismsiseusiiudFoudy

o

5 Yy a | ' = o = = Y] cay v
ﬂuﬂﬂﬁﬂl\‘l IQEJFLV‘E&LﬁEJanU§'JiJ1uﬂigU’JUﬂ']§L58u3 LLagllNaﬂqiLiﬂugﬁquﬂigﬁUﬂqﬁmWIW U

! g
LHINATINNU
~10% R - < Jas L1 P
2 DEFINE
- 0/ OEWHATYOU
& ZQ0%MR I k- A€ v J
E 0/ OF WHATYOU VIEW IMAGES e
4 VIEW IMAG
™ ~3° /o SEE PRI TE
>
by WATCH VIDEOS DEMONSTRATE
v
<<
o 0/ DEWHAI YO EXHIBITIONS
~50% SEakbhear - -~~~
WATCH A DEMONSTRATION
[C]
=
T 0/ OEWHATYOU PARTICIPATE IN HANDS ON WORKSHOPS
= ~T0% Shandware - - < <
: DESIGN COLLABORATIVE LESSONS
e
= SIM NCEA PHEN N
> OF WHATYOU SIMULATE A MODEL OR EXPERIE NOMEND!
= ~90%%o
(%)
< DESIGN/PERFORM A PRESENTATION/EXPERIMENT

AN 2.5 Aselawranisiieus (Cone of Learning)

fian : https://elearningindustry.com/cone-of-experience-what-really-is

1ne Barbazette (2016) lnagusunuunmsseuinannsaueulssaunsalliniugiseulad

Y

loviavun 24 JULUU Beuanseanuifannselull



Tool 1.1. Best Learning Experiences*
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Technique Description Best Use
(Written from the learners’ perspective) S
Behavior Modeling See a model or ideal enactment of desired X
behavior demonstrated by instructor
or video
Case Study or Scenario Analyze and solve a problem, a case
situation, or a scenario, alone and/or in a X
smoll group
Demonstration Hear the instructor verbally explain and X
see the instructor perform a procedure
or process
Discussion Discuss problems or issues, share ideas X
and opinions in a group
Field Trip or Observation Experience or view actual situations for
first-hand observation and study
Film, Video, or Skit View o one-way organized presentation
Games, Exercises, Participate in planned activities, then X
Structured Experiences discuss feelings, reactions, and
application to real life
In-Basket Exercises Review typical paperwork to sort, delay, X X
discard, or act on immediately
Information Search Search for information in source materials
alone or in o group
Inquiry-Oriented Participote in o discussion during which
Discussion the facilitator asks plonned questions
to encourage discovery learning
Interview Question a resource person on behalf X
of the audience
Jigsaw Learning or Concentrate on different information X

Teaching Learning
Team

in study groups, where members re-form
in groups to teach each other

Learning Tournament

Review material, then compete against
other study groups in self-scoring test

AN 2.6 FUBUUMISERINNeUUsYAUNSallvfy

kY

v a Py
s eUlAREe

9

fian : The Art of Great Training Delivery: Strategies, Tools, and Tactics



Tool 1.1. Best Learning Experiences*, Cont'd

Technique Description Best Use
(Written from the learners’ perspective) K S
Lecture Listen to a one-way presentation X
of information
Practice or Return Repeat performance of a skill under X
Demonstration supervision of instructor, and then again
without supervision
Printed Resources Use charts, posters, laminated job aids, 2%
cards, and handouts for reference or
as a resource
Role Playing or Dramatize a problem or situation, X
Skill Practice then follow with discussion
Self-Assessment Examine own values, skills, style, etc., X
or Inventory through experiences, surveys,
and activities
Simulations Experience a situation os nearly X
reol as possible, followed by
discussion
Study Groups Read material individually, then X
clarify content in small groups
Task Force Project Generate plans in groups that X X
can be used in the octual work
situation to solve g real problem
Teaching Project Teach new information or skills X X
to one another
Tests Answer questions or complete X X
activities that test comprehension,
recall, application, etc.; of the
learning material
Writing Tasks Reflects on own understanding of X X

and response to training, usually
descriptive — either planning to use
skills or describing an event.

AW 2.7 sUnuumMsseuinveuyssaunsadlanugiseul

kY

P i
ARVIEn (AD)

fian : The Art of Great Training Delivery: Strategies, Tools, and Tactics
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INNINLNUD @a5alUe asAUsenaulunsseueanulag K 6811370 Knowledge
EAe ANS S BaRnaIn Skill Muneda Ainve wag A 88130 Attitude vinnedia vinuad lng
sUuvunsdsudiinsuasdusznautis 3 dndvgasdusuuuunsdeudioudan il oy
asfloujuAruantunsalsing 9 i eliiAauszaunisaininieuilmivazihanuildduly

WeulgsiuausiAuieasuasinweNilogviauysalunniu

2.2.2 nqufjildlunisesnuuumsiseus
2.2.2.1 yguinsiseuduesugy (Bloom's Taxonomy) tunguifisjsiiunis
WangiTeu Ineuwdeeninla 3 a1 Usenaulume (Anderson, et al., 2001)
(1) sunnsids (Cognitive Domain) #3as1uAI1M3 (Knowledge) tUu

a va & [V
NﬁsUa\riﬂrﬁlﬁﬁlugmLUUW]']@J?“N’WQVNQ&@J@Q ‘l@LLﬂ

v
=

(1.1) 331 (Knowledge) LTun133uuazanduuiAni ugunie
Fnoulnglaisidudesdnlaeumnee sdstuils

(1.2) w113 (Comprehension) tdunisidlaaaununegsn1unng
AanmiilenuziSoszylyvisedmavesaules

(1.3) Uszandld (Application) tun1sunaug wuidn fildannis
Seudiavnldivanunisall

(1.4) Fims129f (Analysis) WunisuenasAusyneuraademnie
wnAnseniudu o eliidlalassauasueniozseninsdeifianiadonmsoyanu

(1.5) &um51¢9f (Synthesis) Wuni1siesAdsenauainainvaiy
funmdisheiu ieaadussdnilmivomuieg

(1.6) Usziilue (Evaluation) 1unisnduienfugaaweuindne
videtaiiianseinuige

(2) siuanfide (Affective Domain) %30 viruaf (Attitude) {unaves

MeFeuinasuiasnunidnmeeisual lWwinwefaunsaaduliinlsedsdass laun

(2.1) M35U5 (Receiving) Ao mnuinlavseaulafiazidenh

(2.2) ®@UAUDI (Responds) A® NITHAIUTIUNT ONOUAUDIAD
Usingnisaififianuanzd

(2.3) Tvimauein (Valuing) Ao n1slvinaaneaing Usingnisel

wsangRngsu IneisunuiniseausuegsigliauivanusndudounnIu
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o

(2.4) n1359A58UU (Organization) A® N133ATELTHUMIUEIAY
AR RIUANILANENS IloasInuARIUMSUsUiBuANaAE TS odaazinne
ypadsiiy

(2.5) dnwaglang (Characterizing) e %qﬁmuaquamimaww
veayanalayananis lnengAnssuasiiaiiavemanlduasdudnvusi didgiigaves
nsiseus

(3) A1uNinweNdy (Psychomotor Domain) 138 MN¥ENINIYATN

(Physical skills) Wunavesmsi3eusmiumuannsafunsufoR vssneuluse

(3.1) N133U3 (Perception) Ao AYmaNsalunsldUszanduialy
msindeulmriunIn T sranduiasusing o

(3.2) nswsounion (Set) s anuwioulunisasievivluddign
fvualiaamii FadunismevdustetyanaiedauMInifunnsieiy videiSeni Mindset

(3.3) @sdl@yMIULUL (Guided response) AiB N15L3EUSTINYERIY
msfindu Beusuuniensassinaesgn dewunvinusaidulidadudeusniu

(3.9) nalna (Mechanism) fia nsflndluinuedldsuautiuguas
annsnvhldAavEsuseanssilasunae duidy

(3.5) N15ABUAUBIT SUTaUNS ana1uLT 81915y (Expert) Ao
mELsalunsuansmsiadeulmiidudeuiivaenldaneademalunsiaamanduld
agsgnAeswarsInsIlnglidug

(3.6) n19UTUA2 (Adaptation) A msﬂ%’mﬂﬁlsugmwumi
indoulnvewinugldsunmeiannlimnefuaudesifitmsvielenisivnnisel

(3.7) 153159 (Origination) Ao MsadsguuuuMsiadoulmlnal

Welimunzauivaniunisainietyvuany Fulunanisiseudiduniudnadassdnuineeg

' %
v Y

miutugean
Aatuisasuledn ngunisiseuivesuau (Bloom's Taxonomy) iWungufildlu
° = vl v Yy 129 1% & - 1%
nsimuaidmnevensseuiisensligiseulasuannsldausuuuunisasuiiu o el
AssuansadinnuIvseRnwinwenlaS s lideIvy wethluusuldludinusednfuld
BERNR T
2.2.2.2 nowfiaulunisiieus (Conditions of Learning) Wungufnisisous

183 Gagne (1985) § atlungu U3 UsuunIsiTeus nannaleg URuuLIRauNa Uiy
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WedaaidunisiFeud 13un71 nsruaun1InsEdun1siieud (Nine Events of Instruction)
Usznaulusig

(1) susrauala (Gain Attention) 1unisnsedulvidiSeuwiaaiy
aulafuunBsunasidemiinniou dhumsinanmwndeunieaniunsaifiefmannuala

(2) voninguszasn (Specify Objective) LUun1suantisauns1uis
szasdvosmaiony Tnefigdsuausadoninyidoniamsiinugaaaudlald

(3) MUMIUANINSAY (Activate Prior Knowledge) unisviumiuaaiug
FufotenseduliisouamunsnSeudidominmildnniibi

@) vhauaiilavilyal (Present New Information) Wunisyiiausiion
mMseudriumsldsuuuunsaeulnl 9 ensziiliiAnauaulafiogGous

¥

(5) T wuzWUININITTEUS (Guide Learning) W un1sduugliyiSau
anunsodnpusiniflalunaurauiupuSAung WeliiiseuAnnsiseuiiisansunday

(6) nyzAuUNIIMBUANBIUNEEY (Elicit Response) tun1silnlaniali
v o a ] a = 1 a = a a = Y a = %
ALSeuddiuslufanssunsiseurunsasavsensuaniUisunnudn elvilinnisseus
vinwelnisgninsiuuasiu

(7) Wideyadoundu (Provide Feedback) lumsliifiseunauaustuas
InsgringAnsInvesnuledlusEnieseus WelausrnaukarIsuAdeyueinsiseuiy

(8) negaUAIL3lng (Assess Performance) Wun1snagouauaInse

¥ A 9 vy Y = ) v Aa & = A a X |

voeyieu Wl seuldnsuisseauanuinlandseidemluunGeuindimuiuuinmils

(9) ayUuazthluld (Review and Transfer) \unisillenamzusziiu
dAy Twnslaiausuugse 9 WeWealemalviiseuldmumuaiuivenuamainsiteus

manudeaguladn nguReulomsiSeus (Conditions of Learning) Wuwguiiild
lumsivuagduuunsiseud iensedulviiouaunsausiananiuilomuas IngUseasAvas
maseudiuldegauduyszansnm
2.3.2.3 vguijroudnsaRlan (Constructivist Theory) Wu nguijiiinsienis
= v A a & o o < v v I3 v & = ]

nsseusidunssuiunsiintunglunuedaesoududainiesranuiiudumn Seni
1Asas1anetayeyn (Cognitive Structure) #3e a@nun (Schema) Tnsdisudnnisizaunisaaulae

yatulidiseuasilonnassufiAioadsanudnlakasiianisiseus daiindvinis lanisfinw

ad 1 a 1 1 = a v &
nouuazuiatwiAneanuly 2 ngu lneliseavdundsieluil



20

(1) wwiAnARuanIARIanLT1Ug " (Cognitive constructivism) U84
Piaget (1971) nd@121#91 msfig i3 suimunAuaInsan1ansian (Cognitive Abilities) 51y
audledwilad ety demarililassadraniadyan (Cognitive Structure) n3e afun
(Schema) Winn1siUAsuulas 1818 wasdudouiusiunisuszaun salfufuuszaunmsailu
dteliinsizousfiaunaseninagi3ounazdunndes
(2) wulAnmduansARdan LT sd AU (Social constructivism) ¥o9
Vygotsky (1978) nanalid fiFvuazliiumeSeudiugiuuunsaounliiZouailouiin e
duasulvFouAnnsiouduasiujdmiusiiunisnszdudedssous wu gaeunietgmi
Aatuananiun1seiase (Real life situation) autiaidu Teuiaiuinis (Zone of proximal
development) wagifoslevnnufivaiuiiiounsnuszendldludinaseld
Faudaasulddn nquireuansafiad (Constructivist Theory) Liunguid
Aerdaatunisdanisguuuunsanmuindenvesninisuddasnisasiioujoies ey
FatheduasalvfiFouinnisieuininnsssaunsalilasuidoulasiunuiifud e
ogadusyuu FedsmalifiSounnnannislunueadmduaiuill wiethauialdluldly
FinUsziriusialy
2.3.2.4 ngwfmaseuianuszaunisal (Experiential Learning Theory) v84
Kolb (1976) \Junguin15i5ousi unguiaeuansafi 1as (Constructivist Theory) 184
N3EUIUNISATIININS TinsziazienaffmenUszauansalifuvesiSsun nuniy el
dsuinnsanadnnisanudnuazthenadivsidlalvldiesenmuiifuvdoussgndliluuiun

Y o ]

= Y = Y Y a A ! Y] = a a ,
auld musULuunsSenivesissuniandsiueenly Feesungiaasnisiieus Misundt Kolb’s
Experiential Learning Cycle lagiivisnun 4 Jumsau Usznaulume
(1) n1sitfeUsgaunisal (Concrete Experience) Wudunauilsnves
a L a va Y v 1 L4 L 1 =)
nsseusAe N1snaaew Ui laensuiduendilvagluuszaunisal anunisallugd vienis
firuUszaunITalIAnvUNA Il

(2) nsazviounan1siseus (Reflective Observation) Wudunaud

)= Y

Y a = 4 a . Y a 6% ] ] v L%
Hi3euaziin1sazvioudn (Reflection) iarisaulasuuszaunisallug agvinsdnassianly
Tuppuilogumanyay IeAANSINHENTNIANUAAKILNTNARALLAZAIAINY

(3) NI5AALYAILUIAALTIUINGTTY (Abstract conceptualization)
& oy Y Y s P XY o v a va
JuduneugiSoung1e1u3unanvesesnauiiiuussaunsalfines welilauuimiaujon

wazthlldlunsunlutaymiviseaniunisaininludagdu
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¢ ol

@) thewanuinlaluneaedld (Active experimentation) Wutuneu

a ~ a 4

MESeuarasiloUfURBnA%s Wefigatitesdanuinauewmnudninuuiidilalagndesudiviely

Y

AT 2.8 2395 Kolb’s Experiential Learning Cycle

fian https://insideout-inc.com/about-us/why-experiental-education.html

7
v =2

aeduFeasulein vgug Experiential Learning Theory dugnasistusively
Aisguiinnisiseugaenisimueadiluagluaniun1salase wasanuanniennuAanIung
UUAnsennnenuydu i sazieusenUszaunisalaanundunituidalavesauies
o I3 val v awal A o o4 | A e o LAY a &
waziesnuintiufiRg anasuleeaniunisallvl q Wielnduinuemaidnasaauindy

Aanuduglazsiiulglugiauszariula

2.2.3 sUuuunsiteuiveiseulutagdy

Seulumasedl 21 Wiaiseniuii Generation Z (Gen-2) Wiy nguauiiinunso

ey

Auaun1ndiveunalulagainszuveuiaen (Analog) ludssuuadnea (Digital)

'
= ! a

Fedadsulifiouannsadfnsiouddeing q Idegemng wilesanifnanlugaiida
Adslasunansenuannmanisaling 4 lianemedsauiinisudaduiigs (mewa nsveetes,
2012) Ine Foe’ AsnTou wazany (2019) lavinsedurefieguuuunisiseusves Generation Z
Fsusznaulusne

1. LﬁuﬁgﬂssﬂaumiLLasu'ﬁJﬂﬂﬁm (Entrepreneurship and innovation) Generation Z il
Auseinszdamansiuanndt Gen du 9 Tusfndisinuan ImaﬂuﬂdmﬁiﬁﬂmimLﬁucimmm

d‘ Y = J
WeaaanunAlulagsuwuusng 9
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2. ¥n7915al (Criticizer) Generation Z kU lU UM 98N 15U H9A1DY SIUDS
INNEINTYN0EN NUNITWARIANLAAILBE T ANES B L ussUsEASlaeUsIARN
nsindu dwali aunguilduauladou ludesidoilawazdoinisnsnevaussninuiisnelaves
AULDILUIUT]

3. qsnuauladu (Short attention span) Wudnwugiauniuladnlu Generation Z
Hemnwinniulstulaglddumeside uazsuilanainamuazidesinudumesiie Javihl
auguildlafisuiuausuduisdidedidnlugimuauls dadu Fsdluessosaddoyadiladne

Y = @ v d‘
waziifeUsenulviunnian

4. dpensauianelariuil (Instant gratification) NMsld¥inluanmwindeudaunsal
a ' ° v A o = o & va
A0a13919°)9ABALIRANE1U TV LA Generation Z aranisannuiisnalaluviud uaznangidugf
wendreenandenudaninsadilugdymnidnineiiienda lsaaunSau (Attention deficit
hyperactivity disorder: ADHD)

5. yheruldvatsegrandaunu (Multitasking) Generation Z fiuualdufazyinaumans
agulaflunanfgriuiiasandauausalumsinamaluladlngs sildaasonaunany
faanfumaluladaduiunisyinaule

6. VIMNTNIIUSIUAY (Lack of collaboration) Generation Z 98Uy UL 898N
\Heannanunsamduautedldiuinnit wazieuladinitluuivesnisussuianateyailiodiou
nuguneu

7. msvannwelunis@eans (Lack of communication skills) wiiasannmaluladtiund

aa ! 3 o v v o v I a § |
unumnludinngy Generation Z yibinnuduaeiunisudsiieglulandumesids u1nniinig
sunquegludenuund vilvfiuuldunagyilvinisdeansuuu face-to-face Tungu Generation
Z anasuennniudgninsalindvinuenslisunldfieminminiundulninlugavenisdey
1% 1 a & @ =3 [
YaANUNILD UM BSIHALTUNAN

8. AanufAndLazAmlande (Loyalty and Open mindedness) Generation Z fiuwualily
a A o e = P | ovaAl o U A ) | ~ P
Naggodnddoiion Tunladedunazdeny minwdalalasuauunndauasyounazaslids
aNnuUserulalumiies

31n3UuUUNISIT U7 na 1901 g 190 UL WU Generation Z A31UULANK1997A
Generation 8u 9 N UNRg19TAAN I lNTRRNKUUNTISBU IARAARBIIUAIINABINT

LY

. dyd’ a o w < 1 = & o w = a dy
U839 Generation Z ummmmmmyl,ﬂuawma "?NL‘Uumﬁ]Naﬁ’]ﬂiﬂ‘Uﬂ’ﬁﬂﬂH’]sMNWU’J gU
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2.2.4 nsiFeuluanissui 21

nsFeuslummssuil 21 (21st century skills) 1ugUnuumsSousailgSeulsflninuy
mM3Beudinunsasileufiiaie welmAnmsiaunazwisunieslunsiuiiefuaaunisaily
TenewandimelulaBidnanfunuimnnd st neFeninusmaniuin "Soft Skills' Sauduvinue

] IS

wani fdugaevilifi3eudenuiang uiunsieulugadagtuiidauddsuuuasey
naonatld dufidoudnuardodinduinusmantogsaiaue iewdsnarumiouiuiiof
anmndouniedieuiudsuuasluegmng SnsdsdmarinliAansiandenaisdy
ﬂ’]iﬁaufﬁ]guﬁqﬁu (Higher order learning skills) ﬁsu'aalﬁl,ﬁ@miﬁauflé’maam%?m (Lifelong
Learning) Iélueunan (39150] wiile, 2012) 3 World Economic Forum (WEF) (2015) & 3l4

aduevinuensBeuinsnduluamssed 21 Tiimue 3 vinwe Uszneulusae

21%'-Century Skill

Charactor
Qualities

Fundamental

Literacies Competencies

@ Literacy ' Critical Thinking |
/ Problem Solving |

@ Numeracy | G Creativity |
Scientific Literacy | @ Communication )

I

@ ICT Literacy ; ® Collaboration Adaptability
|

e Financial Literacy | ® Leadership

Cultural and { } Social and Cultural

Civic Literacy !
| e Awareness

Curiosity
Initiative

Persistence / Grit

@000

NN 2.9 NFBULIAANISITEUSTUARITTY 21

i https://www.nectec.or.th/news/news-pr-news/21st-centuryskills.html

1. WinweAINIWUg1Y (Foundational Literacies) Lo n15ldn1wn (Literacy) N3
A (Numeracy) n1stdwalulad (ICT Literacy) n1sldanenamansiudssousa (Scientific
Literacy) msifudrunilsvosdenuunaz Tausssy (Cultural & Civic Literacy) kagn153nn1snny

A13:U (Financial Literacy)
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2. Winwzaun1sinn1sdeynn (Competencies) %39 4C lauA n1sAATIInNINE LAY
uitamlignae (Critical thinking) ALARAY19A53 (Creativity) Lazn 134 oansuazyinay
iamﬁ’u@ﬁlu (Communication and Collaboration

3. WinweAIUNITIANITAULBITUanIndaAY (Character Qualities) laka Av1ueEINg
981nLA U (Curiosity) AUARSLS uad19a55F (Initiative) Aa1u8anY (Persistence/Grit)
ANEINN30luN15USUAY (Adaptability) Aasdugun (Leadership) wazainumsenindsdany

LAz IMUsIsY (Social and Cultural Awareness)

2.3 3UlUUNSI38UIAEINY (Game-based learning)

2.3.1 AMURUYUDY Game-based Learning
FURUUNILT8U AN N30 Game-based Learning (GBL) Aaguluun1siseus i
cglJ =} 1 L3 a o I3 Y ) v
\Hevn1sseunsaeusteenkuUNINaIdUsEnauvanny tneilingusyasdnanlunisuiunldiie
Prgiiuuseglalunsseusidudiseuiiunsiduiinlumsas dmnuns Idauny (Gee,
2003; 259 Bumnasy, 2019) GeanansanszauusipslaliEieuianisudsduviosiulledu el
usTamungvesny waziiulontalunisaninueinwenisiseuinnadygnavensually
USunmedenunaz dausssy aaenaurnnsandulalunisuntamaiunsindunagnaaaswitg
lusgninamsiauiny (Gillern & Alaswad, 2016 p. 1 - 17) viliiAinUszaunisalnisiseusn
v o vy Yo i Ao avy
uwanagiuLaganunsadiANANinlasuInmsrunuluUssnaldludingsla
lag Jan & Gaydos (2016) lauwusguuuuvas Game-based Leaming aanunlaviavian 4
Uszm Usenauluaagy
a ~ o . . = ~ A = v
1. nuisenkuuNItieaTiawsegela (Motivation same) LlunufisankuuLLeAgal
dissuliaulanazesinasiseusidemnainu Werilvduaiunuinuinisuazanueeng
< v =2 a A ay o fu va A A ! [y
peniesiisy Tauluisanudasslumsiivjdumiusivdisouauduiiaunusiuiu

2. wnudszavdnluwaznaasaUfUR (Drill and Practice Games) Wulnufioaniuuun

elvigiseuduimgiuidennagldlunsiseuiiiunsasuluguuuudunauy JeiSeua1unse

Y

(%
o Y

naunmeaetaugile uilitederednaglilanadnslvi q visladninwen1sAndugs (Higher
Order Thinking) 3INNNsL58US1
3. nufigatunesnuilen (Content Mastery Games) Wunufieanuuuaniiie diaue

To9931wastayansauuIANAnIiLNEoNTU HIUNSTIRewInNTRlkAZUNUIVIALYLALLNTS
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Yy a a = a

Ny WeduasaliiFouiansifouiuasinuesaniinngidedldnuazadne inudsuan
Andlunasnnaes i (Drill and Practice Games) usuandnafuasailinudssnniagiidon
M3Beuiidudeusnnniy

4. nuluanissed 21 (21st Century Competency Games) %38 21stCC W utnud
ponuUUILedaTuTinugnsAnduas (Higher Order Thinking) 1y nsufdamdeaiudn
agnluszuu Hunsadunumanynualliunisyanerienissiuliedunelusswitseu
i @ annuuan19arninugvuuud widuegsuin @ edesenduaiiutdiugi ge
Tunslday

n¥sniidenUszinnuenuliudrdunousion asfoadenguuuunmsldnliiunu
gONWUULN ¥4 Gillern & Alaswad (2016 p. 1 - 17) IaSuresunuuveInisldanu Game-based
Learning 55501

1. Digital Game-based Learning 11 Game-based Learning 7 wnaluladuigae
S1unepnuazenlunslénunasiudsyansaimuesnisiious suiludsaiiausegddalunisd
duslunsBeuivesifeu kumsdaesanmuindesasuudedidnnsedndsins 4 lneded
904 Digital Game-based Learning fia a1unsanszdulifiseuinnsinuasuntalamngassuy
AT led annsaneuausInufeInsivaInvaner U sERaUsTaUnsain1 T S ousT
ﬁﬂ%ﬂLLazLﬂuﬁ’gué’amm’jwmu‘%auiuwﬁu uaUBLAYUBY Digital Game-based Learning fg
siossziinge ilumsld idesanniafouiiiunssessnmiadouvondeom uazi3oudodd
nalumsanieeyivdedidnnsedndidunaniuiu e1edananssnuseguanizmssieneuas
dennogaguiss wapivdiSeuvindseaunsalmsiseusannsiufduiusivanimwindey
93¢ TulUisidsuusldamsadrdsnstdeumeluladvand idasndsaideudegs
dwartiliAnaumdouamieniaousluomansioly

2. Non Digital Game-based Learning \0u Game-based Learning ﬁﬂﬁﬁaufwﬁu
peAUINaVYedsTINYR Gedmndaudluadn laefifouasiinniassugnielunuiosniu
Uszaunisalsevinay dediauiivinuglunisBeuiiigsesaunsnioudvinusuaznagnsunnnii
diaulvl iesanannsmivineeiifogifundielumaauld niadiaunsnlfifuansuio
Auaunlaluiy lngvasives Non Digital Game-based Learning @ faaudungulunns
famaiFoumsaougs anmsonauauzluuunaseusing 4 Waenadostuidemnisdousld
p9Base SnvedsduatumaadaUfuiusseninediFouiunisnansuarnissiuiie saulude

YIANTINWENNNTAAIATIEHIUNTTUNN AR 1919 wavdninvesauduls laedlAildane
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Tunseonuuus il Non Digital Game-based Learning anansauinfsgfiZoulsvnussian us
U8Ld8v09 Non Digital Game-based Learning A M1nAaenN 15 IduAnn1siTeus Laogail
UsrAndamiu Suduasdesiiiiferuduigluniafouisanty 4 aesguassndlndda 3n
fatestamgUnaaifildlumaFeus mszdrgunsaiifanisthsniegame avdwasionisld
suduegrann esnliamnsaldgunsalBunaunuld saludsnmsfaunsuiuunsBouid
AouthadrimllofioufiunsousuuuidneanlvidasslunsBeuiunnni

FruFagulsd niadenldzuuuures Game-based Leaming luniseonuutinusndy
wdosdnuiilonuar] Fouesiasden tievinlinisoenuuuinuannsoduaduligidoulsd

dusiniasiansteusilomliegiawnngan wavaunsaussaidmineideinislae1auriase

2.3.2 NQEfNI5I38UIAY Game-based Learning
Tutagduiunarumadnimsnidiauesdiuunisiseusaig Game-based Learning o)

wnug widieslifunauilasunisyaduasgnirlulddnsd dunside Jaidela

= ¥

MIN15ANEILAaZUY NTBULUIANNITLI BUT A8 Game-based Learning U84 Garris, Ahlers &

Y

Driskell (2002) &snan3bidn nmsiSeusdeng dae Game-based Learning {unsi3eusnasnali

} 2

AL guiidusiununIsiawnugluguneae 29950158583 (Process) WianseAuliisoufin
wsegelalunislidusunadaasumuiulalumsisousinniu Jeuseanianveansiseuiiu
\ ¢ = v v v 1%
AU TTaUNSHlS BT IUANANIuYeISeY Usnauluig
1. gussumsundnilend (nput) tunisdiieninisiieus (nstructional Content)
WDBNLUUANYEYBINY (Game characteristics) Bauuspaninlanadl
a < = & o -

1.1 Juanisangluny (Fantasy) Lun1seaniuuisessansesisagasngluny e
Hglvidieudifsiomnisiseilaundu

1.2 nguagidning (Rules/ Goals) iWunisesnuuuidmnevenisiieusieny
\eYiganAuAauAfaukas AR lun sYhaudvangle

1.3 @usnneuszamduda (Sensory Stimuli) Wunisesnwuuninuazides wiie
nsrAuANNIANLaENITUTesUsEamdNda NdSeulirenusluaniunsaias

1.4 anuvininme (Challenge) Wun1sesnuuuszaumnueniivinzay iwenszAuli
Aseuussaidmanenivuald

1.5 Awdndu (Mystery) vianeds iumsesnuuuanududouriotesinesloya

P k4 P 1 [J 1 2 v
Weasannuwlantudnlianunsamrunarmtinle
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1.6 nsAuAx (Control) mneds iunisesnuuumdsuisegianieluing 1wy ns
anaulalunsldnagns visemmvuafianiaveuny
2. 219339044 (The game cycle) Uszneulumiy
2.1 mssndula (User judgments) 1ussdusznauresnginssukazausantawn
n1swanauaulanieauveuluianssy (nterest) AIUAUNNTBAUNAALNAUYDUNY
(Enjoyment) Anuaulasisdnvesnisidusaulufanssy (Task Involvement) wazausivlase
ANE3130 (Confidence)
2.2 wAnssuvesi3ou (User behavior) lumsindunisensualitinnisanniau
nuedausn Wuiihmuefiemnawssannmsesmginsalunndeuiaiely
3. M3nnu (Debriefing) iummuyiukasiaseimgnsaiiindukiiunisdonles
waznadunyivanisidou weaseuruidlavesiuniintusasiinluszgndlflunsBeus
adssioly
4. nan1338u3 (Learming Outcome) Usznaulumie
4.1 wan1si3eusmeteayayn (Cognitive learning outcomes) lein mmiﬁmﬁ’u
Yoriivasauasdayafistdudmiunsu iR (Declarative knowledge) Aufiisadiunis
FamstuneudsasufuRnu (Procedural knowledge) uazamannsatumslénguaznagms
ﬁbﬂﬂu’]ﬂizqﬂﬁlumiﬁ'wi (Strategic knowledge)
4.2 wan1si5uu3N1991538] (Affective leaming outcomes) ldun Anugdnsiula

ATLANNNTOVRINULLY TIAUAR AT WAYA1IIANITNINOTHAIYRIS Y

Input Process Outcome
Instructional 7 dudgments
content S il ' ,
» ; . : Learning
Same Cych‘ Debriefing  gutcomes
, e
" AT .
Game (- A
characteristics : _Bc.ha\nor

AN 2.10 NTOULUIAA Game-based Learning

fan : Garris, Ahlers & Driskell (2002)
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a8 Pivec & Kearney (2007, p. 419-423) lang13l371 2993n19i38u3 (Process) Wuns
SeudanunsanseduliiSewianginssunisiSeuivesliteu lnvadeufitemsersualnie
AuAu tan 1un1sT U dunus @ enlesssudeaniunisalluinuuaslanalny

Juesa deiannanuivasanuamnsalul o sudszaunsaifildizeuiannsldanung

Macro Game Cycle
RefectionaAction
[Ceclarstve, Procedursl

Sratege Knowledge |

v
a4
i?r ’\ / -'*m;.
| kK U Y
Socut §-

AR octae L oo mimy)

AR 2.11 N157119UY84 2993NTTYUF (Process)

fiun : Pivec & Kearney (2007)

Tatiudeanunsaazuledn 29950191583 (Process) Ao 399590403 (The game cycle)
I P v Iy v X o a 1 9 5
FatlvihediSeulaseuianguuuuretnugnaiuannsindwing 4 aelunuiugilue
W1 eLiiunuANskazAEITa Y 9 audsEaunsainlaseus nliannsEun uLdn

= o v say v a [y [ J I = yaa
ﬂ'ﬁﬁ]ﬂwaﬂLLﬁSUWNﬁﬁWﬁ‘VII@@J'WJ@?’]EJLLﬁS‘UiSLNUﬂu‘Viﬁﬂﬁ]’]ﬂLﬁumﬂJ%‘U LUUEULLUUW}?L?UHE‘WN
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(3

ANUABARABITY NaufiABuanIARTIad (Constructivist Theory) Befitindninersensuin “ns
U7 annsaimunyinuznisiiousliais W Piaget (1962) finanaliin msduudiuddyly
maanseadeslunfousuianmisauAsli nareduuusssumnniu anduney
faunfiuansnaiy Gamsduildudioimuinismeenuin waznsedulifieuthasildannis
auszgndldlinuesaninsaysrauanudifaluiingdsld vie Vygotsky (1978) finannlii
maufuauiiiuszaunisaiagamnuannsamnninty wwtensedulidouaddlsuresnis
fimunnsious (Zone of proximal development) vesaudlilndlfsafugiauiiiuszaunisal

11NN FagaeligSeuimuanuannsalunsiawindunirfdusglulegiubaniies

2.3.3 Ua9glunnseonuuyu Game-based Learning

Tumsfinwifadelunisesnuuy Game-based Learning 1 §3d8ldthnsouuuaAnves
Shi & Shih (2015 p. 1-11) A ldAnwikazfnuatadelun13oenuuy Game-based learning
el mnevesnuesninmsamuusunnsidauiiunndeiy Ussneuludae

1. munevenng (Game goals) tiutasendnluniseenuuuiny fni17 ueu

e e L

Uszaunisalnsseuslunugiau Inedadenmunneluinuasesnwuusiosaenndesiuidmaney
Avuall
2. nalnrauny (Game Mechanism) iudadefignldiieduaiunisnseinesdiauie
ussaidmnevsetayngnaradunigluing
3. Ufdunius (Interaction) Wutladengnldifiesoniuuunuunsiaunieluny iy
3wty vie myswdlovamualusynineny JadullivefinudnvazanizidAgrownuung
U LY
a [ v a v oAl J a av A o o 1 1
4. Basy (Freedom) Wudadengnldiienmuedsifiauaiunasaiionyindwing 9 du
szuunalnanigluiny
5. Anwn1snngluny (Game Fantasy) {uiladengnldlueanuuuaninwindeuvialan
iadleuveny Welisessmanglunuansafgaanuaulavesiaula
a 1 . < U A P a = | a 1 A a 49{ =&
6. woua (Narative) Wuladengnldiiiossurevseiddsing q MinTunigluny Fail
AnudAgydadefdfysosaunanitmuelaznalnusan

Ve . [ a v [ dy = A
7. ﬂ’ﬂllqijﬂﬂ (Sensation) L‘Uu{]ﬁ]‘\]‘EJVIQJﬂI“Ui'J@JﬂUﬂWiEJ@ﬂLLUUL‘L!E)%’]‘Vii@ﬂalﬂ‘ﬂ@ﬂmll bNB

Freliiseusdnmanmdunaziaulanveddusiulunisisous
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8. yaALnu (Game Value) lutladefignliiilefaganuaulalyigisuAnnisiid
Fafuny Wy Azuul wieseianieluny usiu

9. ANuYvNY (Challenge) WuiladedignldiitetrlifiFowAnanumesslunisussy
Whsnenelung uagdaonseiuliimnuiaelaflomngiFouannsovssailmunende
naduiilalinamENa

LY s ! L4 1

10. &3pu (Sociality) Wutadengnldiie@enlesnisiiujduiusseninediauniussuy
aeluiny Wun1sdeans n133uile wiensudetiuiy
11. mwEndu (Mystery) iuiladedignldieasuszaunisalulanivsiiionseduniny

apndeeniiudiau ladsianigluny

Game goals — ——3  Game fantasy { Saciality b

| i |

|
|
- |
Game N .
Challenge = I
mechanism My siery
Marrative

Sensation - Interaction k\ - ’ Game value —

AN 2.12 nsaunufansideutiadulunisoaniuu Game-based leaming

i1 : Shi & Shih (2015)

PNUNUNINATZUIUNISIT Rz U Sutadulun1sesnuuy Game-based learning A

(%

WU AITITUAUINNITAIMUALT BNINITaaUNT 01na UseatAn1siieus (Game goals)

'
o w a

nrosnsueuliiugiseulususuusn wesnndudsddynvisduasuligisowinUszaunisal

o

Msi3ous Fannuduiusfuinunnisaneluiny (Game Fantasy) fifldrugagligisouldindy
winlufuFessiduiuluseninmsldinu warludumesnsovdidu sumneds Wutadelu
mseenuuunuiisndussdesdiluniseanuuy Game-based leaming Usznauldsag Aauii
y18 (Challenges) fignas1stuiionavauasseiiionviengusrasdmaiSoudtinunismaaou

AN UAZTINYEUBEITEUTIATHTEAUAIUN MY ITINZEUAUAINEINNTOVRITEULTD
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IS |

PANBYINANTENUNIAU baraLHaI8nkuulRaIuIsnaenanaANUsanylonleanutsadsi?

Y

(Narrative) vauina ieduasuliidouinanuinddusufivanunsaifignadiatunigluna
§nvaarusiante (Challenges) Sududadoddaivilinalnaisluny (Game
mechanism) fimuaeaadostuidommaisusvonnuesnafummduna uasdandutiadoiinn
fvuagUuuunsURENsTUS (Interaction Player) WiensgduliiAanislivinuedng q lusening
nslda shunsuduiusnisdenu (Sociality) sewinadiFeudeiu viiediseutunalnveny
Feazgnldanumuiunveatminevienalnveanuindesmsligiauiinsufauiuslusuuuule
SnmsoonuuunalnvesnulifSeuannsanssvindsing 1 luiny vieifiuseduaueindie
vonuldog198asy (Freedom) wazmsylvnalnveunufifianinudndu (Mystery) it oadns
usagdlaliBeuosnnaudeyaiiiufuisnfudsdiviienntude lusewitnisldaou weg
Frmnndunsiimssenuuuienvionalniliiaulaorvilvigizouraussgelalunisldauld
fetlafeiindnulutreiuimantuazfiudutslidnuiansaiayan (Sensation) fifise
nuuazdmaligldnuinauaunuasn1sseuslunsey 9 fu

1ae Plass, Homer & Kinzer (2015, p. 258 - 283) lana1al171 lun1seeniuyu Game-

' [
aa v ¥ 1

based Learning AftuazfosaninsaduaaligiFouAnmgAnssunmsdsudnddimsniunisly
slfesnadivszanBiw lasussléasn 4 Jode ldun

1. “us3gela (Motivation) 1iutladuddaiildfeganiuaulevesdisou Tnadisianis
oonuuY nalnaveansl (Mechanics) ihmdn Bsanansassauuugtuuvuveanslviansadaasy
Usraunisaisautunsnniiils SeinligFeuldsunmsBeudunduiniy

2. M3ildusinveddiseu (Player Engagement) Jutiadeivaslunisdmunnginsu

Y v a

YBIRLTEU WU AWS 915ual WeRAnsIN Teulufs sy neatuanulviiseuussa

Y 9
al v o & al v
Wwngveinsleuinuinguszasdninell
3. n15USUsa (Adaptivity) L‘ﬁu{]ﬁaﬁazﬁauﬁﬂNammﬂ%auwmquwﬂwm;:iﬁsuﬁ
Andu duvinwensseus o1sual viediwdsau g ivethunldlunisunlelayvivseaniuniseln
o Y 1 a 12 n = ) Y 1 a a a v
Fugourunisiiuinalnaveany (Mechanics) dadudiusuanyssansainvesnisseusuiu
Jalausiuy (Feedback) Wethsnusuugslvminuiianuanysalunngadu
4. AMNANMAINAI89Y (Graceful Failure) LﬁuﬂﬂﬁaﬁdqLﬂ%ﬂﬁﬁlﬁ%auﬂ'ﬁaau%'umfm

SJIQJQJd a

auwvanlumsiseuiniiaduniglung Fadunisnszdu WLIEULAANITARINARDIQNINULT DL

9 Y

Annaanslnal q Behelidiseudilaingussasivenisiseuilataauauninay
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Aanudsaguladn n1seenuuy Game-based learning tuuguuuunsiseusiiduasul

Y

a ¥ a wa IS

AseugiseulanaassisuianmsasleuiAuaznsiufduiusiunalnvesnuignldeaugy

[ |
= =

ulvanan wagleuinnanuianaIniiniy Seelidisusndidavaitulaaniinisieus

Y Y A

wuuUnd dnvianiseenuuudinuazdediidimunen daiau el iSeuldiSousuazidn
Uszaunsalilaninnsiaunsluyssendldludinass
wiog19lsnmudaymudnvesesnuuu Game-Based Learning ApAINg Ut ouULaLN1g

ganuuullomveunulviiSsuaiunsaussaudmangvesnisiseuls (Park et al, 2019) Ay

o o A

msfmuaadeluniseenuuy Tidawudaduisdagfivagliausaosnuuunisieuslings

o

mudngUszasnneaald

2.3.4 nsaULUIARTUNSANEIFULUUYRY Game-based Learning
Tudhuresnslinsiesideyaguiuy Game-based Learning fidnwantu §33ulfinseu
LUIANYBY LEAGUE Conceptual Framework U4 Tahir & Wang (2018 p. 677-686) ulalu

=2 a ¢ A v o w = o v .
ﬂ’]iﬂﬂ‘l‘iﬂLLﬁS’JLﬂi?%%LW@ﬂEUﬂQQSﬁWﬂQJ}LW’e)‘V]']I‘VIﬂ’ﬁ@EJﬂLL‘UU Game-based Learning A3

[
v A

auysalinNYu Jeeunsanumviavyeenilesail
1. NSITBUNITADULAZNNTODNLUULNN (Pedagogy and game design) ¥NB9 anuouy
YounuNALETILar S wBANLasaINtuNSEeus Usenaulume

v

1.1 FanuszasAnisiseus (Leaming Objective) A Wmuneuazingusvasalunis
1 v L% = v YA
fnevennuikasinwelasinun1sAnw UGSy
1.2 nagnsn1sieus (Leaming Strategies) @ Mgy n3auuININITToUS 7
a ¥ 1Y) & a %)
ganuuuiielrusIaingUszasAnisisews
& a v . A A a v,y & a &
1.3 LueanIN19t38Ug (Learning Content) A8 @9N19L38U7F (VBLNAITILALLUDN
Poya) Nddmiumaseusiununisfinm
a o s A Y a v v = o &
1.4 wan19t38u3 (Learning Outcome) Aa HAGWSNITLTEUINABINTUTBAINESA
VDIRIYUINNUNTANY
2. Jadaneluny (Game factors) munedls asrUsenaulazAuautAveIanMwINa oY
amelunufnwinesnuuuniivenseduild Useneuluae
2.1 AdfinANYeLNY (Game Definition) Ag Aaiulenselimunefigniviue

Hunguenuimizan Jadummruanisianisiawnalung

1%
=3

2.2 1399510 eluny (Game Narrative) An NsLa1@snnndunigluny sIu89ns

NAUFIALATHAZIIDITN
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2.3 nabnvaany (Game Mechanics) Ain N1SAIUUANISYIIULaZNSIaRauiulan

VBN
2.4 yiweninigluiny (Game Resources) As @619 ¢ AdlUszlovil Tdduzslovd
anueegneluny

2.5 qunsemansvasini (Game Aesthetics) fla AW AMuSaides 1y sUA M
Fomw 1o Fle ofludu wazdaRfide fignesnuuulungluny

2.6 JUMUUNSLEY (Game Play) fie nszurumsigioulflumsudledgmiiioussg
Wwnengluing

3. UNTem1ensiieuy (Affective cognitive reactions) 1884 89AUTENOUYDY

015wl Yimuni waganuidniignnszdudisnsiauna Ussaeuluse

3.1 nswud (Flow) fie anurueinisdusuianssuiiiuanddvifiudeszaunisald
WnzauaraLysaiian

3.2 4393¢la (Motivation) Aip S¥AUYBINTHAIUTINVBIHITEUKHIUIAMAT AN
wenelun TNy

3.3 n1sfldiusu (Engagement) fio n1s@udumnaulalunisiaanunazanudu
drusvesiseuianudusinigluny

3.4 APINEANEY (Enjoyment) Ag aufisnelalunisiduinuveslisouunay
UAA3

4. ansldau (Usability) waneds veuedfi3suainisaldinunisdnuiileussg

Whmnaany suismaseuiitevhanudilanismuauuazanuienelavesily Uszneu
Tume

4.1 msBeslesdoya (nterface) Ao mslimeusesinelduiny

4.2 auaansaluniaieus (Learability) Ao ALIENNNSAVBANUNTAN LB I
Aldanunsaiseuinisidaunalnnielunaldegsiienie

4.3 anuienely (Satisfaction) AB AIINATAINAUILUALNITEOUTUVBLNULAY

ANSANYIEINSURLS U

e

5. &l (User) vangfis Minsivaeunanvainunsativgliveany Usznauldsig
5.1 WslldgiSeu (Learner Profile) A Aaudnuaizian1zvedise
5.2 msfimunu3Aadla (Cognitive development) @B AIULNNEANATT

Wi laveiSey
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5.3 AMUABINTITNINARINET (Psychological Needs) @D AINNABINITNITATNYT
VBT
6. AwInaeu (Environment) mneds doulvdwsunsindensldmusaznsdidany
msAneluusuniidudsnedeunisluny Yssneuluse
6.1 weila (Technical) As Nsiinflawazanuitevesiseulunisidfdanveawny
dhewmelulad lhunginausifidvunld
6.2 USUM (Context) Ap USuUnTiAnTuamglununsany ity
yenanmsiasizvesrlssnevnazilese wistielunisdestunasudludefanaind

Wevulun1seenuy Game-based Learning waa1 LEAGUE Conceptual Framework 638015

'
o

wismhdfalumaiFeusesnutusoussydusianll suivgean Tnenadenldimdtatuiuey
sUuuvvesmMsUsziiutmnensSeuindmunly Ussneuldse

1. AzLuY (Score) AB AZWUUNDUL/UAINITNAEDY (per/post test score) UszanSnw
vy (game performance) Moastuuausaidosiunsnduailden (retention score)

2.-17387 (Time) Aa Lann1gluiny (game session time) Liansaulunisiau (time task
completion) n3sralun1auAtgn (time spent on each problem)

3. S1uauASe (Number of occurrences) Ao S1uanvasaIn1sldau (usability) 784
Uy (navigation problem) vedAnuaNLA (failures) WpBITZAUNITLAY (levels played)

4. mslinguuy (Rating) Ao nslaasuuumIunsIguInIaIl Likert (Likert scale) n1s
UsziuAUTULSA (severity ratings) M3on159ndusiuIuedily (user task ranking)

5. UNINT0l/NAdNG/AUARLTL (Reviews/responses/opinions) A N1333150ilme
ATy (expert review) MsUsziiumies (self-assessment) AwaiAeafuesualuazsimad
(mood and attitude statements)

$%
Y]
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Dimensions

Learning Game
/pedagogy Factors

Lt it _Game definition

. Learning strategies Game narrative

Learning content . Game Mechamics

we Resources
- Learning outcome

Game Aesilhietics

. Game Play

1. Prior knowtcdge
2. Learning and
retention

3 Potential transfer

1. Plaver
Characters
2. Storyhine
Pedagogical 3. Fantasy/ficiion
learning theorv
3. Learning task &
vty
1. Game
Inferactions
2. Game Cuptrols
1. Sytiabus matching
feducational material
2. Instractional
support (Scaffolding)
3, Difficuity jevels

1.Game tutorial
and Help

2. Rewards &
resources

3, Gamwe

1. Knowledge/s kilis Customizability
/attitude
enhancement

2, Competencies .
A, Performance Multinedia
elcinents

visualization

1. Challenge

2. Strategy

3. Pace &
adequate levels
4.Gamefeedback

| Sub-factors

Affective
Reactions

joyment

“Pugagement

- Motivation

EGameFlov:

1 imoeeesion

2 Socin inderactun
3 Challenge

4. Goal chnty

5. Feedback

6. Cancentranon

7, Coatrel

8. Kuowheize
frapros s

1. Tmangisisn
2, Contral

Sclmberean

ARCS Model:
LAdendon,

2. Relevance,
A Coafidence,
4. (heainer)
Sati<laction

Tow divaensicus:

LChkalieage, 2 Clear

goals, 3. Feedback,
4 Plavabality,

S controb;
SRenarding
experience,
7.Conceniration,
8.Loss of seld-

ConKiousBers,
YTime distortion

Usability

- Learnability

L Satisfaction

Mapping Niclson
Heuristics:

1. Feodback
[interface)

2 Metaphor and
objects

3. User control
and settings

4. Consistancy

S, Errov
presentation

. Navigation

7. Adaptivity and
pccersibifity

8. S¢rean design
9. Help and
support

35

Environment

. Learner profile

Coganitive Needs

‘Psychalogical

denogy aphics

2. Experience

3. Persovality
(preferemces, styles)

L. Cognitive stage
(Praagei’ s theary)
2 Coguitive boad
Menta) e ffos i)

LPsychosocial

€
(Erikson's Theor )
2. Psychosocial
Well Being

A 2.13 efUszneuTanunves LEAGUE conceptual framework
fian : Tahir wae Wang (2018)
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2.4 YayalngnuNITIBNLUUNUNTZATY

2.4.1 ANAVANYVIUNUNTEATY
- I a o ¢ = Yy & A g & A
LNUNTEAU 1138 Board game (undndaueiinuussinnmilagnasisduiveldiauuuinui
PiREIUgUNIAIR1 9 W dvuIn NSe Msemazasauyd Neglununszau wWisudenany
lunmsiweslesiaunielung (Hinebaugh, 2009) Wiedsasulvdldiinnisiusinlunsiseuiuay
= @ i 1Y A A wva A A ay o cwu v 1A &4 A o
ANEUiNwEeg 9 Mensasleu iR viensiufduiusiviauduriunisnaneviesiuilenuy
Tusgninuaununszaiu (A910358d FuLUsuInuT uagiuanm 55503mu, 2017 p. 108) NI1UNTT
inFeudy enendIuUsEnauUuNTEa1l BhugUkuunisidnunalneie 4 Feazgnindeudneus
LNIZUUNTZANUMLY (Hunsucker,2016; Noda, Shirotsuki & Nakao, 2019)
Ing Crifme (2011) Wag Johnson & Tiwari (2021) leSungsunuuraaninsza1u
wanaafiumaingUsEasAlun1sldu Ussnauldaig
1. 1nUATBUASI (Family Games) Wunuddingnfnilddudou dadulssianiilasuainy
feunniae esangnesnuwuuaibidiauludannsawilaladite waziseusisiaulas, lae
1 o o/ A av o o [ o
sULvunsEuasuiunsivauiusiunigluaseuasitumen
2. \UNNUKY (Strategy Games) w3a8nTe alsiny (Euro Games) Julnufisiadldinue
N153ATIENLATIATNHALAYVBUNN ENONTTINBHUNITEUNTNAENTUBINUNTANUTIIMIE LA
Fudau ulutimsiufduiusunnninguuuunseuns
3. U1sdLny (Party Games) #508n38 1nun1sdens (Social Deduction Games) tuiny
neanuuumieliamnsaauladunyane awnsageulvidilalaie wazdgunsaldosniuuu
o < g v A av o 6 = [ v 1A
aseund IWununldnisiivduiusuaslmmnsulunsdunadiaudunasnia
4. nIWien13ANY) (Educational Games) Wunudilfifionts@nwilay wdulud
Wananenisisgus Maniziane s deilidmunenvainnatgunnsnaiuluaiuusun v3e
Y ¢ & v Yo
ngUsvasArauilomigiseumslasy
5. NILBIUUSTIU (Abstract Games) unuiisadldnagnslunmsiauiniianududou

LLazLﬂuLWﬂﬁﬂ%’uqq FANANULRNIZFILINAIMANIN N U U
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AW 2.14 sUivunisidanununszay (Board game)

fian ; https://digital-playhouse.com/steam-education/digital-playhouse-

board-games-steam-education/

2.4.2 asnusznavuazdadeluniseanuuuinunszau
Crifme (2011) #az Hunsucker (2016) lona1afisgunsaiildlunisiauinunszaiu

Usznauluaae

o A

1. ns¥A1U (Board) Wudiuusenevdfuigavesnunseaiy wWisuiaiiouaudnaialu

o' % U
p24 4

NEEUNNT 9 LagaggnaAteLnTInasvesiauwvan nsednnslunundiuiivesiauuday
AuTuTelEaunnAuLBiuLazagaIntunsldie Snivlunsuanmaimuniifintuniglu
nusivdnUszneudy q swluiweduiindanldvihuasiniunslunuegiadunained
paeaLIa liaulasulssaunsaiiwanasiulunsisuudasassnsuisuduldanauiny Tny
ladnduagdoddnunssamurninlngiissed1aien 91ald n1sa (Card) B30T ud1uv0ILAN
nszau (Tile) wsafuld Fuegivsunuumsldnuuagnalnveuny

2. gnii (Dice) Wudiulsznaunfanwiugrudumasy asnsaeenwuuliiawin wih
wiuazd Auansreiululpesudunus ¢ wass lauds 20 wdsw Fadudiuuszneuiildiiogy
LaENSELINY Beannsaliuanuandulardasveany sauleimvuanaUselevisng o 1w
Aaau ninens wisfmuanisnszvinnelung Fmduailidnduszdeadudiaviieted
= =5 o Y d ¥ 17 Y o -
Wwenauely udndeszdnseislunisifenldanulimneauiugluuuveany inssinuiiinalnd
=t A < (Y o Yy 1 oav i M v
fannsidganadundn oraviligidunldiiaaueanuaynlunisale

3. N3 (Card) Wududszneuiigniunldlunisesnuuuinunseauiiossausslewl
WINan WesnansaEsusgaziden wWeldlunssrydayanisununing1nsueed19ves

ny Fansaanunsaldidutadendnuasidanigluiny ieliiuanuaynuseaududeulunis
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dndulaneluiny sfseisaugavesmsduiiioairnagnslunsiduiivainvats feanunsn
novauaazAIUANNITINUlihendINsldnugneh

4. Fwann (Token) udinuszneuiiuFouiaiiouiunuvesdldinunszauasuiun
veunufiuansniueenly vieldRnnuaaiunisalnnssng q Mintunielung wu Wlunsan
avuuy Moilawndsudreluluiiui awiensysindesing 9 aeluny Wufu sudafieadns
wndnwallsiffiduiuiuazannsausndvanneenuldedsdaay ieannsianaisluszning

nsldanununseaulininign

2.4.3 Uadelunrsesnuuuinunszanu

Tinsman (2008) uaz Crifme (2011) lvinrsamuadadeluniseeniuuinunszaiu
Usznaulusg

1. szoznailunsiauin (Play Length) Wuiladsusnitazdosiiarsanynaduiievims
poNUULINY Teszeznaluninautuinadenmidnvesldnumazdmnldinalunsdu

wniulleravhlviaudndununandunaglidaulanasiauinutiusn vsemnldianaunduly

Aol seusandalalasulseaunisalannsaunutuanvifiaeg dedutinesnuuy

U

¥ ° oA

sgdpsimunIazedauiau Tdssuznatlunisiaunundmnsetgunsaiuasasuienini U

Y

suduanousuinauduianyials weldiauldldvinwruazanuglumsudlodgmlaniy
[ s o 1 Y a
noUsEaarnAmualIlunL oL 1993
2. nalananvesiny (Core Mechanic) nata (Mechanic) Wutdudadefdaglunis
sonuuunuduadudy 9 Wasandunisivuedeing g aglunufininduldedisls gn
sonuuuniefnnauaulakazaauselalumstindinue &9 lua (Luck) nagns (Strategy)
waz Winwe (Skil) Aidunildludiudsznavvesniseaniuunalnuiloudu Ty 1) Tva (Luck) 1u
a A ! = [ 2 a aa ! ¥
deegwmtianisarununisluing 2) nagns (Strategy) LUNATIAAIINNITINUNUKIUTBLAYDY
! < v < < A o 1 =
wnuegrlussuy wag 3) finwe LU Wuminaunsaanatguenidiunldlunisauny §an1s
ganuuunalnatuarseulnlenaliflaunnauaansaiennssyindwng o dudiuusenauns 3
1 dy ¥ 1 a ~ I Y 1 = Y Y a1 ! dy L=} b4 a
agnillaegedasy wWislanudiauaudulaviu inszdlidudseneumariuinvsetesiull
g lidunuliaynuasdamalvdiFouliesnidunuiugn
LAZUBNIINNITOBNRUUNALNKEINITIEUNYNFANT (Rules) LiayuaiuleiIsnisldau
d' oA ¥ o [ ! °o v ! LY ¥ IS a a
natnilesnuuuinndsluvunisidaudleiidudiuddgiuiu Inssdedousiuiengniing
Inflanuaseuaquns lassaiallent TBmsauveuny wasmslasudeyus iuluiaisnisau

nuliinuazdenuIngainfagausassuela
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3. FassnuagBuneluing (Story & Theme) Wutladefiadumnnisiubosvie
Awndounteifioduiadewnilutia Tne Bessm (Story) iudeignasrstuliideninis
Soufiuaenadosiungninuaznalnanieluing wagdu (Theme) axvhminiiiauauuifnuie
Torftassveniomidu 1 itefsganiuaulauazasaaouaruiiamdivesiaulinsm

Wwngvesnsseuslviinnian

a o < =

4. Waunenienauselosuiinnnis (Goal & Reward expectant) Wutladeiadad
WavangnIenauselosudilylauaglasuannnsauny §9n1580nkuununsenuifnge o

a =

firsandanmsassanuuanaiiiedumelung wu msldannudn o1sual erwdn iilemey
InquszasdnisesnuuumsLazaismufisnelaliuagldon Seeenuuulilisunausslomiunn
wils Badenasionuusnssastsyauntsaifiietunelunildnnwiniy

5. msavviounavesteya (Feedback) iutladefignesnuuuaniitelifiauiiufdumius
ilonsavaeuaufmii vSeonadnsTidudsandunuais dudunmsynaouaniudsudoya
#1499 MRnduaeluny Wethluuiudgadesinuesmssoniuuinuiagainsanuuaulaves

WU TALNNBTUN IR

2.4.4 nalnYaRnuNsZATY

Engelstein & Shalev (2019) lavimsdanuavyuazesurgiznisvieruvesnalnlunis
lwununszau Uszneuludig

1. wuaulasaaseny (Game Structure) LﬂuﬂalﬂﬁugmsuaqmsaaﬂLLUULﬂmwmu
%qazﬁmsmmmgﬂLLU‘UGU’mmm WU WUsTuiY (Competitive) sauilanu (Cooperative) inLau
Judly (Team games)

2. WUIMNAIRU (Turn Order/Terminology) funalniildlunisdndfunisdiiunig
meluny Fawtasendu sy (Tum) Ao Gﬁzumauﬁ;;’{LéummaaLﬁaﬂmamzﬁwﬁmummmﬁﬂé’
luiny wagseu (Round) Ag nsdLiisdvesiauniglunuunsuiu Lﬁ@@émﬁaﬂmimzﬁwu
liansnsasivield azFondn 1 50U Feaansauvssiivumsdudisiuazsouldainnisiivue
aes (Fixed Turn Order) v3aisuuuuliillassasnafils

3. wUemun1snsedh (Actions) iunalnluniseenuuuutuneudos N30YAVBINTT
nsgiigidudennsevild Wy n13de nisvButudiu nsded man udu Tnsmseenuuy
Actions Wimngauiusluuuresnunseay deidunismivaududouresnuliduiusiunig

Iomourasiaunglung wu mslduduieadennisnseyi (Action Point) visensnseyiniivinla
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wensaierluiny (Once Per Game Action) @snabnfidaeiiiuainuinaulalinnseenuuuiny
nszaulsinniian

4. nsAUnURaEdETUY (Game End and Victory) Wunalnfildlunisimuaidnung
LazgeAuAATaLNUNTEANY FausasnufTIBlmsruswendsiueeniuy wunsldazuun
(Victory Points) 99nn1sazaunisia wiensnsevinieluny wiensmdnaudulvvun (Player
Elimination) 1Jufuy

5. awililtueu (Uncertainty) Wunalndildlunisivuanisgalusduvusiing q 1o
Mmesgnuin viionslinnsa Wunalndaszfiegmilonismunumengaeluny iWeadinim
Jureliundldau uiidsannsoauaudanarildiuedosions 4 wu maguainnisviy
nin wseldeugnisin (Push Your Luck) nsen1sshuuvsenisuan (Betting and Bluffing) 1¥u
fu Fadunnseenuuuiidwansznuseuszaunsaiilasuduegrann datussnduasdes
senuuunalnliiinismuauilmngan ifieaamsindnmaunaziddegldouldogqed
UszanBnwanndige

6. wiTugaans (Economics) Wunalniilslumsne3insdnasminensasluny
Wy wanwWiew (Exchanging) i5e%au1e (Trading) Lﬁaﬁﬂﬂﬂﬁsqﬂﬁ% Fennsliunvesminenns
waAIS s ldTiLansety Wy MsldSuandsiidianileg (Income) w3ensida (Loan) 91
ﬂaiﬂmmmw%a@émuﬁu B

7. msldananununisiiay (Worker Placernent) iunalniildsauiunaln Actions
Avmenanludiadu Li‘JumﬁmwﬁﬁLmu'ﬂﬂumuﬁuaa;ﬁldumﬁuﬁuﬁuuﬂizmu ariunnsny
ﬁuﬁﬁﬂmma@j g_]ﬂﬁﬂmaaﬂLLUUGlm%am%ﬂaiﬂﬁu q geany Wednasulidunuiinuausse

1NN

17 '
= )

8. NImIUANRUT (Area Control) Wunalniildlunsauauniaenlesdiusing 9 wie
& P & A & Aov v Ay 1 Yy o~ ° A v

wansaududvesiiunniglhuny iWunalnidudeu lnendiaudesaudiviglunisidenty
ulunsyiAdasing 9 ndueifian

9. AsEYANLALIIUTIN (Set Collection) Wunalnildlusiusivdrudsznounns ¢ 9
° | A a | v A o A < a = A o v
ATUA LU AZLUL 930aeN9 ¢ Trasu et lilanidsuludwesseiiiovnlvinulessus
nu Fudunalniiaunsaasiussglalididunadnung weneuaussauiianslavesfiauma
MansaEneeaNHunTuTIQnIneneluny

10. 52UUNSA (Card Mechanisms) Wunalnfvinsaunldidussdusenaundn wu s

97 115UV N1sUaALNBBNANLD N38N155UTWIAASU TNALUINSBUAUNIT F1TAINUIUNISA
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vuile M3leun nslduaznisiie dnasgnldsiuiunalnduwane weyieliesddsenauvenaln

Wuanysalunay

[.;.—:.a, }—[:.aa‘ }{:.f

‘BD

| %

) &&&

AT AU (P34
Lo - [RARAGE)
OXE [ hbdi)

step

s

N

Step. st

b

dl 1
29 2.15 AnnalnYeunNnILAILUISEIY

fian ; Engelstein wag Shalev (2019)

2.4.5 Faguazmalulagnisuan

'
a

PNNISANBINEASUTINNNTEA AN ogluiDInaInly a1 sanussennvesdan

q

wnlglunisuasgunsallunisiaununszany Ysznauluime
1. n3zaw (Paper) Wutaniigninanldlumsnangynsallumsiauinunssausnniiae

wdsaenunldisred

1.1 nszausIsuaT (Plain Paper) Wunszaviilaifinsindevansiadidieldlunis
AunAwdnsnla o ﬁﬁmﬁmaqmzmuagﬁ 80 - 120 wn3y

1.2 nsgawloud (Bond Paper) iWunszasiimungdmsunistunldluaufiun
deswnlesnsnisiuvemiinldininnssausssuan Shmihuaensyausaus 160 wnsu Tuly

1.3 nsgawensmnin (Art Papen Wunszauitinisiedouiinmideaquisetng
TiASeuiu sssum fdnwasdowdy Andouldfunmnidn wangdmnsunuiun fdosns
anuaraTiadnaasy dmthueanszaudas 85 — 190 wnsy uld

1.4 n3waunans (Box Board) 3o 32l (Rigid Paper) {unszanwudinanedy 7
anunsafunlaiesnuninvensyay Insuisesnuduluuinieuiian wiolimdeunls deo
Brallumsnannsyanuuarimannlununsyany Simdnusanszamuiaus 190 - 600 wnsu
Fuly
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(%

2. lunsAiavesn (Particle Board) Wudanuszinnldfindadumnaniaslivietidey
wmauiuseasiniivarTudamenuaugs Sudwssgawazsirgnninlddn dewthuldlunig

1 a

HAANTEATY WaZFIMINATUIANATEAMULTULAEIAUNTEATYNEDY (Box Board)

[ d'

3. wanadn (Plastic) Wutaniigniruildlunisndadmunvesnunszaudundn wus
ponunlédsdl

3.1 azA3an (Acrylic) 1uianusziavnaafinyiin Thermoplastic fndnanninen
MMA (Methyl Methacrylate) tluitsguumasiuu (Casting System) mmiaﬁw%sﬁugﬂlﬂu
wuusng 9 I wazdlefusasezudeiwarasaninly

3.2 InAensauanunuindusi (Low density polyethylene, LDPE) Junanafind
Juiifouldegrendisvng mszsimliung Baveguldge numuinnuaznuseansiadl doy
thunldlunsudssdmnnlununseau Asuuu 3 13 Wuvdn

3.3 158U (Resin) iWunanafnmaiildaineliinusssuma vieannmsdansi
warafnaila ndioames (Polyester) danautfndadu Tawazdun awnsauduaznadinag
audou gninnldluniavaetugudassnainguuy fesiulluniswdadanunnlun
nszAw AdsUuuy 3 7 Wity TndlenBauawmmuus (LDPE)

4. arqpdou Wulagildlunisuntesgunsaiildsumsluinunszaiuannsesdatu

vioddlaifisUszasranmsldanls wseonsldssd

4.1 arfliun (Laminating) Wuwanadnukuue 4 Tnaaud@fivumuniiansiadeu
¥iindu fouegrannlunmsliindouiietiosugunsnllumsduininsza uazuasssaunsa
fatuaiuioflld Wy fvtesd Aa%a efiunmualifugunsaivosnunszaulé

4.2 wwasu UV (UV Mapping) LﬁmaammmﬁmﬁLLﬁqLLaxL%mﬁaLﬁaé’mﬁaﬁ’ULng%
wihthy Miletesfunisfafuveniuas estudaen

Fofudeaguldin nsoeniuuinunIzeIut Y doseenuuunalnesnunseaul

wanzanfuomuar IngUssasdnisidoud saudsdmuasiuiuuasaglunisuangunsallsd
wngaulunsldon ielifinunszaufieanuuuanszavarudisandudumatouduas
AuAYNAUTITY MsRadnsTldnmsasteunansldiuanuuldifieimunsesenlfing

nszAUioankuUINaInsauTIaRaansadminemnlilaegnamingay
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AR 2.16 Jageing 9 Adsldlunisudanunseaiy wu nsgany B wanadin wavansindeu

fian : https://www.boardgamesmaker.com

2.5 wallalun13pszvidaganisoaniuy

2.5.1 MIAATILNUALNITEFNNALNSNITBIAUUY (SWOT and TOWS)

mMsiased SWOT luesesdlefildlunsiiasgiteiiansavesdeidesdnnisieds
aaenlidTounessia uasiislemaniendnidesguassalunisiauliildunniias Tae Hill
& Westbook (1997, p. 46 — 52) lanan11l131 SWOT 1131nfaenwsgan 4 Aldlun15a19uny
as1anagws Uszneuldsiy 9auds (Strength) 9A8ou (Weakness) lonna (Opportunity) uaz
gUassA (Threat) annsnutsiunounsinsesioanuldssd

1. fvuningUsvasdues SWOT ievsusniadouvylmuannsaufdagmmiovian
fnqusvasdlaffian Sselumaideniladesg 4 wasadunagnsldiemntunends

2. heudrlaferiuiiadsnelunietadonsusnvosmans lagiuduannside
pannHun1sAnnTeyauavaun L savigvseng it mineveinain tfieviiauidile
uusosarlafefivanarslumsIouiisutuguaslunanuniu

3. yhmsieszilaoiEauain 9auds (Strength) Lay 9ngau (Weakness) iilolSeuiiioy
fundnsiueivosaudvsonandaeiiuefinla

4. Apselenia (Opportunity) wazguassa (Threat) Adanuduldidlunsingu
Tnetladonisednefldmsgnazyinduilomaunsguassaniauiu

5. Saadunrudguostatose q AldSnseilutuneuineiu Saduduneuiigedd
pssnzuazANUArluMTIATIsiNty Wephiladeladeuddyaniian

6. FuadaununagnsifduneuiiannsnufoRauldais wu amnsldgaudaiedy

lonasvseanunsnanynseusielaniasig 9 leuseld Wudu


https://www.boardgamesmaker.com/

aa

M3 IAT1EY SWOT duduiaselefaruisaldlaluratansal 119n15As1E9RnaIn A1g

[

11 wiien1suIvIssa Fdldnuldheuasaudnilugidn Snfiedusslondlumauisdatoing
q eonundumnany othdeyadiliundndulalunisairanagnslunsviinu udiidede
Ao Dawdlazdevibiyiuuneswesdadesing 9 vesnwes uandilifisamedonisiiluasena
gns wazdnlivhnmsesziaudunsuiinanluiisiu enavliuadnslunsinsgiosnin
Tifanuidosnisld §au Weinrich (1982, p. 54 - 66) 39lA11 N15ILATIZIA SWOT 11 TaL589
Tmiliaugdetu Fondh msdinsesh TOWS Sauamsinsizviosnidu 4 dw Usznaulude

1. nagMsidesn (Strengths & Opportunities) {un1si1gaudsvesesdnsuiulidiu

Tonanilog

2. nagniiBsunly (Weaknesses & Opportunities) unisilemaniogurldeniiioan
YNPOUYDIDIANT

3. nagnsidatieadu (Strengths & Threats) tunsihaaudevesesdnsuiona vl
gUaATIARNY 9

4. NagNSLTIsy (Weaknesses & Threats) 1un53insievignseuarguassaniugiu
e Asanaudssnnuanssnuiia 2 Jade

n1sTAsIzd TOWS tuiifed de anansulateyanes SWOT Tildnuldesy tievasls

A v o

dAdeanunsadonsedulalunisvhauldseuneuinndu wiffiveds de §idndudesiisdoyann

[ =)

SWOT lunsiasigviog dvniiveyaan SWOT luiiisaneviediteyauiniuluenavirlill

Y Y

a5l TOWS lasg1efiuszansainla

Internal Enviranment

Strengths I\Neaknesses

Strengths Weaknesses

Wi ...

- Excellent - Company founder
technical skills. is the only

salesperson. >
- Opportunities
O gl
02 ..
03! ..

Opportunities Threats

- Growth in mobile- - Cheaper

first foreign competiti
on taking existing
customers.

Threats
T ..
T2: ..
T3: ..

External Environment

AR 2,17 UHURINITIASIEA SWOT WagUHURINTIATIZA TOWS

flan https://expertprogrammanagement.com/2019/05/tows-matrix-analysis/
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2.5.2 mmﬂawﬁﬂﬁmmmmw (Quality Function Deployment)

mﬂﬁﬂmiLLanﬁ’lﬁmﬂﬂmmW (Quality Function Deployment: QFD) Huweilanig
Aasgnldlumsasumnudesnisvesiuilaalinaneidudedmunluniseoniuunindioei
U UAD LTV TR UL DKUY ilemevaussiisnelavesuilnauazandaiilaidily
nseenuuuranSueTlidosas Tng Cohen (1995) lina13l3sn wanlunisvin QFD uananse
wseeniu ¢ Fumey Uszneulude

1. n13euRuNandue (Product planning) Lwieudaan1svesuslan (Voice of
Customer: VOO) #2811392uT1ud oy anuuaunianiouvudunival wagiuuauinin
auddyndudermunvemdndud (How) WietudesigilssuiisuuasSaddu
mmﬁwﬁ’@maﬂmammﬂﬂﬁaﬁmumiumimﬁmﬁ'ﬁﬂﬁ@ﬁ@@m’quLLUUUizLﬁuw%éﬁﬁ’mum
AN (House of Quality: HOQ) b ol alsiiiun wsnuniadeddatiteldnsusuusauas
ponLUUNAR UYRDlY

/'//\\\

-~ :
1. lmcnclzummhxp\\\

-

Technical attnbutes

Relationships between
customer requirements and
technical pttributes

XLew furue) g

Customer
requirements
Importance weights

Fargets of technical attributes

AN 2.18 dHuUIENoUVINTINUVENG U1ueAninI (House of Quality: HOQ)

fian : Cohen (1995)

2. N58ONWUUNARITY (Product design) 1unsidaivuauesnisesniuukan e
(How) snutafiueenifuaiusing 4 lilemaadnuwazfiddyuesusazdau (Parts Characteristics)
\Werwuniiniseenwuunansaueinsudsuwladlulufienide

3. MTINUHUNTZUIUNIS (Process planning) unisszydudsdfguesiadendnuay

U298 504989n1500NLUU (System Assembly Process) 1 eu1Ua389 go8 (Subassembly
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(%
1Y

Process) wawsrytumeulunisasiioufod delinsusiadedfinasonisviaunntuneuuas
anansausuUslagnan
4. MIMUANNTEUILNS (Process control) iudunsugareveamaiamsuammiig
N (QFD) WWunsldmsnsuaniseasideavearimuasing 4 dmsunsivaeuniseeniuy
HARSUIIHY WU TiAIuANAMAI (Quality Control Charts)
LUN9ASINSATeRRAn S e i aududeuann Avlutu n1sld House of Quality
desduneuieodliifisane dnideusauisuszgndld House of Quality 2 Fumeu ununis

512N 4 YuseuNnaluteRuLnY (F3TY eedela, 2015)

Production Operation
Product Planning Design Deployment Process Planning

N

Planning

Voice of Customer

AN 2.19 A MTUROUNNTENIY UNUUIIAMATIN WNUTUABUATTIATIZN QFD

flun : f5%y wadsla (2015)

Aty aerddla (2015) Tananalidn Swnnarudesnisvesuilnaldanansaiiutoyane
wuugeunuld easlitsdananginssy Wy nisldvdontsdenansoe sallusnsuansunum
auui (Play Role) itelsifuslnaldvaasdldndnfusivarnnanaguiuy Wievhnisiussuliiey
wazand guia1uTandslua TuAIINA 99N TkaTNISIUT B UL BULN YT UIATFIUY
Fundadusiguds Sniaumindauduiusseninsanudeanisves fuslaa (Whats) fu
Tori1MuAYeIN1T00NLUUNERTLI (Hows) Aesdauraimungaui ovaslidadulalunis

[

DONLUUNANN UN AL NANISIUNS ITIUN VY
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2.5.3 NS9ULUIANTIUNITENLUULANNGZATY

33glainseuuiAnlun1soRnRUULNNYE Brian Winn (2008) unldlunisesnuuuiny
n3zAu WieduaiuauSiAeafunisunsszuiaveshiia Covid - 19 Taei3unin DPE Framework
Fagorna1n n1seenuuy (Design) 35iau (Play) wazUszaunsalvesiiau (Experience) unsau
wnAnbezuandliiuiiesiUssnaudesvasniseantuunsiautasyssaunisalinniy Tnouds

Funaulun1seanwuy 5 Tunau Usznauluaie

Experience

Designer Player

Learnin . Learning
g [
: -
Storytelling — Story

Gameplay
LT . [

User ey
Experience

Technology

AN 2.20 NSOULUIAA DPE
a1 : Brian Winn (2008)

¥

o a . 2 o a v a
1. dusonuuunisiseus (Leaming layen) iWudunewisuduluniseanuuuiny lagisy
P vualdmangvesmiseuiniaduney laglutupeutiawsainsauuuiAnreiugy
(Bloom's Taxonomy) 1l lunisimumdaningvesnisiseus el in1seenkuuinuauise
= % v A & b Y o oa dva Yo
ustaramunaanishile Wesenuuuillemuazsukuuveunuiviaenndesiudaigissuaslasy
nnsinuasell lngdgymdaylunsesnwuuinuae mslademlunsiseuiadlulunuau
wniAunIAuIndu Fedawaderoussgslalunmseuivesiiould dniulunisesnuuuinud
= o & o & 1 = % v o = v 44' -
amsunllemlddnduieniseuivesiSsuseniasiUdsuluiiunisesnwuuisessivisenaln
vosnueslvEiTouausainnsseuslansmnuingussasdveaiiomesnwuulingluny
2. JuBpNWUUNSLaNIDY (Storytelling layer) Wudunaulunsasirasessnliaenndos

4

Auidimnguaany Fen1seeniuulessnifluagdeseaniuulnngauiuaaigiseudedns

o Y vV a a

FadunugninddgluniseenuuuinuwaziludiuigrelidSewinnisiidmwsaulussninams

Y
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duna Busessnnelunuiaududeusnnuinlsiadedinnuddluniseenuuuidessaly
faudnlanniiniy

3. FuppnuuUIENsIEY (Game play layer) Lﬂu%’jumauﬁéfaaﬁmumﬁaLﬁaﬂﬁé’l,du%ﬁaa
virluiny uwdseanidu namand (Mechanics) iwmthildusimunsuiuunisiaduesiiau i
aruvimeviatnenglung uaswainnielung (Dynamic) WunginssufiAntudledidu
finnslinouiu Famsnszihvesiiduardssaieuszaumsaliuazorsualazldfuneluny Taed
ddglunsoonuuudiuneuddenisadisnalnif eliussegdmaneiiunisiudsuutases
Uszaunisal Kuniseenuvunalaiisianuvimeimineauiunnuannsavesifou elde
finwrroafiutu yaenurme funvdedesiiull e lifiduinaudooimag
wazidnidululuflan Senmeaeunisldamagfudadaiuidsioonuuumniduldnassmiolsl
fafldutglinnuiulainnuiteenuuusnduaynuassasidiauiiamsuniglunaldase Snvis
Fudumstesiulalifiduarmnsalivszlaviandosine (Eror) uaziilenadeuiaiaazsiani
foyaildsumnmemaasusnuiuugigluuunsiduiolisinuamsoussqimnelFATy s
wgneaeuLaziilugullmvateaduninnuaszfimuaming (Game balance)

v

naglunsimuIN TS EuI v veiT ey
Sa Y

wagduiusiuaunntnlun1siseusvewliau (Learing curve) lagnisaeniuuinuinty

lngAuanna (Game balance) Uadedn

fpsaienatnveanulaugatuanuiimengidunislasu ielidiauiiusagalalunismis
1vuzkarEnluIut e ussamneveuny wasazanpuinla sulildlunisiaunass
soly BnvidlupanuuunalnagdesimsusuanurimglimingauiuseiuanuaInsavesiay

44' v | v a a Yo 44'
LW@IMLLUIQ’NE&QEJU%WN'WOLiﬂusl@lmu@u@uf\]u‘ﬂ‘ULﬂﬂJ

T?(O,,P,ifflCU|t . High-Skill ;'r, Q\Q'
% § o,
g = & 3
= £ N
= & > .
= \,@ )
= , A 17 = reward
Low Skill - Too Easy ; '
% Boring) > -3 -
Skill Time

A 2.21 seeiuanunmeniglung (F1e) wWulasnisiseus (Leamning curve) (¥31)

fiun : Brian Winn (2008)
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a. Gﬁguaamwwizaumiai;ﬂ% (User Experience layer) Wudunaulunisosnwuunis
upafiureafinsounquynasiiaansaneaiiunieldneuld (User Interface) leligiFouldiidy
sulumadeudiuvssaunsaivesmninldeiadud Fududuneuiifinnududousnniiasly
nseonuuuiny esangieundazaudeniianuveuiiuandsiusenluviliniseenuuuly
drutonalignlaglitanuald Tnsluduneudasywiuluiinisnisesnuuuiiazasuay
amusznevveuny iewlenleansiuiiFessasi 4 ihusazasiviiiiidumieinddunis
Fudarulanuazimnnisalaing q Agnadreiuluniglung lnedeiidesdndsluniseaniuy
ArarAs Ao naudamurensed ldauiiazas Tae Tillman (2011, p.104-109) lavin1suus
Araaufgoguesnguiiming eonulddl

o Y Ql'

91y 0 84 4 U dnveustagasnildduanta Wneluiinasldwmavselnudla o wivadld way
Iddulunmseeniuumazasilvauagn g fig Us1enEeue

91y 584 8 U AanuAdiendsiuyae 91y 0849 4 U dnsduluiSeswesguineiisuiiniy
v v = a a ° aa v =
ufounnndu lnelsuinsimgufauildlunmsesnwuuiagasuiniy

91y 994 13 U Mazassuiidadulndifeiurednse wavisuimsldmelinvesnislddu

PN = a4 A gy = a &
warn1sislanvisalnud WelifarasiiniiuEnaswnniy

918 14 Yuly Sulinsiiuseasidyauasaiududauvesdunas Siaiiuiinvodn

avAsanTu BudlauaulalusuNIT9DNLUUAIAASUINTUNI AL

NN 2.22 ANUUANAIIUNTERNKUUMIALATYBILAYNENDY

g : Tillman (2011)
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o w

wazdsddnlunisesnuuudnedis fie @ (Colon) dadussdusznouiililumsseydnuas
vioyndnamiiuana1fuYeIinaras KuNsesUIeiEeIAUsENBY 3 9819 Ao ANAINATIN
(Hue) vangfia A111ad19 (Tints) n38A1UilA (Shades) Y99 ANAINLTY (Chroma) Mg
mdufvesd wasimiinuesd (Value) mnedssyiunisiuiouiieulnudsne 4 Chapman

[

(2010) na17l391 NsiAasunUasanans elnudtudwmasnon1ssusidueg1euin Fedusazaln

Y

aaa

Anunnglazansanseduliiinuiseliinanuidniuans1eiu dealagnseie suanuel
VIFIAzAT IeanLuumazAsRazfedanlvdlinaunduduielitAinAuae9u wazasng
yeaulalviiuniseeniuudazasiule
UBNAINALABINITUNIR Az AT onuULUIId T A uuauland s oludu nns
gonuuudni vams Wentenennnuvesiiazas dududddglunisesnuuuliuinig
a v Y A o A & ) ¢ o Ay
denldddneie Wesn fazasgneanwuunssUdnualneuaniaransaznelunegemny

farheglunisasrsanudssivlalunisuaaiiuasausnlea

it 2.23 amnsdentnudlifnasasiarnniasasasduazkALI AT IUE

i1 : Nieminen (2017)

5. fupeunsdenidmalulad (Technology) Wunsiinufieenuuuanidenloanelulad
#1499 ieinyuszaunsallunisldauliundiay Feunfnsesnuuuinyanusasenuuudiei
Aukuuannszawiiisanesanisnadeunalnuad uwilulagiuwmaluladianuiuadeun
woflagmovausseNazmnazuslunsnadeunalnvenuinty fujuineenuuuindu

wdpsaianalnmsiauinaunauiuinalulageng quiveliinuiiauaulauazyigvdenia

Tudaunuasawsnle weluniesnduiunistamalulagunlglun1seonuuunuNsEAIUL L 819
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o
a v v

danasionszuIunsiauannsaununszaulugliuudy 9 Snvsdadunmsiiinduyulunis

v
N o o

gankuvIUITIATeuNIgrRuiunIaulnigiimdweuaula

AN 2.24 msldwmaluladfdneaunduadrunialunisaununszaiu

iy : https://boardgamegeek.com/thread/1740606/ios-android-possibility

[
v v =

At udsasUlA1 N190enNLUUNUNTEAIY LINOAUATHAINIA 3T UNITUNT ST LR
a

%/ Y

Ya3l¥a Covid - 19 17U FnTurshfnwarinumlanINIsISsusnnauaL lFsUAINASIaY

Y Y
< v v = < ! S =) ! v d' Y = dll
nududuRuwsn esnniludunianugavgulunsesnuuutiosian WaI90aNKUULIDIIT?
waznalnuetnuliigenadasiuilieninisiousuasinn1sn1smagey WeAumdaiiniiinass
= 1% ° l 9 A o9 w = T ¢ al ¢ a v
nssgusuavihnalaluuuussvevihliinunssauisuivunisidunauysalngn feasisuau
PONLUUAIAZATILAZAIMYUTENBUTBLNY tasthfukuurasnunseaulunaunauiumalulad

A9 9 Welnnisuszilluradnslunsidanununszauduss@nsninunIunies

2.6 NNINUNUUNANUIVIN1TRE1TUsEUU (Systematic Literature Review)

¥

Tumsnuniuunadynstutagduidauasigadsiuiveddeuu §3delavininig

A v ° v A i & - o a ¢
durulagivuawuunensieldlun1nsiamueg alussuy Weuiandaseiuas
dunswvioenuitugluuunsussens lagldgiudeya Scopus WagMIFUAUIINUITUIYNTUVDS
' A %] av ay v . Ya w v v
UNAUATY ) TeTIUTINTeNANUITENlY Game-based leaming Tunsinunseau laedidela
ARUAAIE1AYlUNITAUNIUNAILTVINTT AD “Game-based learning” wag “Board game
design” galavinsduauluiud 10 dquisu 2021 wazlamnuANITAUMIUNAIINIYING

Ly

Founddliiu 2 U ilesnndesnsnsuianssuiunisesnuuusar jusuuisidenidudaqdu
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1niign n¥rnduinhmsfadenunainnisinnseuiedewuazundade iiletuda
wennuiseiifanudidousar daniounisdrsBasaaun 27 unaa
n¥sniuivinsdnnsesunamivinsidudunldiu nui Sunanufigmiesn
ilesandaaauiRlingsmuinns $1uau 19 unany uwiadu 1) unaruiifidenlunsided
lslaysal $1uau 5 unen 2) Wuunanufiauysaiusidemaneluldlfdeudunvidnge
F1uu 1 unay 3) dnrsdimalulagunldsiudunisauaniuld 9auiu 3 unaaiy
a) nguithsnelaildoglugisiidmualy Suau 7 unarw 5) Lilddinsesuiedulunisesniuy
nsrvaniTenazag esfelunsussidunadws i daian $1uau 2 unay aaineuda
widosuaudies 9 unerwidguansRsswmnasimsdadendmsunmsfinui Tnefiauld

LAAINTZUIUNITAUNIUNAIINNIIBINIG BonulasennsalUd

ﬁnsﬁuﬂ" Wﬂ\‘ &m HAaWS

0
[

AUHTIN UNANUAD thunAouBDan asJadanu asJvdau msdulns1:H - Ms3As1HALU

gudoya angliiiu 20 (n=78) unAoED UNADILAL BOARUMW  (META-ANALYSIS)
(n=529) (n=72) (n=27) (n=8) (n=8) (n=0)
: " 4 v
i = )
theoniiaooniHanadol
@ H H ldunAUATWEL (n =5)
unAulildnning (n=1)
TINUNSCULUUGRLAW (n = 3)
LeHIUHU-aUAUda0 U39 (n = 8)
nSs=UaUMs3SElidnRU (n=2)
unAZILDINUaNIUdaYAE Gjaamdaomnun 2al35]
fAdenglutiu 2 U liiAeadaonuidaouide
(n=10) (n=51)

=JuAudaiun 10 Daueu 2021
AN 2.25 wauels PRISMA tansnsunanuivinisesnadussuu

2.6.1 Cheng, P., et al. (2020) Ty e NLUULALNTEAULA BT UUTE L Uned LAY
Inenrans WioduaiuanuiuazanuiuiaveuvesinSeunasaousnsussadumuinunns
wanunUaNLALazanunaififsunliluny Tnonavesnisidonuin ndsanmsldauina
nszay fidsufimnduazamnuiuiiaveuiienfunisuiuiveminensinfindu egredidoey
ddy wenuninamsitenuindosinsvinmamaFousdifunmiuendeiulunudulad

uanE1UOENNE HuurdAgy
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2.6.2 Hsu, H. & Chen, Z. (2020) lovheeaniuuinunseauivedsasuanuiseusineiu
N15UsENaUASNYTAUAMTULISEUDTE 6 - 9 U lAEHATDINITITENUI N15OBNRUULNUNTEATY

ianuasnuausatigaauaulalifiseusaraisszaunsaimateuslauniy

263 Neves, P., et al. (2020) l¢vinniseenuuuinunszaiuie “INFLUENZA” ieldly
M3Boufiieafunsdeiadu ielfidudenandunsiFeuiwazduaiunsildiusmannsual
YoaLau INEHaYeINITITENUI T naln wazdiuusenausig 9 vaanunseaulvidenndaaiu
domvieUszaumsniadetuannsnduaiunistidusumensuaifugiduinunanouasldides

Tngldinunszaududananslunisiujauiusle

2.6.4 Pawa, S., et al. (2020) l#vinMTe0NKULIANNTEAUT D “Setarea” il 09289
AiFouszdutuisouduuasisondars 1 3ouivguiinriunalowaznsiavesnuiifeudly
Hailuguuuuienazsuuusiniiedu WovageuinnsSeufuvudsnmluiunsiSeuife
nunsgautuiinuuaneiafuesisls Tnonavesnsidonudt susuunadoudis 2 92e
UsudpsmnudnlavestiniG suldeselided ey uivssaunseifildainnsdsuddunuiy
nautinseuieuinunsgamuiuidsusuuagldsuamunaundu saudseuauersunilunig

SUITgInInnguNNsITEUIUUULIIN etiitgrddny

2.6.5 Radzi, S, et al. (2020) Iévinniseenuuuinunszauie “5-STHR: The Hotel
Management Game” tilaUsziiuuszaninasanisiausinegynediu Soft Skill \isaiunis
Fannslssusuluszdugauing WeneaeuiniaFeudsuuuiuiunmadoudfenunssniutu
fanuuanssiueg1els Inenavesnsidenudn nstdinunseaudvsednsanlunswaun
e Soft Skill 71qed u wardersduasunisdiufauiusidunniinindeuduvuiiy

AW ERERALA

o

2.6.6 Sousa, M. (2020) lfvinmsesnnuuininszauiieandunuunisiidiusanlu
msFeufrinunuazi U ludinuszdiy dunsnsdasstailes Leiria Tulusmina wite
duasunsraunukazyihausuived 1 duszuy naensunadeunudunguazisauiglag
frsariunuddyneeanalnluny Tnsnavesnsidenuin nisldmununsyaudy
anunsadaasulvgiseuiidusiuiulszaunsaluazimdanauiunisussgidmunenanglunueig

ae Bnvedsrigligisauiidusiilunisnawnuiaunsaaulununszaulaidusgn e
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2.6.7 Tsai, J, et al. 2020) l#vin1seenwuuLnunsza1ud @ “Element Enterprise
Tycoon” (EET) iienszduliiinidoussiudusseafinmnoutats 1HEsusidonmisingrmans
AerfussdusznouLagivaianieil Hdsmadondndusiludinsyariu sudddifenaaeui
nslfinunszanuannsaaislonaiiolidneuddiusalunafoud wuderiulundngns
Innmansuniniolsl Tnsnavesnsidowuin dnifeuamnsaimuianandilafeaduiuain
maaiifingatuogaidoszddy SnanadndildnmsdumeaitulfiansliifiuindiFoud

ViruARdauIndenIsseusInemansitunsaunun g ukazauANlanIzIauNuse

2.6.8 Suwanmolee, S.& Ali, A. (2021) l9¥N1N1988NLULLNNNTEATUHIUNITYTUINTT
ns@nwdenidinnunalnvednu WensedulvifangAnssunavukazasnsaianisiusuas
ANNIMNINEANARSIAEIRY COVID-19 TiundnAnwsziudInna3 lnenavensidenuin

a wva L [y 1

nauvanefidrsummesaeudiulvaissauanus anudilanisuifegluseauas udseau

Y

Y] a

WiruafogluseAuAsudenn wazainnsdunwainuImnaudmanelasuanuinugiulunis
Jan1siu COVID-19 winunTu saudduasulvifiawihausiuiuduindienvidudeyauas

Y

fnaulassrusulaegnaliuseansnin

2.6.9 Tsai, J, et al. (2021) lgviniseeniuuinundideningsnun1seusnunedinmuag
o a A « 4 ¥ - [ [ = ~ 1

NIWAUIATYIND ¥D “Be Blessed Taiwan LW@IﬂumiW@uuq‘Mﬁﬂigjﬁﬁmiﬂﬂ‘w’]L‘WEJﬂ’]i‘WGJ,JU’]
ndegu lovygaulunyuszdnsnmuagnadnsenunisainunumaiglunyg Ingnarean1sise
WU bnunszauansarlstniseulsulremdilakazduaiunisinegruiussuunasniy
n13as199inyedin ngeluegwildgerdAny Tudsdvasunisdugduiuseunisnene
waniasuaLsseniadiseuwagnsmuTiuluniuiendUymnelunuiiuiniy

91nN15ANEIUNARIUNIATINTA LA sAn e wasnunIued 1 dussuuiinadlulu

adutiy Ideladeyanldannisfnwluldlunsinsgidadelunisesniuu Game-based

'
a LY

Learning @M%SU89NLUULANATEAIU W BLEsNas19ANs i eanuliga Covid-19 twelinis

PaNLULINNNTEAUIAINFRRdRITUTRgUTTAsAvRINITITeNasline Y
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A5ANHUN15IY

lun13finy1 Game-based learning d1m1UN150RNLUULNUNTEAY LilBLETUETIAINS

Aeafunsunsseuinvethi¥a Covid-19 43delavian1simunisnisandunisideniuniy
% (3 a v 1 Y dy
nOUsEaAvewidy wuslanall
3.1 iefinwveya Game-based Learning dwiuniseaniuuininseau iaiasuasa
AuSAgiuNsunssEuIavethisa Covid-19
3.2 weUstllunadugninisideuinunseau ielasuasisainusineadulaa
Covid-19

=3

3.3 ieUsziliuauilanelaniiseAnn mvednunsEa I WalasuaseANsine Ity

o w o o

1254 Covid-19 wazaguladedrdydmsuniseaniuuinunseailusuies

o

3.1 IWafny19aya Game-based Learning §1%3UN1522ALUUINUNTEATY

iNaLeINAT19ANS N INUNISUNISEUINYRelaTE Covid-19

3.1.1 Usg¥nsuasngunaeng
3.1.1.1 dseyng laun giavlavarldnundadusiinunszaiu luitiuiniely
N IANTUNNUIAIUAT
3.1.1.2. ngudiede laud naudldaununseaiu 913U 100 AW A1nARLEeN
Y ad a 3 = 1Y) A o a
MYTTNITEONUUURIZAL (Purposive  sampling) Tusgsuauiiasiu 95% uazAinuanLAdou

+10% #1us1519d 11593084 Taro Yamane

3.1.2 wn3psiiefildlunsive
3.1.2.1 wuvdauauuuuilaseadns (Structured Questionnaire) Badumany
wuutanela (Closed-ended Form) Wgafunginssuuazilafofidmadonisldnununsea
fiUssiusnennsaUsTana 5 52U (Rating Scale) vas Likert Usznaulusae
moul 1 Toyarhluuaznginssunisldanununszay
moudl 2 dadedidmasrensldnununsza

PN Y a & v A
AOUN 3 VDARLNULLAEUDLAUDLUS DU 9
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3.1.3 nsauasasialuntsidy
3.13.1 Anwrdoyauaznguiei q 9nenasuieunauivinisiiisades
diearanseslelunmsiiudeyaliaenndesiudsfiseinisazinm
3.1.3.2 diasesdlefadluionansdivinuineinusifiovhnsnsia wieth
%’aLauaLLuzﬁlﬁmﬂ%’UquLLﬁlsuLLazﬁﬂﬂmwaaU@mmwmmLﬂ‘%'aqajasialﬂ
3.1.3.3 duaiesiidefldFunmsuiuusuilunsaaeunmunminiesile Tngld
WALANIINTIVERUAIINARAAS 035eNIN VoAU U TN UTEasA (Index of Item Objective
Congruence (I00)) 31n{NTeANIAL 3 ¥y e
(1) we.a3.nguN) AR 813158U589101AT1ATANENTEAAIMNTTY
ANEATAANSEREIMNTTULaTInNALulaE
@) wAns.aIuNs Shulenns 919136UsEAN1AITIATANENTENAINNTTY
ARIEATAIERSQRANMNTIURAINALLLAE
(3) A%.803x @13UnT 91TEUsEIINIATIMATManTanIUnenssunas

N30NKUY AMEATAIARSENaNTSULaTINALULAE

3.1.4 MsusIUTINdoya
31.41 nsfnsdoyatunpegd PHelddnvideyearnnimunauunag
F91n13081010usEUY (Systematic Literature Review) 91ng1udoyaszdulaniiundede
uaznandasinunszAwiTegluiosnan Weiulsluniseeniuuinunseau lelasuaing
AnuSiABafumsunsszuInvesihda Covid - 19
3.1.4.2 msfinwdedalsugll §Ideladnwdeyaainnsmsdunanisaluuud
U321 (Participation observation) annau i muedifvuali uazduiindoyasienison

TUNNLAEONENNILIULTINANTALNS

3.1.5 msnsendoya
3.15.1 §ideldvinadnsnlauiainn1sdnuy Game-based Learning 41
AaTzrcewmaila LEAG.U.E. conceptual framework 183 Tahir & Wang (2018) hazuusna
20NN FURUUMTNATRLAENITUTTEIUTINT T
3.1.5.2 {ideldthnadnsildannsinumandusiluiomain uiiasigine
wAlla SWOT 984 Hill & Westbook (1997) tmaila TOWS ¥83 Weihrich (1982) waguUsua

@E)ﬂllﬂ,ug‘uLL‘U‘UGHi’NﬁaaLLﬁSﬂ'WiUiiEJ']EJL‘?NWiiﬂJUW
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3.1.5.2 fAdelddmadnsnlaainnisnguaiedns indiasgisigmaidans
N5¥18NUINTIANIN (Quality Function Deployment) 484 Mizuno (1960) uazkUsna

20NIN UFULUUM T NAD ALAZNITUTTEIEBINT TN

a a o £ v a a v Y o Y
3.2 LWﬂﬂﬁzLﬂluNaﬁNi]VIﬁﬂ']ﬁi‘U\?']ULﬂllﬂizﬂ']u LwaLﬁiuai%‘iﬂ’angﬂan

154 Covid-19

3.2.1 Usgnsuagnguiiegng
3.2.1.1 Usgang lawn Unfinwanvinga1ansnIseeniuy AMYAAIENS
gravnssunazvalulad andumaluladnsgaomndnirnummisainnszds dulil 3
311U 60 AY
3.2.1.2 nquAle81d laun dnfinwiaviagansniseaniuy AngAIAIENS
gnamnssuazalulad antumalulaBnszaouindudnmmmsaranseds $ud 3 Suau
20 A lagfnidonuuuianzal (Purposive Sampling) Inklagduszaun1sadldanuinunszaiu
oehatlon 1 A
3.2.2 seadiefldlunside
3121 wuuvingeuLite Ianadugnsnenisi3eus (Achievement Test) LAy
nsuwsszuInvedhisa Covid-19 §1uau 10 U8 Useneuluae
(1) doyarmiluvashasa Covid - 19 $1umu 3 4o
(2) YoyarosnsunsTruInvedlisa Covid - 19 91w 5 4o
(3) FBnsUeensunsseuInnlisa Covid - 19 31uu 2 99
3.2.2.2 wuvdunvaiuuuilaseadng (Semisstructured Interview) 1By
anuddnluldauinunszaiuinunszaiu etasuaineniudifeadunisunssuinves
1a¥a Covid - 19

3.2.3 nisadraasasiioluniside
3.2.3.1 @nwideyatisafunisuniszuinveslifa Covid-19 ileaing
wamauiﬁaamé’aqﬁ’uﬁagaﬁﬁ’]’mmﬂﬁr;:flsﬁmummazmulél%‘auif
3232 Yuasediefiadsluiherassivinuinerdnudifiornnisnsie e

TolauaiuziliuuTuusunlukazinlunsiaaeuamnnvewnsasilonsly
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3.2.3.3 duedesidefldunisuiulsudluanaaeuquamiaiede tngld
WATANIINTIVFRUAIINARAAS 035NN ToAN1UAU TN UTEasA (Index of Item Objective
Congruence (I00)) 31N{N59ARIAL 3 1w Laln
(1) WA.AT.NqEU ARf 913158UsET1N AT IATANERTERAINNTTY
ANzATMARTERAYNTTULaEINALUlaE
(2) uA.n3.50uNs Siuleuns 813138UsEINNIAIBIATAIERTENAINNTTY
ANzATAARTERAYNTSULaINALUlAE
(3) A%.093x @13UnT 919138UsEd1n1ATMATMansanUnenssunas
N1590NLUY AMATAIERTERANMNTIURALINALLLAE
3.23.4 iiesasiiouuvasunuilldinnimadeuaudenadesmaaaULile
A diesiu (Reliability) AR IY83ATaUTRA (Cronbach's Alpha Coefficient) Autin@nwn

A1UIATANENINITOBNUUY AEATANARTENaMNITURAEImALLLAE drdumalulagnszaaund

a

WA IaIAnTeUs TuUN 2 99uIu 54 Ay

3.2.4 nsinusausudaya

[%
= £ Y

3.24.1 mMsAnwideyatunfgnd gideladnuideyaainienans wazunaiy

Y 9

a A 9] A o v Al d = a a ! o v
FUVINITINLNYIVBY LW@UW%@M@WﬁﬂUW@Jﬂ{ﬂUﬂ"ﬁL'UiEJ'ULV]EJU'Uﬁgaﬂﬁﬂ'ﬁ/\lﬂ@uLLﬁgﬁa\Tﬂq{hﬁﬂqu

Y

r-ﬂl a ¥V } % ‘:4' % 1 % 2
NUNTEATU BN IANSALIRUMSUNSSEUInadlisa Covid - 19
3.2.4.2 msfnwideyalsugil fiAsladnwiteyaainnismsdunnnisaluuud
d3u37u (Participation observation) 3annguidanugniimuall wazdufinteyanienns

YLUUADUNIULAZ 8NN LY ULTININITEILNG

3.2.5 msansgideya
3.2.51 ;:ﬁ{faléfﬁﬂmaé’wéﬁiﬁdaumimaaumﬂ%@muawé’qmimmaaumﬂ%’
NUNUNTEAUNIATIZIY Paired Samples t-test kazkinaoanulugUkuunsadanLaznIs
UTTYBLTINT TN
3.2.5.2 fAgladmadnsainmsdunaluseniinsldauiagnisduniveings

nsldanuvesnguidming undnneiuazulsnaeeniluguluuNITUTTEEENI T
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3.3 ieussiliuanuianalaniideAnAINYaUNUNTEATY LWBLEINETNAIIUS

o [ %4

dl L4 [ = L4 (] 54
weanuladalain-19 LLaSﬁ?ﬂ‘{]%ﬁ]ﬂﬁqﬂiy,ﬂﬂﬂi‘Uﬂ"liaEJﬂLL‘U‘ULﬂllﬂi%ﬂ']‘u

Tuaunan

3.3.1 Usznsuasnguiegng
333.1 Uszw1ng ldun nquenanasiasgldsnununszau eeiuaiianinug
Aeafunisungszuinvedhiya Covid-19
3.33.2 nausetns leun nguotanaasildsmununszau ileleduaiianimd
Aefunisunssguinveslisa Covid-19 §1ua1 20 Au tneAmdenwuula1zas (Purposive
Sampling)
33.2 \asediafildlumside
3.3.2.1 aseailofildlunside Toun wuvasvauwuuilaseadne (Structured
Questionnaire) Fadumanuuuutaea (Closed-ended Form) Wgnfudaiefiasmanonisld
NUNUNIEANY TIUTsEiumeRsEIuUsEIaA 5 52U (Rating Scale) was Likert Usznauld
2td
pouil 1 Toyarily
poudl 2 Maieatuauimelalumsldnuinunszaiu Weidsuaiiennug
Aenfunsunsszuinvadhisa Covid - 19

noufl 3 UeAnLiuLaE UalEUDLULDY 9

3.3.3 nsauedeslslumside

3.33.1 Anwdeyauaznguisng q MnenasuseuneinIMsiides it
ahaedestielunsUssifiunruionslaliiaenndesiudsdidesnsagn

3.33.2 tiateslefiafisluiiernnsdivinuinerdnusifiernininsia e
GﬁEJLﬁu@LLuzm(;fiJ’IU%JUIJ?QLLf?ﬂ,‘ULL@%‘IJWI‘UGI?’JR]&E)U@NQ?WGUENLﬂ%@x‘lﬁ@&i@lﬂ

3.3.3.3 duaiesidefldfunsuiuusudilunriaaeuqunmiaiese Tagld
WATANIINTIVFRUAIINARAAS D35eNIN YoM 1UAU TN UsEasd (Index of Item Objective
Congruence (I00)) 31N{N5eARIAL 3 U el

(1) wA.AT.NEN1 ANA 819158U58T1N1ATVIATAIAASYAAINNTIY

ADIEATAERSERAMNTIURALINALLLAE



60

(2) we.as.sfuns Saulewis 019159U5¥3101ATVIATAIANSEAAINNTTY
ANzATMARTERANTSULaEINALUlaE
(3) A3.89gN @13UAT 813158Us8TN1ATVIATAIERSan UnenssuLaEnIs

PONLUY ANEATAARTERAIMNTIHLATINALULAE

3.3.4 nsnusiusiudaya

a a Ya v

33.4.1 msAnwideyatuniend Idulafnwidoyadnnienans kagzunay

Fwnsiieves weiteyaiAnwiunldlunisiseuisudseansamnaunasnaanisldeu
NUNTEAT WadNasenNdiieatunsunsseunvedlisa Covid - 19

Ya o

3.3.4.2 msAnwiteyavsunil fIdelaAnwidenaainnismisdunanisaluuud

d1u1u (Participation observation) 31nngatdmulrefinivualy wazduiindeyanie

wuvdsunuaNuNnelanazatgnwluaaginnIsaLne

3.3.5 N153ASITRTaUA

Y

3.3.5.1 ivglddmadnsnlauimianaie (X) uagdidesauuninggiu (S.0.)
Laz1113LAI1EMe9AUTEN U (Factor Analysis) LiadLAs1gninisanneunygn (Multiple

Regression Analysis) kaziUsHaaanilugunIseadfkuuN1TUITEBL TN I

thWaQAURRWAD
AnLA:SOUSILTRUa JJL:FIS_‘I;UU?_LMZEH;\IC\SU n'l'ﬂn?aanuluu T:ﬂﬁ%majﬂﬁ#ﬁvﬂa?ggj i
ks e wwathluasoduLuy DVAUS:NBUCY a cUs:li I 0 Fuanuau
LAUAS:01U UDVLAUNS:aIU nauRuEnikuall
— - — -~
— v 4 ' '
\ o
Iﬁ! \ q ) ([ @ -"
S\ / \ . . e 00
- J J— ]
g=a\ / \ £ ;|
S
LODUAVHIAY Ldpuaalnu LausuAY LGDUNUMWUS LaaugU
2021 2021 2021 2021 2021
- L~ e 7/
Yo L CR L B e e > |
&ouAuEneU LADUWRUONEU LOBUUNSIAL GoubunAy
2022 2022 2022 2022
Y ﬂ@ =g
L] [ u —
] ] g =g
@ Q HE 3 F ik
EEEEEEER E o
EotaEnaiili théunuudld . _ _
as DLASILLWE Tunaaautialh MASKHaa asUua-anusig
thiuassodsuuas 5 A6 LAUAS:IUDSDY Wamsnaaoo
tAudipyanundudoEY UDLEUBLU:NIALN

Wouuntnuns=alu
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wan'ﬁ‘il,ﬂi'l::ﬁ%’ayja

lun1s@nwrguuuunsiseusaieiny (Game-based learning) &1msuniseanuuuLNY

AU ol uasenusingiunsunsseunvedlida Covid - 19 du fRdelminauedeya
@ 3 a v < J vo X

maingUszasdvasnuideeenunduduneulasiil

4.1 wan133ATIeveya Game-based Learning #115UN1508NLUULNNNTEAIY
P a v v a 9 ' o .
WelasuasaudingIiunsunsssu1aveslasa Covid-19

4.2 wan1TIaTvinadugnsnisldauinunseau etasuasanius i eafu
1@ Covid-19

4.3 wamsieEideyannmsUsuiiuanufisnelanidenannvenunsenu e
Lasuas1eaNgi oaiulasa Covid-19 warasudadudrAgdimsuniseansuuinunssniu

Tuauan

4.1 Namiami’wﬁ"ﬁaga Game-based Learning d1%3UnN1529NLUULANNTZATUY

- a ] v o ' o &
L‘WBLﬁ'iilﬂi']\‘lﬂ’J']ﬁJgLﬂEl’Jﬂ‘Uﬂ'ﬁLLWiﬁgU']ﬂ‘U9\11’3‘5?1 Covid-19

4.1.1 WaN15AATINVIYAIINAITHUAULALNUNIUUNAINTYINTOE S

\Wuszuu (Systematic Literature Review)
INNSANLAZNUMIUUNAIENSITINsTna1luund 2 fdeladiunaunig
31157 YN sANEINN AT IEd e wAR LEAGUE conceptual framework 289 Tahir uae
Wang (2018) Tagasrusenaulunisiasizieanundy 2 @ taun dun1siSeunsaounagns
PONUWUULNY (Pedagogy and Game design) uag auiadenisluiny (Game Factors) Faanse

a ¢ & vo &
3Lﬂ'ﬁ']%ﬁﬁ]@ﬂm%ﬂum?ﬁ%ﬂ@@ﬂu
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A19199 4.1 N5TLATITNTOYAAIUNITITHUNITADURALNITBBNUUULNY (Pedagogy and

Game design) T09UNANUNIIYINTNRNBILAENUMUDE 1 TuTEUU

Uady IngUszasa L P L. L.
.. nagnsNITiTeus Wemnsiseus HANTSISEUS
UnANL nsseu3
o . .. fanusuay
duatunnuiiae NTUER Usslhudanug L
Cheng, P, et al. Y- R - . ANUTUNAYDU
AN URAYOU UNUNANYA WeAEns Ly
WILNTU
L 9ONWUY oL fUszaunisainig
Hsu.H & Chen’s duaunisisens . FBNYIIU W ua
N3N Seusiiiuanniu
AR DONUUU n HUszaunisainig
Neves, P., et al. duaunisisens n13aninTu W ua
NUNIEATY Seusiiinanniu
NUNTEAUE T
Wi uLgUAy WUNNENNARDS g 1 nsildusule
Pawa, S., et al. Sl 2 . AAFNERT , “ W
N3BeusLgN W 2 nau WINNINISISEUS
\B93N
LNUNTEA AT
wWiguiiguiv WUNNENNARDY Vinuziay
Radzi, S., et al. 10171 . > \ QREIENIEY A
nsiseusily W 2 ngu Ufduniusle
1NN
ALESUNITIUNY GNGEE
[ , 9DNLUY .
Sousa, M. NINIUBYN annUnanssu Uszaumimiaug
0 NUNITAIY o
Wuszuu WAZINHULNLTY
NITAUNGANTIY 29NUUY ~ ) fanuuazyinung
Tsai, J, et al. "} . INYIFNFRNT X
nsiseus ASALNY R
Suwanmolee,S NIEHUNGANTTH 2ONUUY MRS fanuuazviney
& Ali.A nsiseus \NUNTZA"Y / Covid-19 WLN Y
Wonvangns QUEIGTR IV AL fanuuazviney
Tsai, J, et al - W - - o P
nsiseus UNUNALA \A¥gNe WLHNTY

I1INATNNITIATIEVVOYARIUNITSHUNITABULALNITOBNUUULNY (Pedagogy and

Game design) HUAENUIN MIBBNLUUNMIEBUSAENuNIzALTY Wumsdndemfidesnsii

e eXe

hO)

a v Y =~ | | a
LiEJL!lﬂ LﬁﬂuglﬂL%@NIEJQN']UW‘I?@@ﬂLL'U'Uﬂa‘lﬂGU'E]QLﬂlI L‘W@a%ﬁiﬂﬂ

Y vV a

Y

weSeuddiusulunsseu;

e INAaeIUJURNLITeIT IS NsalNgneaniuLIY BalldiutigligiSeuansadila



63

Wevnsseuslaungadu wagannsfinwnaansiunsldanutunud Mseenwuuinunsyay

ensiseudiulngglvdseuldsulssaunisalmsiseuiuasyinveannisldanununseaiuy

a Aa

Wingedu sudsdaasulvidiseuiansivdsundamainssuiagyinuaaniseideninisiseus

Y
[
1

wsawnnsalane 9 Wluiiamaaduniineuldaununszaiu

¥

A15197 4.2 N153As1eviTeuan ulaseneluny (Game Factors) 989UNANUNIGIBINNT

Y

AFnwmaznuuagIadusTUU

ade | Adde | . qunse
LIDIIND ﬂa'lﬂ NINYINT . E‘ULL“UU
AINUUBDY ANERNT .
ﬂ']EJyL‘ULﬂll VIbNH ﬂWEJOLULﬂiI N1 U
UNA3IU LA VBN
Cheng, P.et al. v v v
Hsu.H &Chen.Z v v v v
Neves,P., et al. v v v v v v
Pawa, S., et al. v v v
Radz, S., et al. v v v v v
Sousa, M. v v v v v
Tsai, J, et al. v v v v v
Suwanmolee,S
v v v v v
& Ali.A
Tsai, J, et al v v v v v v

¥

INNTIATIZRTBUaA1UTITeN 181NN (Game Factors) HUIENUIN N1SDBNWUUNS

Y

Seusaginunseauny Wenuddgiu Amdinauvesnyt (Game Definition) nalnvaany

'
o w o

(Game Mechanics) kaz3Ukuunatau (Game Play) iundn esandutadedidgynldlunis

A v a v

mruslnneniedeeing 4 iiseuagdenseringinaeariuny lnednluazdeseensuulil
o v = A 9qyvy 1w =2 o s Yo
anudauliinnian wWelvididudnlafieguuuuveanuuag Inguszasdnmnnaglasuainnis
Idaununsgauiy q fegrelidieuanansamvuagdiuunsidnununszaiuvenuies Live
Annnsiseuswazussaidmuenisidauldegnafivssdnsamesan uwasludiutads nseenwuu
1599313018 lULnY (Game Narrative) n3nensnaeluiny (Game Resources) Laggunsgmans

YouNY (Game Aesthetics) 1iu {Wuiesdadesasiigniuldaiuuiunniseenuuuinuiiuaneig
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Y Y a

Y

A15199 4.3 N153LA1EPNISUTLLTUNAR NS VDIUNAINUNIIVINITA A NWILALNUNIUBE 14

Wuszuu
Uady . p nsli | wadws/Anu
AT 180 IIUIUAT L
UNAIY AYLUY ARLIAL
NOUKAZNA . ™ 913UNIAY
Cheng, P., et al. N 120 um 1 A3y Likert scale o -
A b9 PAUAR
Hsu & Chen Uszangan | - ladlesey Tullassy | Likert scale | ansuniuas
YDILNU YIAUAR
Neves, P., et al. | Usgdnsam | 30 wil 1 A9 laiszy #5001
YD9LNY 93¢
1 v [l 2 1 1 '3
Pawa, S, etal. | fieudaznas |  luldszy laisey Taiszy GREHINIGE
Astgau PIAUAR
Radzi, S, etal. | nouwaswas | 120 W 2-3a39 | Likert scale NINTUN
AgF1SARMY! Uady
Sousa, M. UsgdnSnm | 120 w7 1 ASY Likert scale | ®15u0iLaY
YBILNY YIAUAR
Tsai, J, et al. NOULAEVIAY 45 uni 2 A9 laise 15UAINAY
AsLY9U PIAUAR
Suwanmolee,& | UszanSan 45 Wi 1 A59 lalse D15UAINAY
Ali YBILNY YIEUAR
Tsai, J, et al AouLazviad | 100 w19 2 - 4 @Sq Talsy 215UnIMaY
ALY PIAUAR

NHEIYU

ANAITNNITIATILINTUTEL L URNBANS VBIUNANUNIIBINITNANYILAENUNIUBDES
[~ QIJ/ 1 dl' = F 7 ra ) = =
Wuszuu dunudn esniuuinunsgauiivenisiseus dulng deudanldlunisiseunegu
nadnsnaulazndIn1sIdununsEaudundn waziusuasenu iy ASLUUAIINNITNAADU

790 NSUSELIULUU W951dU 5 seau (Likert scale) lnedlszazianuseunad 45 unfl e 120
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19 Tunstaau wagludrunisuseliunanunseatutuazdstulunnisianan1sesuaiLay

9

wiruaAflaannsldanununseau wu luseninuau nasldauasa nionauseloninanii
lgsuannnisldau udu seideasdmaansilaannisivszvildlddunumsunsimun

FFnsneaauwaryseiliunasnsyasnivenaly

4.1.2 Wan133AT1Rdayanlemalian1InsEaneniinfigenuaIw QFD

(Quality Function Deployment)

v a

Tudasgvidoyan18mAlANIsNSEAENTIM LT IR AIN QFD (Quality Function

Y

Deployment) #33ulatiuiuainnis@nwadndasiiduvenninszaiuiiiogluvismainain

Y

(%
Yo

udeyanisivsiudeyangiuinunsemunmue Je@asnsadinsisiesnulanail

a = a ¢ v a o ca adAa v
MA1919N 4.4 Naﬂ'ﬁﬂﬂ‘t‘ﬂLLﬁS’JLﬂi'WWsU@lIﬁTULLUUNaWﬂﬂJ‘I/IL@NV]@J@EJIUV]ENG]@’]@

[
Y Y Y

a o ¢a v Y]
WA DRI Tayamly

PUIUHLEY : 2 - 4 AY

STEIANUNTILEY + 45 W

mqﬁmmzam :8-10U+ 59A1: 1550 U
sUnuuTeNNy : Family, Strategy
sguunalnvesiny : Cooperative, Action

Points, Hand Management, Set Collection,

Trading, Variable Powers
ZMAN

1NN Pandemic (2008)

. U YoLde
7un https://boardgamegeek.com/ 1) natmdladng 1) swmﬂ'auﬁﬁwgﬂ
boardgame/30549/pandemic 2) amsznevves | 2) Wiuilunisiau
NTANEIBIU ABULINUNN
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NARNA LAY

Toyanily

XTRA STRENGTH
X ice aaue

N3 Pandemic: The Cure (2014)
fian ¢ https://boardgamegeek.com/

boardgame/150658/pandemic-cure

UL 1 2 - 5 AY

syazalunITay : 30 Wi

mqﬁmmzau ;8 U+ 91A7: 1750 U
sULUUYBLLNY : Family, Strategy
sguunalnYeainu : Cooperative, Push You

Luck, Hand Management, Set Collection,

Trading, Variable Powers

g

1) nalnwdnladne
2) gunsaliiaiy
@

WU

3) Tanunlunisiau

1oy

R
1) sIAeutnagd
2) A WUsENaUUa

AINUEFIYINU

2 ]
(,};DUS‘U‘ fUN
A CAMEN

A SN ‘
Virus! (2015)

fiun - https://boardgamegeek.com/
boardgame/180020/virus

TN 2 — 6 AU

szgzantunsLay : 20 U1l

P1eMmUIzaY 1 6 - 8 U+

371A1 : 650 UM

sULuuveny : Family, Party szuunaln

Yp9LnY : Card Drafting, Set Collection,

Take That

Uoh

1) nalailadne
2) ANUTZNDUVDY
WNUTAUEIEY
3) Wiuilunsiau

1oy

Joide

1) figduuunsiaud
W

2) gunsaliiAy

WIS 961




An519% 4.4 (510)

67

NARNAUNLAL

Toyanily

V=-ViRUS

V-Virus (2018)
fiyn : https://boardgamegeek.com/
boardgame/180020/virus

UL : 4 - 8 AU
srgalunIsay : 15 - 30 Uil
o1wfimnzan : 14 T+ 5181 : 800 UM
JULUUYBLLNY : Party

syuunalnveny : Card Drafting, Action

Queue, Player Elimination, Trading

Y a v =]
Tof Toide
1) nalndladng 1) 31AABuLN9Es
2) Wwuinlumsay | 2) dgduuunisiaud

oL AL

ﬁl\mr—:——‘f—f‘fi-
RESPONSE
a2 ZWAN

Pandemic: Rapid Response (2019)
fiyn : https://boardeamegeek.com/
boardgame/280789/pandemic-rapid-

response/images

PUIHLEY : 2 - 4 AU

3xEZLIAIUNISLEY : 20 U

9IgNzaN : 8 = 10 T+ $1A7 : 1400 U
sUuwuUTaNNy : Family

syuunalnaadlhy : Contracts, Cooperative

Game, Dice Rolling, Variable Powers

Y a ¥ =
VDA UBLEY

1) nalavilade 1) $1mAButneg

2) AUsEnaued | 2) Mnunlunisau

LWNUTAIUEILI ADUTIYDY

3) NANVDLAY

v v 6

AUNUSAULIAI1DSY

Y v

Y

WIdglathdeyandnduiinunseauniegluieswmanatuinariludisiuuniiasiziaig

38l SWOT waz TOWS Liiaas19nagns lun1seenkuuininsznu iivelasuas1aninus

Wenfunsunsszuinvedhasa Covid - 19 Jauanseanunduguninlasisil
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S : Strengths (2AuE9) W : Weaknesses (3ngail)
S1: gﬂuuumﬂﬂﬁ-muﬁn’iﬂa W1 : 1'1mfiauﬂ"‘1aglal,§jmﬁuu
dwuazldianauliviu funrusdausevesianiild
52 : finwlsznauiigieny | W2 : Iuiiaudoudnann

O : Opportunities (lans)

01 : sananunszaly

Uszwmrlneniasveena

02 : gnunsnaanuLLLAY

nszamiipaunsrafioams [GELLIEH LENANEIULNERIGRA

vasiuilnalavannwaie araulavasduilon

T : Threats (al&3ia) ST1: sUnuuntsEuld
T1: ﬁmunszmuﬁﬂ&ﬂwu m
OE LR e TR LB SARTALANFITINA:

£l " " FE TR (

ARBDALIAT

T2 : fiunumsuan
T3:: Anun13nd Covid = 19
Tuleatiu

¢ v a £ 6

AT 4.1 BHUAINNNTIATIZITDUANANH UNAULUUNIPLATBIB SWOT way TOWS

Y

INIAINLVAILLATOIND SWOT waz TOWS Lieasnenagnstun1soenwuuinunsznuy

=

Watauadanuiiieatunsunsszuinvedhisa Covid - 19 duannsaasuladudidgyiians

¥
p=~1

dlsfslun1seanuutnunszay oanutdulkuunINAnNguAIUAR (Affinity Diagram) leidsil

srgzanluMaEy / auenndieaasniing
5
+ Yadeauguuuunsiay - szuunalnvaina / mslanuiuiu /

ufdAuusluszudinadu

v . x
\ 1ilayiFe4avaany / A1uEam
\ [ ) I a & o a 0 a ar
UadearuasAusznaudal ‘ weammUsznou / SydnuaiuasAndnus
=i=ly

/ ananwaliawizia

~

re
=
/ o a .
- o AuudawssasiEn / a1 / vuinguing
g‘? | YadwsnugUnsnlanelung - " . s
& wazddu / msldnunazinuinm

v u v s
JadoAunadns - anuaynauulusswinalday / Yszaumsal
AAARIIIINATSIEULAL Fuansng 7 daadldlu e %auszsu

O

AT 4.2 UHUQINITIANFUANAR (Affinity Diagram) Muanifisladegosis q ldlunis

DBALUULNUNTEATU
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=

Funoustewn fifulihdateildannslinnesisoniosdo SWOT way TOWS wldly
nsafnUvasUMasUMuALAuA s AuTadedi dnadensideniduinunszaiuyes
fuilan (guisnduldlunanuan n edeslefililunside) Suvseenidu 3 dw ldun 1) deya
luvesreunuvasuay 2) Yadviidsuadensidoniaununszau saldiatededy 4 7
dwmasiansidoniaununszay 3) olausuugi 1 ‘vﬁaLmem‘fipﬁu‘ﬂméfaamﬂﬁl,ﬁwﬁuiumi
PONUUULNINTEATY Lagthuuvasunuitadiedu Swauimun 16 9o lumaruaenados

[y

naUszasA Lazanugnaenunslidniw lngldinaliansnsiaaeuaiuasnad eseninade

YY)

ouiuingUseasd (Index of Item Objective Congruence (I0C)) AUKNTIARAA 3 YU WU

Do

' I '
a1 Va v

ffefrunavun 15 o wavdeiidesdsulaimun 1 To 3aadelavinnisuilatedaufises

Y

o '
(% =

USuugaud i linusnying 1 inusn:1aa uluUaeuaIuanATe NensIIdUAINNYNABILAE

o

luldiudegaiunguilmunendmualy liun nquildeununseaiu $auau 100 :nnnsiiv

@“ 3
i
v Y

Tayananuulgugiinagnisiuuuasuniuesilal dassnasanuilanell (uiandulaly

Y

AAHWIN NARUIN A AINNTAATIZYITRY)

A 4.3 nsdanaluuiidiusiu (Participation Observation) fungaidimang

nmsnutoyaluguiuunisdunauuuiidusan (Participation Observation) wazn1s
viuuugeunwesulal annguthvanedldinunszaiu $1uan 100 aw 0y wewe 67 A L
s 28 AU mav1aden 4 au tnesuhmsfiudeyalutis Weu dusieu 2564 Tauds ey
UNTIAL 2565 SsanansnagUnadnsléR

MnmsaouaEAfunsldununszay wui ngudmnediengadeuussana 21-
30 ¥ fondndwlnaidu dnAnwvvdentnauuisn Taeflanudnisldaununszaieioeyi
Fonviaz 1 - 2 a%t Govay 41) sesmunidouas 1 - 2 Gosaz 31) Fwaaniluldnununszaiu
awlvgjagldoumusdiliuinisnunseau vienuszuveeulall (Gevas 51) warvarlday

Twfuifiouvesmuiemseiin (Sevaz 81) Wundn Ineldnudldaulssuna 3 - 5 au (Geway
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59) uavilszozanlunisldnurendisnlsitosnit 45 undt udliiu 120 wiit Govay 55) uas
@ueeNteY 2 — 5 1nu (Sovag 43) AonslUanu
mnmsaaumuLﬁmﬁ"ugﬂqumuﬂizmuﬁ%wﬁau NUI d’mﬁlmﬁu%aumuﬂizmuﬁ
Fodldinurlunisnnauay (Strategy Game) (Fovay 68) sosaaunduinunszauilauiioniny
aynaunu (Party Game) (Yovay 62) Fedfpafiuinuiiutsduiu (Competitive Game) (foway 60)
WnndnunsEaufidessiuiiedu (Cooperative Game) (Souay 46) waznNSIEoNIELNLNTIATY

4 IS

agfostiszuunalnfianunsolduduyiidssing 4 nmeluinu (Action points) M3oanansAuANLAY
u8sTiiuil (Area control) (Soway 54) uazseutunalnifinglénu nisa gnisih siFeusuTudiy
(Card/Dice/Tile drafting) (Foway 49) 1udusznoulunisidu wagdanaln du q 1wy nsiau
aruunumduiiazasaieluny (Role playing) Gosas 48) nalnfianuisadanisninens
meluiny (Resource management) (fovay 47) auludenalnftanunsanduwndenuduld (Take
that) (5088 45) 1 Jusu

LLaziueiauﬁJaaﬂﬁ]i’]’sﬁﬁmasiamﬂﬁaﬂLﬁiuLﬂmizmmaﬂﬁﬁiﬂﬂﬁu ﬁi%’alﬁﬁmaé’wéﬁiéf

'
=

INUUVABUNY ANIATIZVHANDYIAIUADINITVRIHUTLAA (What) Beauisaiiasiziieanii

[

Juede (X) wardiudosuuinnsgiu (S.0.) sanudumsislansd

o a L3 o aa J = I | 4
f19149 4.5 N’ﬁﬂ’]’i’JLﬂi’]%ﬁﬂ"\]"\]ﬂ%llNEW]@ﬂ'ﬁLa@ﬂLaLlLﬂlIﬂigﬂTusUE)\‘iﬂQNLﬂWMM’]EJﬂfL“ZN’]u

ANASEAIU (n = 100)

o ) 5 _ daulsauy y .
Uadeeng 9 ALaag (X) FEAUAIINEAEY
1m3gU (S.D)

Jadeauserusenauneluny (Game Elements)

szpziaildlunisiay (Playing Time) 3.58 1.08 11N
ANugugouvasny (Difficult/Complex) 3.95 81 110
syuunAniaznalnagluny (Rule &

4.30 .83 un
Mechanisms)
Walenalsifiauiinmumdslanaemduls 3.84 1.04 11N
U (Catch-up Features)
aunsoasufduiusiuseninuay 4.13 87 Ol

(Interactions)

594 3.96 88 110 (BUAU 2)
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A1519% 4.5 (519)

@

Uadesing 9 Aadae () drundeauy | szAuANNEIAYY

o

119357 (S.D.)

Jaduaussausenaudal (Arts Composition)

LHaMLaiIa9sveunN (Story &

3.93 1.00 un
Theme)
AMUEIBNNYRININUSENBU (Artwork) 3.98 .90 4N
drydnwaluaziones (Symbol & Text) 4.23 86 11N
endnwaliawezsaiviauls (Unique) 4.39 71 110
59U 4.13 83 110 (Fusu 1)
Uaduaugunsalngluiny (Contents)
ANULIUIIMUNUYBITER (Material) 4.01 92 1N
ngUTardduvedgunsnl (Size &

3.94; .83 un
Color)
gunsaliasuneluiny (Accessories) 3.56 1.04 hy
susuumsldanunazasiiusnui

3.98 94 1N
wingad (Usage & Storage)
574 3.87 .90 110 (Fusu 4)

N

UademunaansNAInKiaaInnsiauLnu (Expected results from playing games

ANaynawulusynIauny

4.84 37 1niian
(Fun/Enjoyable)
Uszaumsainisiaufiuansnsanniny sy

a.22 .80 1N
(New Experience)
WasilgannnisaunaluldluTinusesaiu

. 2.75 1.39 Urunang

19 (Use in Daily Life)
74 3.94 78 110 (BUAU 3)

PnasuMTegiladeninadenisideniaununseaiuvesnguilinunesldanung
& ! o A 1 1% o v < v v ~ A v Y 3 a 6
nszautiunud Yadenndudmunglviauddadududunis Ae Jadesussruseneudad
(Arts Composition) (X = 4.13, S.D. = .83) dusivdes Ao Jaduaussalsznauneluny (Game

Elements) (X = 3.96, S.D. = .88) 5898941 D UATYATUNAANS T ATANTIDINNITLE ULAY
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(Expected results from playing games) (X = 3.96, S.D. = .88) uazUadusugunsalnieluny

(Contents) (X = 4.13,S.D. = .83) AUA1AU WATUBNULBIINUITEN NA1I LU 1A ULAD

gafifladedu q Ndwadensldnununseaiureingudivang ag1u9u 51A1Y0NUNTEAT

|
¥ a =)

(Price) N15aaL@a3un15nain (Marketing or Promotions) %3 et 48 nSnan1d eosulayl
(Influencers) Tun1swuziinunsza Wusy

Funousesn §ifeldhaufesnmsvesiuilan (What) fldannisinmeinadnsan
wuvasuasswUatdutervualuniswauindnsue (How) il et dermuaudasdoun
Jinszdanuduiusdsfunazdumaidmuienianaiia (Technical Correlation) Y aUAALE

1P8a1UN50AMUADBNNILATIINLR 16 U9 Tea1unsalUsnasanunIun1selaen gl

AN5199 4.6 VONUUAUNISHAINT (How) kaeian19lun1soanwuy

$ . NS % Aansluns
ANABINITVRIHUILAA (What) Tomvualunsiaw (How)
D9NLUY
p9nLUUBIAUTENB UMY o vosnuly
Unique ' Aa v ¢
wansanilegluramain
gonuwuulvidiauaiunsaidnladeing 9 la
Symbol & Text AA, O
Arts ag1taLaU
Composition panuuulllddualeui ofeganlny
Artwork | @)
iaula
9ONUUUITDITIVBINNNTEAUEDAAA DY
Story & Theme K= (] '/ J
Auiieihunldoonuuununszaiu
Rule & gankuunfnIusenaltnuaanuliinunzeay "
Mechanisms AULTBITIIVOUNUNTEAIU

ONLUUSBIT YT BNalnuB AU N D EWLESY
Interactions E—T o O
Igauiiujduiussiuiuluseninauau

Game Difficult/Complex | sanuuunfinmienalnliauisausuiasy
Elements of Rule AU INVDLNULARIUAIIUAINNTOVDIELEY O
ponuuunalnveunulidnisldmamsetade
Catch-up Features ad'umﬁmLﬁaﬂh811)7@61'14%5@%1’17@8%@ O

A11150910ANULAYIU

Playing Time MuuaszhalugenndosiugUluuYeny NV
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., Y . . . Aenslunis
AUABINTTTBIEUILAA (What) Porrualun1snaL (How)
99ALUY
. sankuunalnvesnulimuzauivay
Fun/Enjoyable . . - N
AOIN1TVDILUILAA
Expected PONLUUNALALALAINUIZNDUNEVD LN
New Experience . e e O
results from nszaulviuansenideyluriswain
playing Traedleniuas FULUUTBUNLIINWIANT0]

Use in Daily Life | Minfuasaiielvifiaugiunsaindsiilagin J
nsaunulUlylaase
@onldTan i a ULl ws MU umMNIz dy

Material . . N
AUNISLEeIU
2BNUUUTUAIULAZUNTAIVDILNUNTEATU

Usage & Storage # 25 ~~[cL O
Tiranunsaldanunazinuinwmlase

Component - =
PINKUUTUAILLAZUNTAVDINUNTEATY
Size & Color B N (Y O
Tflvuinuay ddunaiesiu
2ONKUUTUAIULALRUNTNVBANUNTE AT
Accessories \l/

disAsveganuaulagiay
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<00 <0< XUXUX@X®<

oyt G SR

A ..O
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@
OX@
@ )
OO OO..OOO @) @)
Ox0 OXOX@XO) OXO
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dewunlunndia (How

-
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R

o)
o
=
0|
0|
el
<
>
fe!
o
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>

o)

Tlapsfusenauysniny

ISR radoRmanimal s
eenmEnEum TN

danlinalndmibidunudimuannals

AW 4.4 Wnnenianaila (Technical Correlation) YaeUaMMUALUNTARIL (How) uiaze
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TUABUABNN HIFBYINNTTEANANRINUTNITEUALR1TENUTNY LilamrunsEAUAZLLL
ANUFUTUSveIRNABINTYRNUSIAA (What) wazdefmunlunsimuindasiue (How) e
WN3NTANEURUS (Relationships) FeuusseaumziuuaNduiusesnidu 4 seau Usenouly

v LYY

AY BUAULIN 9 AU AB AANUAUNUSLIN SUAUADY 3 AzLUW Ao JAuduiusuiunans
Suduan 1 azvwuu Ao danuduiusiies uazduduiia o nievesine fe liflaudumiug
nd191nd MnuasERuAzLuuANdNRus YA udeInsves Uil (What) waz
Formuslunmsiamindndug (How) afadu fiteldhasuuuiliunduuiemaniain
AUENAYTOITDNMUUANILUATIA (Technique Requirement Important) LazTHAS SR
Aldndngifunnudfuasanuduius (Priority Relationships) tneuwUseanifu 2 du léun
ﬂ'Wﬁémﬂ’ﬂmmﬁ’]ﬁ'gyeuaﬁaﬁ’mummqLwﬂﬁﬂamqiai (Absolute Technical Requirement
Important: Al) wazaruminasudRyvestod uanisnaialasiueuiiiou (Relative

[

Technique Requirement Important: Rl) @sanunsaiinsgiosnuifunisislamsi

M99 4.7 HANIIATUIUAIUNRNLNAINAIAYIODAIRUAINTATIA

Amin Al
No. YonuuAluNITRAILY (How) ANEFEY A EARY
auysad (AN W3suieu (RI)
PONLUUOIAUTENBUANY 9 BoatnuliuAneg
1 2. . | § 319.40 10.34%
NnifiegluunAidviniswagiomann
sonuuulvidlauaunsaitnladning q laegs
2 b 220.04 7.12%
TALau
3 | sonuuulilldduasnuiefsgarnuiaula 143.12 4.63%
PONLUULTDITVRLNUNTEAU TN AR DAY
O 149.32 4.83%
Womnthunldeeniuununszaiu
panuuunAnnionalnvewnuliunizaniu
5 4 289.74 9.38%
1509912UBUNNATTATUY
d' = A a v
PONLUVIIBIT VTN lNVBNUL A RAT LT
6 | . . o 175.02 5.66%
Ahauiiuduiussauiuluseninaau
a a o o N
panuuunAnInsanalnliaiunsalsuiudeu
7 ) o 153.18 4.96%
ANUEINVDLNULAIUANUANTOVDIELEY
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A1519% 4.7 (519)

thwtnenuddey | dwidnaasddey
No. Yoruualun1TWHUT (How) ) ) 4 )
duysnd (AN Wiguiigu (R)

8 | eonuuunalnveanulidinsldnmamietiadsdu 155.50 5.03%
anilerelididuiinzuuuiiosfignaiunsa
auAuduldvy

9 | AMmunsznalugenadaiusUkuuvaRny 149.27 4.83%

10 | eanwuunalnvesnuliimuigaufivaaiy 169.45 5.48%
ABINTVRIUILAR

11 | eonuuunabniaznInUsznauN18I8ILNY 295.56 9.57%
nsgeulyiuansnaaindiflegluiaanain

12 | SeouileniiarFUnuuTeANIINIANT0H 155.06 5.02%
Anduasadielididuannsatirdsilldainms
wunululalaass

13 | denlddaniifanuudausmuniumngasiy 124.05 4.01%
nslaenu

14 | senuuududiunozgunsnivennunszanily 137.63 4.46%
ansaldauuazsnusnulaag

15 | senuuududmuavaUnsnivenunsznulid 241.53 7.82%
YuUANaLFFuTaENY

16 | eonuuududiuuazgUnsaivannunTyATY 211.85 6.86%
anAsilefagaawalagiay

(% '
Ya v

MAI91MASIFUNTZVIUNITIAT IR nuALa T Y {I98liinadns i laf w3
NTEUIUNTUITINAUN AT I0UNI NN UNITORNLUUNT 0U1UAMAN (House of Quality:
HOQ) Fauanseonundugunwladed (Quiadulalunipuuan a1ARWIN A NIWN1STLATIZY

RHG)
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O
OX0
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O

saen

ISAIBIZ.‘; 5 “
49| 508 | a2

0e 3 2

£18(%)

AN 4.5 lNFNFINUNUNTEDNLULMI BT URANAIN (House of Quality: HOQ) vasladeiiiina

AoNTLERNLAUNLATEAUYBINUTLNA

MANLVINFINLRUNTBONLUUNTBUINAMAIN (House of Quality: HOQ) veslady
nilkasonsidenaunInTEALYeUslaa wnud1 Feivualunisian (How) Nilazuuusnn

I LY =

dududunila Iiun mseeniuvesdusznevveanaliunndrsainfifiogluunanuiseuas
ioanann (10.34%) dusvdel lawn sonuuunalnuazaIndsznoun1evenunIzauliangg
Nnfiflegluviowman (9.57%) uazduuan leun mssenuuundinvdonalnveansliivunzan
fulBedsBunNnTEAIY (9.38%)
PNMTIATIENTBYALUUAUNNNIINNGURUSINALAENITIATIERMEINATAN1TNTEANY
ii7fiidsAmun M OFD (Quality Function Deployment) uanuisnasulddn luniseanuuy
inunsEay oladuadmufifertunsundssetaveshda Covid-19 tu asdesoonuuuls
asdUsznevvatnunszauliiauwndInnunsEaudy 4 Tuviewnann uasdeseenwuy

nalnvesnulimunzaniuillamniuldluniseenuuuinunseaiuliuiniian twsid1min
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sonuuulviesAUsEnaUsg q veunuiianuadendeiuinunseauifegluiissnaiaunniiuly
orvilvidunalimnuthalasnnnefagyinlgldinunszauesnldemls
NnMsAnwHadnsldann1sAnwanunaIIiTIns AT gisisnseuuuAn
LEAGUE conceptual framework wazmsiiasizsisneimaiianisnszaneniiiiidenanin QFD
(Quality Function Deployment) tfuanunsaaguléin Tunsniseenuutinunsgany iledsady
mnufigafumsunsszuiavedhya Covid - 19 mslianud i sUuuumsduuaznaln
YpaLnd (Game play & Mechanic) LaTNITEBNLUULS 895 1IMAZEY (Story & Theme) waanuli
aonndestuiomanuifidesnslifiseuldidouiannmsldnununseaui Welfnunszad
sonuuvniimnuhadlafiedaasuusegslaligifouinnsidanslunsfouuasiininue
nsaudAn viemstuFduiusihunanalrveuniluszindldnu ielenmnsaussgidivane
vounumuIngUszasduasnsitefinsldesnediussdnsnw uaztsraunsaifldsuannisld

Nuluuszgnaldludinusginiulsagrainzanasly

4.1.3 WaNIIDNWUULUULNNNTTATY LINBLEINETINAININEITUNITUNS

S2UNAURIbISE Covid - 19

Pe. = N e 2 S S}
T LT e 4 ¢ ok 22 s

Design

unaanwuu

Content and pedagoey Teaching Learning
dayafeafivlifalaie-19 1) MIUNTTZUIA 1) rnggfeafiunisunsazua
2) onTeueaEnEE 2) Fellariumsanda

3) natlesfunsfiade
Narrative Storytelling Stary

wipnsaiAntulutsm umsszu rvesll suuuun ElEE el szuoaves S easufiea fun s1453nlusnanas

Tatdlein 19 La3HlAdR 19 unsszwaaslaSalaiac 9 fdintulung
Mechanics Dynamics Affect

1) Competitive 1) yEun S AnARanEs 1) anufifinafuntsunissuiauazitng

2) Card management 2) linsauudia Knsiuinanasindalisalain-19

3) Resource managernent 3) nafadiaanuinniasilung 2) rwzmsuiltamn

4) Take that

User Interface Interactivity Engagement

miaunzgUnsaitu 9 meluny $1) mavEidlAmsaummsninnnenass  uansuammsriumiaannenaaEe

2) paldnsauuie msliminuuovawmuasiogou

Technology - HERAMAINLNTEATUYRIATS / unanviaduaaulad

A 4.6 TunauluniseaniuUnUNTEAY WBlESas AL TNgiuNM LN sEuInTeslafa

Covid — 19 @UASDULUIAA DPE w89 Brian Winn
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ya o ¥

fidelshdeyailinnnsfnwiuuunsiseuifmeny (Game-based learning) d1v3u
A1390NLUULINNTEATY LW Bla3uad1anu A sadunsunsszuInvesiaa Covid - 19
filsinanluthedu inadradusiunuuPrototype) veanunszany Lieuai1snLSAsITUNS
unsszuiavedhiia Covid - 19 Sautsduneulunisadiafuuuy sunseunu@nues Brian Winn

(2008) aanidu 5 Tunau Usznauluaie

¥
a Ya o

4.1.3.1 muaamwummauﬁ (Learning layer) Tutuneuidisuldvnisdnwdem

Aeafunsunsszuiaveshia Covid = 19 ieaseinguszasdlunsBoudigldauaslsFeous
NNUNTEATY LABUUIINOUTLAIANITTEUI NN UYNT38U3VBIUGH (Bloom's Taxonomy)

v
a

Feanunsaasigieanudumisislesadl

M19199 4.8 NseTsninguivasdfidssutzlasuannisldanuinunseau Weasuainnug

WfuNISHNIsEUInvedlasa Covid — 19

GG WA NSNSl UIAN 1SS eusl
391 (Knowledge) anansoventeyaiugiumsunIsyuinvethisa Covid-19 ¢

150607 1UaZ 85 UIBIIUALD UATDINITUNS TTUINVO
1la (Comprehension) | la5a Covid-19 14U N1SLNTNTZAELT 0 @0 1UNLE 89 N9

Jasfusannisinge (Wudu

) anansaAnusineiunsunsszunedlisa Covid-19 7
Uszgnald (Application) ¥ : 7. ..
lannnnsldaununszanu luussynalalutingsle

a I3 a a v 3 a =
#111509LAT1E9 Lenuee WSsuliaudolnaase sauluiia

L3

WAL (Analysis)

AIPAZILAUAtUNSUNTSEUInvedlasa Covid - 19 1

¥

4.1.32 TuspNUUUMSIENIB (Storytelling layer) Iu%gumauﬁ{{ Julavinnig
genuuUSassmadiadessiiuane3uedn (Story board) LﬁaLLammslmsaiﬁl,ﬁmsuuﬂ']ﬂuiaﬂ
YOUNUNTLATUDDNUIATIA 9) Iﬂsjnfamwé’ﬂsuaqmmﬂ#’fﬁa;ﬂaﬁugmlﬁmﬁ’umqmiaiﬂmms'
55Unv0lI5a Covid -19 ‘1’7{LﬁmﬁumEﬂumﬂﬁﬁmmaamﬁmﬁummmizﬁﬁﬁm%ﬂuﬁmﬁ’ﬂ i
lmmﬂmam Feaun900SUIBRILA NS 83517 (Story board) GZNLL?{GNE]E]mJ’]LUU‘iUﬂ’]Wi G'ﬁf': (@

diaiulaluniAELn Artwork 289n8nTEATL)
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o [N
| 5 A

o =« = a ¥ v Y !
AN 4.7 Storyboard L393517UBLNUNTEAIU PNBLATUATNAMIUIINGINUNITUNITSUIN VD

1h%a Covid - 19

v
a Ya o

4.1.3.3 Fupenuuuisnisiau (Game play layer) iuﬁzi”jumauu;pwlﬁﬁmﬁ
fudunumuuumislunisesnuuuinunszmuiindniiludiedu Susuainmsdnwguuuuns
LBUYBUNUNTEAU TABENBINANANTANBITBNANISUNTT8UInveslasa Covid - 19 1udas
Foyaliagidunaln (Rule & Mechanisms) wosiny ey lgiSauldsuaaiannnisiauiny

nszauldegedivszansnimunniign Geauisediasizieanunduninelanad

ANANALEESATU 5 Ui L B
» nngiauitogdna 9

- .
L { aranuiusAsu 5 Wiy
1 -~ - o=

wiumieainnaanans 1 Tu %\
1™ ATK

Q- @--

. s = =i N oo
waundauuile 1 luiisguseu HIUTAUNUN

=

Vigjiauanau

AadelUTig

AUTDULWE

) wnAndalada

zfiansunsTzuIA i

FIT )
HIAUVIDEUY 9
) ]

AT 4.8 UNUNNTURBUNITIEU (Game play) Nuansniniwaznaln (Rule & Mechanisms)
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M13199 4.9 naln (Mechanisms) uazguiuun1siau (Game play) YonuNTEAIY WBLETUATI

AusNeItuNITUNIsEUInvedhisa Covid - 19

nalnvaeny (Mechanisms) suluuMsLau (Game play)

P2 £

dlaunnauaziengeudesiudnedddlvfnienazety son

Y 9

Competitive Game o Y
LUuﬂuZ‘!ﬂVﬂEJ‘ZJENLmJ

Tunsagsau JlauynAuleieamdun1snanneanas 1 lu wag
Push you luck WalinnsunsiweRiauiiegd q diaudnlioasdemantsn 2

P ! | a PN o q v
@Jﬂ LW'EJQ'J'TVTU']LG]']‘VI@@ﬂlI']ﬂJﬂquqﬂwaﬂ‘ﬂgﬂqlﬁiaﬂiwll

Take that ldnavuileivetesiunuiemiondunwndiauaudu

#§991nv8NUUUTEUUNAlAYaLnUNsEAUEsF uudd adeldvinisadisdunuy
(Prototype) YaunaNsEATL WBLEs NS 1IANsIAgINUNSWNISEUIAvetlaifa Covid - 19 lag
Tdamdnsaguanldlunisesnuuuseniuunisuaaiiu (User Interface) wartlunisvagsy

seuunalnveanunseauiung i manedldnununssaunlidanufeatesiunuide ¥

(%
=1

aunsnazunananuilan

AT 4.9 NISNAFOUA ULUU (Prototype) UBUNUNTEATU Ll BlaTuas19A1us 1A 83y

NSUNSSEUInYeelasa Covid — 19

(1) sUnuunsiau (Game play) vasnuausadlaladny windniuagnaln
(Rule & Mechanisms) UNa@uvpnudtliganadasiuiuilloninIsunsszuInvedlasa Covid -
19 NI sazdeanseonuunin e1vsfeaiiunalnitlisasisufdunusiuluseninanisldu

A e vy 1w ) a X a
diaRpalviriaudsnsaulasnuinauluan



81

(2) \ilomnisundszuiavedlada Covid - 19 fiFesnsligldanldizousainnis
Tuwnunszauiuiidomiinniuly esufuldsundetidemuisdiueenly wevhliian
aaulaluseinensldauiisannu

(3) AseEnuUUNTTINLazesrUsznouse q melundldaenndesiuiionmnis
unsszUInUadlasa Covid - 19 Lﬁaﬂhﬂﬁ@dmﬁﬂaLLasmmiaLéumﬂé’dwmn%u

Tneif3doldindoiauouus lasuunldlunisusulssiuuuy (Prototype)
nuNsEa wazilunaaau aunAnuaznaln (Rule & Mechanisms) 18dununTEAUADaNwUY
wntuflensaenadesiuidemuantmnensFeus fuanseenundugnmldssd

4.1.34 tuponuuulssaunsaidld (User Experience layer) Tun1seonuuunis
1491 (User Interface) fultuy (Prototype) 98310NNTZAIY LﬁaLa%ma%ammilﬁmﬁ’ummwi
szu1nvedlasa Covid - 19 Tnef3deldysluiinisesnuuuamusenautazesniuunsinIng
23AUTZNOUVRITIETLBEARNY 91U Fonda dudnval AnuaLTouazIesUNBTRINIA
dodeaslifiaudlatomegmelunuarduaialiininunszaiufenuaulafisniy

£%
v A

FawanseanuUugunmladsil

A2 A3 A4 AS

AN 4.10 2314 (Idea Sketch) vasnianldluinunseau Weasuasienuineliunis

LNSSEUINUBILISA Covid — 19
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eiiulddn A9 (Idea Sketch) vasnisanldluinunszau vesnsafildluny
ns¥AU ieLEsuas 19N AeITuNIsUNs sEUInvedlafa Covid - 19 Hu gnaanuuuslvdl

AUARRAdITULMANIsalns oA INULLlA LTINS FsanunsantalsEanueINISRBeni

[ '

a

Taviavan 4 Usenn wuseonunlanadl (auAuiulalun1anuln 9 Artwork Uaanunseniy)

Y

v,
4
4
4
\ e
-

\donidlh 1 nulmbta tu

/ / |
Ao = o168y M\ rua: 1 5 oG
23000 B <o bunmiodiunsudmoman

AN 4.11 Miadszanee o ndegluinunizaiu lialasuasen N NeIiunIsunssEUIn

¥99175@ Covid = 19

(1) miaUszinnusn Ae n1induns vive miavanisal lWuniaidiass
RN idudssentsindenionisunissuiavesiada Covid — 19 defidunla
niuldnifauszinniannoinas asdesuansnifalutiul i idunnauguasynadnsa
Mesuiefiszyliuunide seehau dedidu A vduldnia “senluiiertheusn” 91nneanans

e A azaeananan1iaillvigiauynaug uazlasunaansaudeSuienssylivunse fie “glau

Y

D eXe

a A = Y 1A oy = v v v D Yo ]
Mgulamsnluliuazdiauiegdna q Eaunegniwiudiewagiurnuesiiay A) alasu ln
UANNELS ALAY 1 8 vaeanuy diaunnduldniialull agdomengnien 2 gn drvnusuuy
wilwsiinesladrmdesnit 9 uiy dlauivgulanialuliazasahmialuiinduidinesnansuag
U yy . W Y 1 ‘NI U I « U ‘NI ”
dunaanandinil” wasidduaulalasulniaumiudeuasy 5 8u awnangidy “naudes” was
ABAINIINEUNISA “HanTI ATK” TuuLaAT8INeInNIsANANSIY BNTIIADUIINULBIRAALYD
Ta¥a Covid - 19 w3eli 1 Ty
(2) nmiaUszniiaes fe n1sndmdes nie mianduwnas Wunised

Tdlumsnauunaegliaudulidemiu “nsamnnisal” INneenans Wieuganinuuilevasiau

= 4

Autiy 9 ulurewnues degradu “lWiaudnudmse” NeSuiessylii “dendiauniaau

Aoagun1saanNnenan 2 lu” 38msld fe fau Aldnise “luhaudnudvse” lddiau B

£
al

Y L 1 s o o Y v v a s
ﬂ'ﬁ/ﬁﬂ@lLau'lllllﬂqiﬂWIﬁUﬂqsﬁ@Qﬂuwam@\ﬁﬂqiﬂu'l@ Q‘JJLau B ¢ 9318 UNITAIINNDINATY 2 IU
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TnensavBunisaainnesnansdudunaifislonialumsudy “minmgnisal” Ssdudasuns
IsulmAuadssauiaimuauagsilifidu 8 naneidu “nquidess” 1o

(3) n$aUssaniian Ao n1$adtndu viie ndadestu Wunsaiflily
nstestunuiesannareInsvduniia “minmnnisal” vieannnaves “nianduuds” vos

=

Fou Jsanunsoldlugisneu lusewing viendwmdunisails Juegiuauanaunsavesnisaluliu

Y
£

q fegratu n1se “wrnineunde” fesuisliin “Aamsaluiiftedestu “msamnnisal”
y3o “nifanduunde” I¢ 1 ade” 38nslE Ao fiau Al¥ndn wauld “n1damgnisal” an
nesnans wdiinida “wihmneusie” eguutte fidu A aunsafiandslutianuuiieietestu
wavas “nmiiamanisal” lutuld Tasdididu A agldldsunavos “nmimmmnisal” Tudu uazth
“miamanisal” waenda “uihninewiiy” amoseiui

(@) wazniiaUsziomanying Wundedis vie mianansaa Wunded
fanuuandnsarnnisari 3 Vssamiinarililudrsiu Tnedl “minnansaa” agligninluseg
Tunesnans wiargnuenssnsiiunesniindng 4 wnu dmnddiduailaiineumiudssasy
5 §u flauauiiuasiemBy “nsanans1a” Tutuaeuesnesnisaiioun 11U wegldsunadng

mufszylivunise Fail 2 wuu laun 1) “ldfade” dlaunmulanisaluiazliiilniduning

Y i a a

Aosiifiogimuaniunssnarauasdunusold uas 2) “Faidi” fauiivduldniialuiasiosdis
minuuiienamiauareananinuly swdsihnisunsiteufiduiogdte q selu

4.1.3.5 Funeunisidenidinalulad (Technology) H3dulavinsnanduwuy
(Prototype) 04015 1l ola3HaT19AU5IABITUNTUNS SEUaesasa Covid - 19
penuliud sussnumuragvuuumsldaunagnisiivineadwanzay dsaunsaesuie

AuUsEnauvsInNuNsEAUeanNINlasenNseaelul

IR LA

AdoMstau

AN 4.12 ULy (Prototype) Y8NNNTEAY WTBLETHATNANUTNEITUNTUNTTEUIR

299015a Covid - 19
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A135199 4.10 Taquazinaluladildlunisudainunseau welasuasiannuineafunis

LNSIEUIAUBINISE Covid — 19

MNHARNN N

w9 / Tanly

YA (NI x 817 x §9) : 138 (B3l.)
FIUNA89 : 10.5 x 16.5 x 4 9.

{Naea : 11 x 17 x 3.8 9.

Yan @14 : nsgA1wndos (Box Board) n3e
ails (Rigid Paper) Au%WY 3 Uy, / ATeAY
915 (Art Paper) kUUiiU 260 unsu (ndau

A28 AT hay UV huuLan)

YU (A9 X 812) : W ()

1150 : 6.35 x 8.8 .

Fanild : nsga1uen$M (At Papen) uuusiu
260 uN3N (lAABUAY aNTLUA Lay UV LUy

197)

YUIA (M09 X §173) : NI (T4,
159 : 10 x 30 @31,
JanAld : n5zAIwesN (Art Paper) wuusiu

190 unsu

TnAuneluwny

1A (N1 x 817) WU (F3.)
A15M : 5 x5 @,
an 7Ly : nsza1wUaus (Bond Paper) 260

= ¥ a
LNTYU (LADUAIY ANLLUA Wag UV Lhuukdn)
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Funousionn {ideldihduuuy (Prototype) voainunszaty isladuaieanufiieaty
NITUNT52UIAU091I5d Covid — 19 UITLATIZRUALATNUATEA UAZULUUAIIUEIA QYUDI
daudszgnaumeluinunsganu fensinszidemadanisnszatentiiidananim QFD
(Quality Function Deployment) snadanils I@8168’?1'wﬁmﬁﬂmmﬁflﬁzgmm%’aﬁmuw'mLwﬂﬁﬂ
laulSuuLeu (Relative Technique Requirement Important: RI) U89t 1%u18n19inaila
(Technical Correlation) WagAguuunmdIRLSAfmualaefiaids 1lensinaeuinduuszney
Tadanuddysonisiaiuasienuiiisadumsunsszuinvedasa Covid - 19 1ndig
FauansenuiunsaunindaununITesnLUUKS ot IuANA M (House of Quality: HOQ)

1oRal (uinalalunaruIn MARLIN A NINNTIATIERTYE)

annsensuvsununeay Wawluaihaanud
Wienfumsusszunrvashiia Covid - 19
1 2 3 a
=
= =
x - ped & E S
mylAsEARsmALe OFD AT 2 ok 3 | 8
. RE | Emins | M| 3
FEN AN
E b ) £
2 k3 E =
=l i
= £
1 | senuvuasfUsENouR| 9 vesnuiuaner iy lniswne 10:34 9 9 9 3 9
2 " senuuulididuanansoriilsdiing q ldoehlimou 7.12 9 ] L] 3 9
5 | emnuuliiddume nudieganauninmnds 163 9 9 9 9 9
a | sonuuid smmenaunszrmilimenagaafu eyl e nutuuminEATY 483 9 9 9
5 {eonuvuninvianalmpunilbiveaiuEermy 9.38 9 9 3 1
T | ¢ |oenuvudaamd Al il i 5.66 9 1 1 1
é 7 | sonkiuni Sunlfoummuonvenmilimwanvainsovesidy 49 9 ¥ 1 1
. T W PO o S T2 3 1as
g[8 sanuuunalnvasnibiiimslimaiadeduduinniiedaligiauiiraunaisefiaransomuaduliviy | 503 9 1 9 1 ‘
= . X T
2 |9 | imssuaiivasssacasiuguuuusean 483 1 1 1 3
&
£ | 10 | sonwuunalnesmibivenzauionmiainsvaeuilnn 5.8 9 3 9 1
g 0 iE 2
@ | 11 ] senuuunalnuar Wl se e UTaanunTERULLA IR a8 Y uvDIRaNA 957 9 3 3 9
12 | fweaiawuasgiuuvvennusmmmmsaitieTustuiebifsuaarsoddsllavinmasunulifldde [ 5.02 9 1 1 9
13 | RonliTanpdinuudusmmummumnsauiunsliog 401 9 9 9 9 9
- &
14 | sanuwdudnmnsgunsavoaununsambiannnlfruanduinunlaig 4.46 9 9 9 3 9 §
: P
5 | sankuvIudasgUnsaimonnunserlilimrALar i Tiaa 782 9 9 9 3 9 &
T3 3 T —— = =
16 | sanuuuRuduasgUn IR umuTIsmL R oA mmen waulediay 686 1 1
AIDNBMA | 34542 | B06.48 | 56558 | 42733 | 56520 | 2,710.01
fovawaund | 1275 | 2076 || 2087 1577 |420.85 100.00

1 & 3

AN 4.13 A151UUNTNF IR UNITEBARUUNT 8UUAMAIN (House of Quality: HOQ)
vasdulsznouladinnudidgysenisialuaiiennuiinedatun1sunsseu1nves
1a¥a Covid - 19

1INANTIUUNTNGINIUNUNITODNUUUNTBUIUANAIN (House of Quality: HOQ) Vs
drudsznaulaiianudrfyranisiaiuasiennusineanunisunsseuinvedhisa Covid - 19

Yunun drulseneunilavwunsnnidududunis Taun n1sasng q aeluny (29.76%) dusiv
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a4 laun Amunneng 9 agluinu (20.87%) duduanu leun adenisldaiu (20.85%) sesadn
oA gnwi (13.72) uag Us3eiae (11.81%) anuanau
MM UTENOUTRININTEM UM T TERiemaTian1snsza1e v
L9A0NIN QFD (Quality Function Deployment) au13aa3uladn n1sasne 9 aneluiny
(29.76%) Wududsznevddgiitioaiuaiunrudiferdunsunissuinvedha Covid - 19
\dosainamuszneuuazMsnysiieguumiaimiiidudinanslumsuenidiessnvie
NAEWSENT 1 HunmUsznaulasfesuneilegunesiusenoutiu « Biesdusznaunegnldin
THamuannils Sedsmaliifnenuidnidmsnuazaiennuaynauiluszrinaaunali
Ny
TAENE 9N LTNAISHEAAULUU (Prototype) 109LALNTEAT Wi oLa3 uads
Ardifeafunisunsszuianedhada Covid - 19 laSaudatu §3deldhiuuun (Prototype) 7
auysaiudluldlunmsnaaeuiunguitvane Aidmunl ez madnéilsniinziuazasuna

4‘ - d‘ 1 U 1
WentaeNdwaseluInislunisesnuuuninsea v anne U

a ¢ @ & 1% = a v ¥ o o
4.2 wamsfsmiﬁzv:waaqusmﬂ%mumuﬂszmu LW@LﬂiNﬁi”l\‘lﬂ’J’]ﬁngﬁl’JﬂU
1754 Covid-19

NoWTHALUNTNAZBUAULUL (Prototype) LnUNTEATY LialESHas19AININIAUATS
w3 szUInvetlasa Covid - 19 Wy H3delavinsimuatuseulunisidelasldnszuiums
n3gAuUNITITeUS (Nine Events of Instruction) 484 Gagne (1985) & 461111303LAT 12V BONNN

Iomail

A15199 4.11 TUABUNIINARBIVBUANNTEAIU LN BLATUATIIAINI LN EINUAITUNTTEUIA

¥99k5d Covid = 19

Sdutumeu wnnsaiftasistulutumeui
EARRLPRHEIE yeRgapUnIMAgIiUALSIug AT TUN U STUR e
(Gain Attention) 1a%a Covid - 19 ilenszduauaulavesnguitiming
vaningusseasA vaninguszasavesnisnaassiiiung udmanensiu

(Specify Objective) Lﬁ'mﬁuwaé’wéﬁ;ﬁ Sedeanisldannisnnaosnsedl
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ANRUTUNDU

wiansainziaTulutunoull

NUNIUAUSLA

(Activate Prior Knowledge)

inquidmsngviuuunageunsunsidnuieinaug

wugAgItuNMswnsszuInvedhida Covid - 19

FUULUUINNSTITEUS

(Guide Learning)

a = Y a ¢ al ' v
E)ﬁ‘U']EJLﬂEJ'JﬂUﬂaﬂ@]fﬂLLa3QUﬂimmIﬂUﬂqiLaULﬂﬂJﬂizﬂqiﬂﬁ

nauidmanglansiy

N3LAUNTNOUAUBIUNLILU

(Elicit Response)

Winqudvanglaneasddanununseaiu iiaasuasia

va o

Ausiigiuntsunssruinvestia Covid - 19 lneg3ded

v o

wihngevdaneiunisidaununseauvengudming

Iideyadaunau

(Provide Feedback)

va o

ARdginnsdunauazantuiinnsnavauesiingulusening

nsldnununszatuvengutming

NaFeUAIL3

(Assess Performance)

WnquidmgvinuuunageutiiodnausiugunglIfiunis

WNIIEUIAVDITE Covid — 19 MaINTITUNUNTLAUY

aguuaznlUly

(Review and Transfer)

Ya v

Aidpvimsdunwalngudwsnguaslvviuvuyssdiuiio

v

Tayanlnluulsnanazasunaiilsainnisiden sl

ATV TURBUNTNAGRUTRRNINTEATLTL d1130a3ULeT lunsneasuals

'
a

SuduMsegaUMIENITNAReseIng 9 W dunquidmineneu tieadsanuduiaeuayldlv

N

a o

FWeanusaiutoyanisvadeulaiiedu uazdesesuemsldnuvesnunszaiulaglasessea

e

= I3 aa ¢l v Vo
avldunveINuaIN PAUsTAIAvan F5n1swau aunsaimlgnsluny g tnglunimeaey

(%
a v a £4

U 2 ~ Qo 1 A Y 1 Aa | I v PN ~ 1 Y Y
UUHT ‘EJ@J'WL!'WI@@EJZ‘NLﬂﬁlLLﬁ%GU'JEJLM@@QL@UVINﬂ@ﬂWIUi%ﬂDNLaumﬂimﬂﬂqﬂWQQ el

Y

wuAasguslunsaunuaz seulaegiiusEanS g

4.2.1 wadwsnlaannisidTeuiigudseaniamaiuadiuiadnudnla

WNYINUNITNITZUINYBILSElA%0 — 19

v v

Tudupeudl (338199INN15a519A3 9L RUUNAABUN T DI LA BINUNITWINI TEUINVD

Y

1753 Covid — 19 977U 10 99 99NUIWALUILUUNAARUN A5 19U UlUAIEaUAINUADAAA B

a

senineteAnuiuingUseadn (Index of Item Objective Congruence (I00)) NUKNTIAMA

9

Y

TnginuaAIAUABInse (Validity) vestomaiuiaiunsaldlalifisas 1.00 - 0.50 lndide?

FUT9VNA 10 U8 warlifvemanuaeawn by
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v {338lmi wuunaaeuiveinauianudilafgliumsunsseuinveslisa
Covid - 19 umagaULNonIAULBNY (Reliability) Aungusisgnei lidauieitesdungy

Mog19v013Te taud dnfnwinimasdnweglunueaimansanaivnisy a1vasAmEansnis

[%
o

panukuy antumaluladnszounadngammsainnssds Tuln 2 91w 54 Au LienAn
duUszdnsuaan (O - Coefficient) Megnsn1smiAIAUWeTuYeIATaudn (Cronbarch) A

[

A1 Ol Cronbarch > 0.7 #9a1u15aUsuananunlaeail

A19199 4.12 Han13r1Aiesiy (Reliability) voduuunagautivoinni1us Audla

LPINUNISENISEUIRYRIlISa Covid - 19 (n = 54)

Wieiemvesteaay F1UIUTD oL Cronbarch
1. Yoyaveshi¥a Covid - 19 3 U8 0.752
2. Yeyaveamsunsszuinvestata Covid - 19 598 0.737
3. 3n1steanunsunssruInveslisa Covid — 19 2 9o 0.863
3231 10 U9 0.715

NnmTenAnEdesiu (Reliability) vosuvunageuiiiotaruamdlafsatuns
undszunamathi¥a Covid - 19 dumuin Fafmumesuuumagouiian o Cronbarch < 0.7 faiiu
fofawioglusuuneaeviiansmirluldlummasouemsamudlafefunsundssun
v032%a Covid - 19 Aunguihmnelunsideils

nanATivAIANNLTeIIY (Reliability) wasuuunaasuiioinnuiaLsamdle
Aeatunisunsszuinvedlifa Covid = 19 wiaudatu fATalfhuuunageunagduuuy
(Prototype) WNUNTZAUY Lﬁam%ma%fwmmi’lﬁ'mﬁmWiLLWi'iszuaﬂ’a%’a Covid - 19 Tunnaes
Tofunguidnediiuuald liun dnAnvamiagmaniniseeniuy angasmansgnamnssy
wazwalulad aonduneluladnszasmndndramumamsaianszds 1udi 3 lnedmdeniuy
121234 (Purposive Sampling) A1ngiAudiUszaun1salldauinunseaueg1atioy 1 ass Sruu
20 AUKARINHARNSNIVAdRUNBINT LT LA AN ITUNN AT e ewATANTIATIET

. = a ¢ I3 vo &
Paired Samples t-test Feanusaiasizsieanundunisialanadl
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A15199 4.13 wan1sileufisuanuineaukasndnsidaununseau iWealasuasenug

Aenfula$alain-19 (n = 20)

NAGNSAINNITLTIULNNNTEAIU AZLUULAL X S.D. t p (Sig)
naunsldaununszAIY 4.85 1.04
= ” 10 10.18 .00*
waINsIFUNUNTZATY 6.15 1.23

v
v aaa v

UNNENANTEAY (p) < .05 (df = 19)

v W

* SYAUNYYLANA

31NN153LAS18Y Paired Samples t-test é’hLLﬂiﬁ%VTﬂmwmauamgﬁgmﬁuwudﬂ
Anuiaudilavesngud mnevasldnuununsEau (X = 6.15, S.D. = 1.23) 11nnineu
TFauununseau (X = 4.85, S.D. = 1.04) wensneiusgaiiulads (¢ = 10.18, df = 19) way
Sig .00 @4 < .05 FetfuFsasuldan nguimneflFnununseniu Weiuaisausiieat
a¥a Covid-19 Hufimudamudilafeaiulada Covid-19 wdamslfnufiugeidu ogdidoes

APuneansNszeau .05

o

o ¢ @ ] o a [ v o
4.2.2 Naa‘Wﬁ‘Vla\‘llﬂﬂﬂq‘ﬁ,?jﬁ'\ul,ﬂllﬂiﬁﬂqu LW@LﬁiﬁJai'\\‘]ﬂ?qﬁJgLﬂf‘JQﬂ‘U

ASUNIsEUINVBLlaSd Covid - 19
lunisdangnasldaununszaiu alastasiauiingatunisuns ssuinveshiia
Covid - 19 Wy §33elavin1sdunauwuuildiusiu (Participation Observation) Tagtuen1s

[

9] & = a ¢ Yo
V]@ﬁ@Uﬂ’]{LGIN']u@EJﬂLUu 2 E‘ULLU‘U %ﬂa’lu’limme‘mmaaaﬂuﬂmmu

A 4.14 Msdanensldnununszau lielEsuaInNNINgIiuNTUNTIEUIR

284358 Covid — 19 wuuund (@) waziuvesulay (131)
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1. amnmsdananguimneluserinanisldanununszanu ewiuaiisauiiieai
n1sunsszuInvadhi¥a Covid - 19 JUwuuUn fumuinluraausnveanislday naudivang
drulngjazdidany enfiy “lusevilerfowierlsneverlsnds 77 “mialuddauanunse
ovls 77 “annsaldmialuilunisiauraeilidlu 22 warlussnirensldoudifoasdosnoy
weulviglduusiazauiinarsewhezlsinsluseuresmuies Wy “viuldnsndunmialil 2”7 wie
“aiaunineglsuuiiolny 27 vilvigunsalegna “Induindu” wiendnfitauiisonuuugn
aztaelumsldauly wineduldrunulusoudn 9 T dunuin vsseamealusgrinansldaud
ANuUANA9INTaULIneg iiulate ngudmmnedilngBudlasuuvunisldauveany
nszanuud shlmSuiimsufduiusinunisyaneveenderluseniunmsldnufuinnty wag
Bunsuanseanmsdnthvimmaianfnadledombuniinannenasduvuinuesd “Inidun
e’ asunuivue saieinisaoumesnindlefidunBuniianansia “Aade” uazies
sanannuly vinliussenidlusswinsnisiaulillauaynaunuduegiann waz nquiidmaneg
anunsaldanu “Tnautedu” viendmiasiissnndu wifingudmsuiseudisdddmnun

Y] R a

nszauiatnegUiu Wesnnautmngauiulireglaldaununszaudesinguidimving

Y

VA v @

Audu vldeiafinsnssesueniewouluszrismsldauegiaue

2. nmsdannnauidmnglusewinamsldnuinunszau etesuaiisanudiietu
nsunsszuInvestada Covid - 19 guuuueaulay Wunuin nquidavangdulvgasdand
HopuRetunAiniuSoguuuumsiauegting wu “dwduldmsa . aunsaldnnda . Jestuld
vy Wudu wiimanuAsifuanyannsavesmsaudazlufosnitnsldaulusuuiuuuna
idosannanunsaldmdswersnisafieguanuaiunsavesnisaunazluedld usinsldeau
“InAuiadu” viengfivaw ffsasgnasieunislieumiomdn uanidledulinunuluseudaly
funu nguthmneflldaununsgamilugiuuuesulaiiuivfdiustutiosningiduiildan
inunszanuluguuvuUnfogaiuldda udndunudn naudmnedldaununszauluguuuy
ooulatannsoldinalunmasutiosninutmneildnuninsgauluguiuuiuulnd Taoads
ISzevImNSlaUseseUUsTINA 12 - 15 11 Weifsunguidmneildaununszauluguuuy
Undfildatsesoutssanas 15 - 20 wndl iesnin nsléeuuuuesulatdansaldmdasing
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Mnmsdananisldauinunsgay ietaduairsaudifeadunsunsssuinvedhaia
Covid - 19 ﬁ'ﬁmmsaaqﬂlﬁdw \nunsEaUTIsduaiungu i mneRansAsungAns UL
nsldsusinuznisiseousi g enleadunalnveainunszaiuii senuuuunling udimune
Aamsviasing q aslunusnulvaulussuinansiey Saldudieindliinssmartuia
AuT g U Wieazauiulszaunisaliameyaaai oagUnanaziluldluseudaly
uazfimsufduiusyaneudiduaudufissnniunmszernarlunsldoununseay

wazarnmsdananslFaununszauia 2 sUuy duannsoagulidn nsldaung
nsgaulusuuuuUnAturisdsaiumsivfdumiusluseniansdunnniinisTdnulugiuoy

Yo a

saulatl ol msldnununszanuluguuuudninu duasulidawianisiujduius
HUNMTYAAY WazmMIkansesualiudniwsevimlussniuauliegwdase wilumanduiu
nsldanununszalusduvuesulatduuldsseziailunisidauseseutdasniinisidaung
nsgaulugluuudn® erndunsnz nsldausuuseuladiuausadwiganuasainlv
' 1 o & i (4 < o 1o v = v o= ¢
naulvangrIuiawg 9 tnegresiasi vililiandudewdenailunisdniivgu nsalves

nunszadeudunsidnulusduuulng

o ¢ ) ¢ ' g v
4.2.3 NaaWﬁ‘iﬂﬂﬂ'ﬁﬁ&Iﬂ'ﬁ?}mﬂE‘lSJL{]']'VIN']EJVIGL?IQTU?JENLﬂﬂlﬂi%ﬂ"lu

iakeRuai1eANiingatunIsUNssEUInYeslisa Covid - 19
M IFUAaliLnuYaInguImINgnaInldnunLnTEA1Y elEINAT19ANS
Aeatun1sungsyuInvedhsa Covid - 19 Ineinunsialin “M” WWungquéiegneiidunaye

“F \Jungudtegaiidumands “N” Wunqudiegreiinaaeulugduuuund “0” \ungu

[
Yo A

mogrannageulusUwuvesulal Fsaunsauusnasanunlanail
1. anusaniiaduluseninanisldaununsgaiu ialasuasanusineatunIsuns
szunvastlafa Covid - 19 Ingdayantsinnisdunivalaindunuvesnguitmangeenundsil
MN1 - “ladusauwsnil 11 TunaunsaukagaIuasansatislueging usnaiauny
i & a v a ] v & i Y a = Yy s
fo 9 U Asudilandnuaziaulaaulneanniu Tussnisdudesfanagnslunisdenldnisauu
fivagnaen msgmiausarluianuannsauazsuuuunisldlunsiediseanisugunisnain
newnanuansiueeniy”
MN2 - “nisauuiisudazluanunsatisaiiomadenniglunuladn Tuseuiuaziaunuy
a a I3 o A gy ¢ A oA v ¢ DA = v =
demduminannnesnatases q visliniiavuilemeaireselevivToundedidunudula o

anunsananuwasnisiaulareudnaainiane”
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GN1 - “lusenineausaunsn q Mau 3an 41 9 1nsaudazluiauaiuisaesls
wazazsodldnuludunzriotialuuvenny wineduseuse 9 WU Awedugalainagldnisadun
a A Y] = 1% & N A A ) P "

[u iedesiunues vialdnsadmass iienduunagaunaulu

31NNTFUNIBAIANS LUTENINNSTITNWNNNTEAY LitBLETHATI9ANNSAEIRUNIS
wnsszuInvedlifa Covid - 19 Hunudn ngudmunedulugagnenguianudilagliuy
nstaukasNatnvewny WeAunIsn1sMs onagnslunsldaununssauimuzauuas inli
puesaninsaussa it mnevesnuladedu Feelinguidmunvanunsassuiiasitlaiiiem
r . . X
Naeauwnsnaglununseaulaanniu

2. anuanalasunaenisldanumnunseau WewEsuasauAefuNsLNs ST UIn
v93135a Covid - 19 lagdayan Laa1nn1sdun1ualaindunuveng wd1muigesn

U dil
179198

MN3 - “sUnuuvaanuaanwuuEliaun nsavuiousagluannsandnuwnaanisiauls
| o ¢ PR v & & v v = % a1 a
Mdnisavuiisieasiussleviniownaegiauauduls LaznaulsnAniiauignesnanNinuaL
SN 9 A¥ABITOUIN WANBLE 1T q nnaulinifAaliunn iliiinidnsuinnduaaudnseu
Wiswndaluyauninagrurdnsay”

MO2 = “sULUUMISIAUYBNY 1B N15AFLAT NIstasulnAuAudss SIudsgUluY
NsuNsiwenasnndulanisanansin “Aae” Negluinuiy Taruadngafsiuimnnisali
Antuludinade iilusgrinssuidndrdademunsnegnglunindusgasunn Snvsdaiy
WUt antunsauAazsaudulan Mnlraiusadnauuaulndlanaienss”

MO3 - “3UlUUNSIANLAE MNUTENDUYBINTTA TAUUANA A UINNAUNALLEULDY
W nalnnslasulnruaudes viensunsweuu Wunalniawnsofgalidiaundsling
yuglunudeginasiaunuiiluseunaluuiniu”

PNsFUNwIANIEnlaTundnisldnuinunseaiu WelasuaienusineItuns
un3syu1nvedlafa Covid - 19 Wunuin nquidmmnedulvg¥ureusluuunisidulaznaln
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MN1 - “sUsuuradsnuaglnatu1sardnlasuwuunisensseuinvadbisalain-19 taa
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TaglanizatndeaunulaAunidalaNuLE o989 NUALAIEUNISANANSIALS “N1SARALTD”
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[
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waainnsunswellviauiioddns 9 dellosiulunen q duwmilsudvaniunisaiiiagulu
Uagtuluegaunn lidlaginhSaviaifisdeiuiresualm”

MN2 - “lapa1usneauals tnunseaA1udaankuuniniveunuulbafsutd19nsaiu
WRNIRNISWNSSEUIneslasaladin-19 uasinsawnnisalides (n13nduna) s o egnielu
nunsEAUtuEIsaeulesiumansallutIale viliisiidienuiusaziuuiianudeaunn
4% :’I aa U £ 1 dl ¥ a d’j 1 d’J ¥ dl 9
Wepruauy waraITIsNsdesiumnuesegls weliinuewndowazunsiolulviaudu

GN1 - “dasnugaeliidilannugin eadunisunsssuinveshisalain-19 undu
lngtanzniinlasalein-19 (Mindndes) danuauisolunsunsssuiamilouiulifalain-19
luginaseey”

ANTERUAINIINISIENUANNTEa Ul ddgleligldanudilaninugineatunisuns
szuInvathisa Covid - 19 Wnxnduvialiiunudr mslinuwnunssaiugigliiinlanug
N o ' Y] f o9 vy 1 A a ay v v
NefuNMsnsszuInvedhisa Covid - 19 wazamnsarvididuieulesdasig 4 ilaannsly
Nununszauliyssyndldludiingidleas

NN1TLATIE Yoy av b annnasduaitwalng mdvangs ldeununseaiy
tuanuseagulan nquilhunediulnglienumiudsnniyluiamadeatuin psldaung
nszany TewdaglunisiSeudideniagiiunmsunsssuinvedhiia Covid - 19 WiuaNNTu wagd

cs = ) 1% i I
aNuBNlaNarna U lFUNUNTEAUTTDNASS

4.3 WaN15AATILT0YaINN1TUTEUAIUNIND AR BAMAINYBILNANTEATY
W atasuas19a21u N 8anulaga Covid-19 waasudadedraydiniu

A1seanuuUNunsEauluaulan

4.3.1 Wan133LA1ENAIUN NalaN N aAuAINYBILNUNTEATY
LﬁaLa%&la"ifﬂeﬂm:u§Lﬁmﬁ’ummw%ixmmaa‘la%’a Covid - 19

lun1siasginnuiisnelanisenunmaesnunszau lialasuas19ANAeIRUNT
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uWnssEUInvetlasa Covid - 19 Uu {Idevinsimsienanade (X) wavdiudeauuninggiu
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A157199 4.14 Nan15ILATIETANUNINe AN TAaAMAINYBUNNNTEATU LN DLETUATI9ANT

WgINUNISENISEUIRYRIlaSa Covid — 19 (n = 20)

o . , L drudeauu FLAUAIIUNS
YDADNUANG Aaay (X)
1M5574 (S.D.) nol
Famaumuasrusznaumeluing (Game Elements)
sygznallunsauiinumuzauiu
v e . 4.25 55 N
Wemlaseudanniny
nonANTiTunauNsautaUaINITale
o 4.35 59 10
1edne
natnvesnuauisanseAuliiauliinue
5 p 4.35 75 1N
nsuideymuiieussaumneniglung
ausedearsiugiaudurunalanisiaule
, 4.45 76 1N
DY AN
PoAnmeInUsznoudal (Arts Composition)
MwUsENeuiiANNEenARBIi URBI 1IN §
N 4.50 83 wnniian
Wavuneluny
ANUsENaUNsIaTLBALATAAUNAE1Y
1 4.45 69 27N
Nafage
AnUsznavvesnuiiiondnwallaniysian
, 4.35 67 1N
waula
dydnuallazfiidnysiautnlauaIsn
o 4.15 59 10
wWlaladne
Jormnuaugunsainieluiny (Contents)
Yanldfianuudausswmunuminnzauiy
. 4.10 64 10
nslganu
gunsalfiduunmnganlunisiau 4.50 51 WINTan
gunsalfivuagusuasddunminzanly
) 4.30 66 1N
nslaeu
ansansidauaziuihwlaeeg
4.35 .67 un

GEAZEA
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A1519% 4.14 (s10)

.. , L drudeaiuu STAUAINN
LYDANDINFN 9| Aady (X)
1IMsgIU (S.D) nol

YOMIUATUNAANGTIAIANIIAINASIEULNN (Expected results from playing games)

2

4 =2 a a U lﬂ’l
NaUIANaUNLas wawnduluiullonmuay

4.10 71 bafal
syyuneluny
FrnulAUsEaUNISAINISEUNLANAI9DN
L, 4.15 75 17N
MIFEUTUULEY 9
sunudsasulvigldudasnmsuteya
L P 4.5 81 1
WAL e UL LB LANUINTL
FIUNRUA 432 28 11N

INANTIIATIRALRNelaNfoAMNINUBLNNNTEAIU LTBLESHATINANNSINLITY
nMsungseuInvedlhisa Covid - 19 vasnquidvuneionan 20 A il wAvie 18 AU wazine

gAY 2 AU NI naslvnedseAumnuianeladonnn Ny nUNTEAIY WelETHaIa

AusigItumsunsszuIavesthi¥a Covid - 19 amsiuegluseiuuin (X = 4.32, SD. = .28)

A a & [T & ' o A | ~ Sa ]
wariflefinrsandusededendunudn lnetadeiidwmadeninuiioelaifivanguuuneuin

=

fign Ao gunsalddnniuiwangaulunisiay (X = 4.50, S.D. = 51) waznmyusenauiianiiy

A9NAARINULSDIS1IMNATUNNETULNN (X = 4.50, S.D. = .83)

L o

4.3.2 wan133psaziasudadedidgydiniuniseeniuuinanszaiu

Tusuian

lumsliesziladeddgdmsunisesnwuuinunseaulusianiu fI3ulahdeyanle

o

a1 =~

nNsUTzuaNiawelanddonnnInueanunTEA1L WBlESHAT19AUIIAEITUNITLNS
[ . ) [ [ 6 v ) 1 4 Y & Y [

53U1nv09l5d Covid - 19 uninusdaansalaaiarvestematuusazts Iiludndsdunn

(Observed Variable) Winliaiuisadsnnununewazidanudtaluluianiafeniy wazagnin

TunsuUsnan193tAs18199AUTENaULT 11929 (Exploratory Factor Analysis: EFA) ladinlau

' v
a =]

897U F9aU150UsHananunlaeall
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A13197 4.15 dydnwalitarvesiailsdang (Observed Variable) vostomau

No. fkUsdans (Observed Variable) va3va@A1013

Al | szegianlumsiaulianuansanduilenlaiseudainng

A2 | ngnaniiiduneunisiaudauainsadilalade

A3 | nalnveunuanmnsansedulidiauldinuwenisuidyniieussadmunenieluny

Ad | awnsedeansiuglduduiiunalnmsduldegraningay

v A

B1 AMNUsEnauUlANUannAaeiuUEe95 1IN A el LLNL

B2 MNUsEnaUilsgaseunlayaduNaIgNifnge

B3 AnUsEnauvaLnuilendnwallanizimnuiaula

o v L4

B4 | danwalnagiisnusiipnudaauanansantalade

@ Ql'

Cl | Jaqdlddanundassmumumneanfunslde

C2 | gunsaididununmanzaulunisiauy

C3 | eunsaliivwngusnuasddunuanzaulunisidam

ca A13150N1s g NukaziuS N ldag19dzAIN

1 Ve

D1 | nidnaunuasindumauluiuilomuasseuunmeluing

D2 | snulviusraun1sain1sIAUNLANF19 NN EUIUUUDY

D3 | MminuduaSulvgiduesnisnsuteyaiinuiieanuiiloniveanuuinu

o
v Ya o v

Junaudeu {ITeAuUTAUNRA (Observed Variable) 7lan nunadydnualiiiavraiwad an
AAEAMEmATANTIATIZBIAUIENaUNE1913 (Exploratory Factor Analysis: EFA) Lty

Tadeddgiolunisaguuwimedmsunisesnsuuinunszauluauiag

A15199 4.16 NAN153LATIZV AN Kaiser-Meyer-Olkin Measure of Sampling Adequacy Wae

Bartlett’s Test of Sphericity (KMO and Bartlett’s Test of Sphericity) (n = 15)

KMO and Bartlett’s Test of Sphericity

Kaiser-Meyer-Olkin Measure of Sampling Adequacy .380

Bartlett’s Test of Sphericity | Approx. Chi-Square 256.850
Df 105
Sig .000*
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INAITIITLATITW A 1 Kaiser-Meyer-Olkin Measure of Sampling Adequacy kag
Bartlett’s Test of Sphericity (KMO and Bartlett’s Test of Sphericity) uguwm'w A1 Kaiser-
Meyer-Olkin (KMO) #1#fla1 < 0.5 Fsanunsaagulddn Tdauusdann (Observed Variable)
fiF i lddanunuizay lunsinszddismeaiinnsinseiesduseneuidsdism
(Exploratory Factor Analysis: EFA) §33834lavinn1snsiadeuiaznuinfiiudsdann (Observed
Variable) C4 “gnunsanisidauuanfiudnuldogsasain” sudusaudsildmnzan 5algvi

NIARAFILUT C4 9NLaz iNNITIATIZNLENATI Feaunsadtaszieanudun1salasadl

A15199 4.17 nan153sAsIZAn Kaiser-Meyer-Olkin Measure of Sampling Adequacy Wag
Bartlett’s Test of Sphericity (KMO and Bartlett’s Test of Sphericity) (n = 14)

KMO and Bartlett’s Test of Sphericity

Kaiser-Meyer-Olkin Measure of Sampling Adequacy 545
Bartlett’s Test of Sphericity | Approx. Chi-Square 207.528
Df 91
Sig .000%
*lpprdAynieana .05

1NAIINAILATIEYAT Kaiser-Meyer-Olkin Measure of Sampling Adequacy Lay
Bartlett’s Test of Sphericity (KMO and Bartlett’s Test of Sphericity) Y848 3wUsd 94 @
(Observed Variable) 711 14 §2 thumudn e Kaiser-Meyer-Olkin (KMO) = .545 iagA1 Bartlett’s
Test of Sphericity FadeUszunan1svsaifues Chi-Square = 207.528 wag Sig = .00 Fadl
Anuduiius fuegsidooyddgyn1eadaf 05 daduiagulidn fauusdanm (Observed
Variable) w1 14 #1 flduniudimnmmnsausazaiusailuiassiesdUseneuiddnsas
(Exploratory Factor Analysis: EFA) LﬁaﬁmsmﬁﬁwamdmﬁaLLiJiﬁﬁmﬁUﬁaﬁ’wmﬁaLmi

' a o2 o A g Y v = a ¢ I vo &
ﬂQUﬂqﬁjLﬂﬁqgﬁﬂQ{jﬂ‘ﬂﬁlLSU@NIUSUU@E]UﬂWvLUIQ Gljﬂa']lniﬂ']Lﬂﬁqgﬂaaﬂlnl,ﬂumqi'mlﬁﬁﬂu
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A191971 4.18 wan1331AT1294A7 Total Variance Explained: Method for Extraction (Principal

Component Analysis PCA) va382uUsdans (Observed Variable)

Rotation Sums of Squared | Extraction Sums of Squared
Initial Eigen Values
Loading Loading
No.*
% of |Cumulative % of |Cumulative % of |Cumulative
Total Total Total
Variance % Variance % Variance %

1 5.242 | 37.442 37.442 5.242 | 37.442 37.442 4558 | 32.561 32.561
2 2.997 | 21.404 58.846 2997 | 21.404 58.846 2.859 | 20.419 52.979
3 1.842 | 13.160 72.006 1.842 | 13.160 72.006 2.151 | 15.366 68.345
4 1.365 | 9.747 81.752 1.365 | 9.747 81.752 1.877 | 13.407 81.752
5 741 5.294 87.046

6 479 3.423 90.469

7 404 2.883 93.352

8 .282 2.014 95.366

9 281 2.009 97.374

10 .142 1.018 98.392

11 .100 716 99.109

12 071 504 99.613

13 .044 311 99.924

14 011 .076 100.000

* QAR IUTLATLAITISN 4.15

NAITNNITIATIEIAT Total Variance Explained: Method for Extraction (Principal

Component Analysis PCA) Wunui faudsdann (Observed Variable) @13nsadnvsinviite

° & v o o A v & ° o o Y]
ﬂ'TVT‘LJWL‘U‘lﬁjﬂﬂﬁ]ﬁqﬂQJJLWQI%LUULLUQWWQﬁWﬂﬁUﬂTﬁ'@@ﬂLLUULﬂﬂﬂi%ﬂquslu@uqﬂmlﬂﬂquju 4 U338

195 uneAuLUTUTIU (Extraction Sums of Squared Loading) l$esay 81.752 wasdan

dminvesunazdadeulsoendu Jadennilailan Eigen Values = 5.242 uay % of Variance =

37.442 Jaduiiaesian Eigen Values = 2.997 uaz % of Variance = 21.404 Jadadiauiien

Figen Values = 1.842 uag % of Variance = 13.160 way Jaduidiidn Eigen Values = 1.365

ae % of Variance = 9.74.4 %awmammmmaaaﬂmLﬂul,mumw Scree Plot NM153LAS1E%AN

Eigen Values U09@uUsNs 14 67 1ansdl
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Scree Plot

Eigenvalue
w

1 2 3 4 5 g8 7 8 9 10 i 12 12 14

Component Number

AWA 4.15 LNUATW Scree Plot N153LASIE%A Eigen Values 903uusiis 14 6

PALKUAIN Scree Plot N153LASI¥AN Eigen Values 9992 USHN 14 77 TUNUI

& 14

Ja3e9ie 4 fh Janumangalwazidunsiwanunsadusisewuiusgaliauduiusidudules

a0 Y A v A

7AaUY197 InnanseanludneusyaInsINAdaNaIadunws Jaden 1 aunsensny Jaded
Feanunsanangeanulanan g ol
Tupausioun {I38lavinnInTIaaeuN1sTUGRILUTIIAAISI (Component Matrix?) ¥8q

frulsdane (Observed Variable) 111 14 61 Feaunsaiiaszvesnuindunisnalasad

A15199 4.19 HANIINTIVADUNIIAVARILUIINAIT1 (Component Matrix?)

Component Matrix®

Component
No.*
1 2 5! a4

C2 911

B3 .820

A2 815

D3 787

B1 739

B2 728 571

D1 620
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A1519% 4.19 (s10)

Component Matrix®

Component

No.*

1 2 3 a4
Al -.620
A3 .800
Ad - 763
D2 .rd4a
C1 -.607 758
C3 -.664
B4 656

* AANMEYRIRILUTIAtUAITIM 4.15

INAITNNTATIVAOUNITIUANILUTIINAI1T19 (Component Matrix®) TuUnuUI1 FanUs

Y

#9.nm (Observed Variable) 919 14 Aa101503UANUDEINA LaLNB AR ILUSINUAANINITOIURA?

Y

[ A

fuiieimuadunvestadedrngieldduiuinsdmsumsesnuuuinunsyaulusuian
pgeluTEANS A Ntu J3T8TalavinsusuunudiAs 1Y (Rotate and interpret factors) fae
75713 Verimax lagfivualiiinisiansalianizaidintingasesausznauniia1annnii 0.10 Ju

U Feanunsadasevreanuinduniselanad

o a ¢ 13 ) ¢ Y a ¢
MN19199 4.20 Naﬂ'ﬁjLﬂi"lgﬂﬂ’]u’]MUﬂsUaﬂaﬂﬂUi%ﬂ@‘Uﬂq‘U‘V‘aﬂﬂ’]ﬂﬂ'ﬁ%lqlu%ﬂu’gLﬂi’]gv‘ (Rotate

and interpret factors) A1835013 Verimax

Rotated Component Matrix®

Component
No.* Communalities
1 2 3 qa
C2 .886 926
B3 179 753
A2 -778 811
D3 771 911
B1 747 .651
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A1519% 4.20 (s1)

Rotated Component Matrix®

Component
No.* Communalities
1 2 3 4

B2 734 639
D1 716 .843
Al 907 875
A3 .838 811
Ad 746 .840
D2 955 .956
C1 .892 926
C3 -.859 .806
B4 817 733

Eigen Values 5.242 2.997 1.842 1.365

% of Variance 37.442 21.404 13.160 9.74.4

Cumulative % 37.442 58.846 72.006 81.752

* ganUmneveLUTlalun1I e 4.15

mﬂmswmamﬁm'ﬁzﬁmﬁmﬁ'ﬂmmaﬁﬂsxﬂa‘umwé’qmﬂmimmmu%miwﬁ
(Rotate and interpret factors) #783511% Verimax Fumuin Faudsdans (Observed Variable)
e 14 6 aansasusfudi efvunsauauvesdadedn Teyd1usunIsanuuuULnunIzauly
auAn sanula 4 M Usznaulume

1. Yadedinis fifedn “Bessnuazninlszneu (Story & Theme)” fishudsdesianun
7 ¢ Uszneuludie C2 “guUnsaifidiuiufimmnzanlunisiau” B3 “amuszneuvesinudl
endnsaliamzifiniadla” A2 “agnfiniduneunsidudaauannsadilaldie ” 3 “oh
indasuliiduiosnsaudeyafinduiedudomvesnuainndu” B1 “nmdsenoud
mudenrdesiudosfiatunelung” B2 “amussnouiiseandonuardduiiarsaue
ihilsgn” way D1 “flausfnaunuasmdumaulufuionuarszuuneluing”

2. Uadeitaes $3091 “nalnveany (Mechanisms)” Sfaudstosravan 3 &1 Useneu

Luie AL “szesiianlunmsidulianumunzauduilemalaeusanning 7 A3 “nalnvasny
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anansanszdulsifiauldvinuensuidamidioussquimaneneluny” uay A4 “annsadeans
fudidudusiunalnnsiaulfegnamnyan”

3. Yadvitany St “Yanildluniawdn (Material)” Sfudsdosvimun 2 # Usenou
lughe D2 “inaliuszaunisalnsiauiiuandnaainmsiSeuduuudu 97 wag C1 “Yagildiin
wlanssnumumngauiunslda”

4. Yadeiid 3071 “n15¥mnsesduszneu (Composition)” dfudsdesmtamun 2 &
Usgnaulusng C3 “gunsaiflvuinguiuasdduiivinzanlunisldon” uay B4 “dydnuaiuay
mdnwiinNutauasalalag”

, ; {ladedi 2: nalnvaany
dadsi 1 : nsanwuuEaarsazailsznau

09 g .
‘O 9
\ \
\ A
\ 3

tadeil 3 : Taqiitdlunisedn

&

- oz
\ -

\
\\

@ e=¥*‘=5°,, O

Jagwd 4 : nzaRsesAUsznau

AN 4.16 WHUNNIUAUAIIRUSELNS (Observed Variable) 114 14 §7 1WA IUUATIUIU

'
o w A

vesadudragyieldifunuamsdmsunisesnuuuinunsyauluouian

JunausoNRIvelartadens 4 ¢ Alaainn1simsizviesausenou (Factor Analysis)

&

Wlesgaigmailanisiasiziannsenyas (Multiple regression Analysis) S UNASNS

Aauianalasenun nvaununsEau Weajuladedidydmsunisesniuununseaiuly

¥
v

DUNPATIU %ammiﬁﬁmeﬁaaﬂmﬁ]umml@]'mu
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[y

M13197 4.21 HAENENITIATIEviaNN1sanneenaM (Multiple regression Analysis) va1dade

dAydusunisesnuuununszaulusuiag

e TINTF B SE. | Beta t Sig
awitswelafiflienuanuesinunszay 4323 | 015 280.783 | .000
SossuaznnUszneu (Story & Theme) 224 016 | .795 | 14.169 .000
nalnveanu (Mechanisms) 123 016 438 7.810 .000
Fanillun1suan (Material) 098 | .016 | .347 | 6.187 | .000
NM159A989AUTENDU (Composition) 024 016 | .085 1.519 .149

R?=.953  SEE =.069 F = 75.583*

[y

* szautlpuzdAnNannvszeu .05

mﬂmswmﬁmiwﬁamaawmm (Multiple regression Analysis) 5uwud1 fulsdasy
i1 4 i a1nnsaeduiendtuiuwUIAINRswelaves usinaTl iden L nusunuNTEAY
(R Square: R @ ¥osay 95.3 laanuda Y948 15 0es1uaznImusznau (Story & Theme)
(B = .224, t = 14.169, Sig = .00) nalnvasinyd (Mechanisms) (B = .123, t = 7.810,
Sig = .00) 5’3@11’7f1§iﬂumsmﬁm (Material) (B = .098, t = 6.187, Sig = .00) finauduius ot
Tosgd1An19adfif .05 wANFUNUT1 N133A1909A UsEnay (Composition) (B = .024,
t = 1.519, Sig = .15) duldfiauunnsised e iveddny vlildaunsaddads nsvaans
0efUszROU (Composition) aniglunsfisnsanranisinssiils

Tneiflefiasanuusdasests 3/ nde dunuidulsidsnalunig fmuauwun
manseonuuuinunsgauluennlfnniigade 1309317uasa MUsENBY (Story & Theme)
(Beta = .795) S9498431A0 nalnvaainy (Mechanisms) (Beta =.438) uazianildlunswan
(Material) (Beta = .374) mugd1su Jsanunsadevsenunduaunisanaes (Multiple regression)

Loa st Y = 224, + 1234 + 098, + .024,, waza1u13atdsuanni1sazLuuuInsg1ulan gl

ZY = 795, + 438, + 374, + .085,
waziioiaaddnnsimseiauyigiuvesnisidaiivesaunisannaegnyan (Multiple
regression Analysis) 11iaugnAewseliiy §Id3glanmilaannisAuinaunisannse

wyAnd (Multiple regression Analysis) 113tA5189 Iaganunsawlsuaneninlasiail
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Histogram

Dependent Variable: finalall Normal P-P Plot of Regression Standardized Residual

Dependent Variable: finalall

Mean =1 16E-14
10 Stel. Dev. = 0.889
N=20

Frequency
Expected Cum Prob

-2 - a 1 2

Regression Standardized Residual Observed Cum Prob

v [

AA 4.17 nsluvisianinuRuuUsvestoya (Histogram) (18) WaghHUANAUFUTUS

WaduvesilUsdassuazAalusniu (Linear Relationship) (427)

NnAmNMLsiLansemiuLUsIRseya (Histogram) fimsnszanofwosdeyanslidy
N13n352918UUUNA (Normal Distribution) wazliifiauenveutunusnglunisinsiziannes
wyAnd (Multiple regression Analysis) Wa¥IINUNUNNANUANTUSIBUAUTR W ILUTBATELALF
wUsR3 (Linear Relationship) 11 fuUsasziazduusiuvosnisiinssinaneenyan
(Multiple regression Analysis) ﬁ?uL'%&Nf?f'gﬁ’mﬂmﬁumqﬁmmiaa'mfmwL{‘Jul,é’umaﬁmm 45

231 laund

Scatterplot

Dependent Variable: finalall

Regression Standardized Predicted Value

-2 -1 0 1 2

Regression Standardized Residual

Al 4.18 ununIALuUNIEANNSEANY (Scatter plot)
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LAZINUNUNTIAUUUNTEIANTEANY (Scatter plot) tunudn Fudsiidnumznszdansy
1l wasdivivdiusewaiududy lidunguiududou vibimuusdassuasiulsniy
YoswaIMTIATIEonaesnmaas (Multiple regression Analysis) tiiiarmduiustafuuas ity

INNTIATIE AN AFIUveINTIdaifvesauniIsanaeenyaa (Multiple regression
Analysis) #28010%a 3 A Fuannsaasulddn dudsdassuariulsniuweanisdinge
annoemyAal (Multiple regression Analysis) fil$lunisaguiaduddadniunisesnuuuing
nszaulusuian tuiinugnisaiunsosonsunaniTiiesizile

fatunnmsiasentideddydmiunsesnuuununszauluowan Suaunsoagy
1637 ArslianudAis ess1uaznInusgnou (Story & Theme) (Beta = .795) 1 undn
desnifutadeigniluldluniseenwuuainsanitauavesnunssau dan1sesniuy
Fossnuaznmusznevlidanumenuuazduiandnunl dutieduaialiinunseaiud
sonuuuaniimnutauls wazaaussnseduiiedsgaliuslaaidnanlassndn winazvaaes
Tinununsgaulduniu sesasn Ae nalneanu (Mechanisms) (Beta =438) finsoanuuy
nalnliferuaenadosiuilonviodesmonnafieanuuuly iieduasalsldnuidnian
LLazi’ﬁmwﬁmwﬁuNﬁ’U3&%5@%‘1‘1453%%@La'uLmJa&JNL‘ﬁuwai’mlé’uazmmmmiqLﬂmuwﬂu

AT ULARENMILIEEN LNS1EOINNabNVBLALTIANUTIIMIERLINTS o e AUl B1adINa b

'
¥

Austaainaulontiewasidnaulanasiauinunssautudniag wasladeganiendiAnlu

Y

N1998NkUUANNTEATY AD nistaenldTanildlunisuan (Material) (Beta = .374) illainy
wansannzanlunistday wsizdmin unseaufieantuuiidaiualsunsainalni

winzauudl winduidenidianlueanuuvugunsalveanunsyauldivangay e1avilviinns

=

Fryaviserdumeulianinsaldnuls uasdwaseniuiantunsldanuvesiuiinaliguiu

q
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A3UNaN15998 2AUTIENaNITIL AT YDLEUBLUE

lun1s@nwruuuunisieusaiewny (Game-based learning) &1mSun1seankUULNY
nszau iftaladuadieudiAeafunisundszuiaveshda Covid - 19 tu fATeldinisasna
NseAuTIENaLaTTBLELRLLEYDINITINY Usenaulume

5.1 a3unani1s13un15Any) Game-Based Learning #1m5UN1500NUUULANATEATU
Wietaiuasannuiifsrtunsunsseuinveshisa Covid - 19

5.2 afUTEHANTITEENITANY Game-Based Learning dm5UN1508NKUULNNNTEAY
Wieraiuadennuiiisatunisunsszuinveshisa Covid - 19

5.3 YaldAusunuy

5.1 @3Unan13338n15An¥1 Game-Based Learning §1%3UN1508NLUY

a a P v o o ' o .
LAUNITATU L‘Wi’]Lﬁ'iilﬁ'i']\‘]ﬂ'J"IﬁJELﬂEJ'JﬂUﬂ']ﬁLLWi'igU']ﬂ‘Uasﬂ'Jiﬂ Covid - 19

5.1.1 asaﬂwamsﬁnm%’aga Game-based Learning §19%5UN1599NLUULNUNTZATY
WiaiaRuadennuiifsaiunnsunsszunvesiaa Covid-19

3INNIsANYIYeya Game-based Leamning 31AN1SMUNIUUNAIILNIIVING AIENTT
1A LEAGUE conceptual framework 484 Tahir Lag Wang (2018) warn1sAnuyi1daya
NAnAIAL It uTayaaINgldununIEIuTIuIL 100 AY enATAN1INIZINY
wﬁwﬁﬁmmmw QFD (Quality Function Deployment) #U71 Tun1599nLuuLNNATEATY e
duasuanuiifnafunisundssuinvealada Covid - 19 mslimuddyiunisesnuuy aasli
AnudAgyAuNTERNKUUFULUUNNSIENRAENAlNYaRNY (Game play & Mechanic) Tiaanaaes
AUl 78 UNLNTEATY UAYERNLUULE IS 1ILALEY (Story & Theme) vaunulwiliondnwal
uansnsaniifoglusieanain uazaInMsERNLUUINLNTEAY WoduasunNSABIiUATUNS
szummathisa Covid - 19 wagilanevidiuusznaumemadanisnszaentihfiBsganim QFD
(Quality Function Deployment) assil 2 wui dauﬂisﬂauﬁﬁmﬁﬁdaaiuﬂﬂiLa%ua%’ﬁﬂﬂawmﬁ

Twngldaununsgaulauiniiga As n1saeng 9 aglunu (29.76%)
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5.1.2 agUnaduguinisldaununszau ieiiuadrsaruiiisadulada Covid-19

Mnmsmageunadndmslinununsza Weaduaiuanufifertulaia Covid-19
YRIUNANYIANVIATAIANTNITRONLUY AEATANERSaRA NTTURaAlulad aantunalulad
wzaeanduiiunmsatansets udd 3 $1uau 20 Au wudn ngudmneldauna
n3zau lelaluaiunrmiiAeaiulida Covid-19 fimdanudilafeaiulafa Covid-19 nds
mslfrufiugetu sgnaiifozddameadfissdu 05

uaganmsdananisallienununszau eaiuadrsanuifeadulaia Covid-19
wu31 ngudmanedinsasuidamadnssumeasfnuarensuallusgninanisldaululy
fimmaitu mudsdenansaufduiusiuiiduauduinumslifnunalalussrhadwnunssan
I¢oeaiisyAvsnam Bnvisarnntsdunisaifunungutihmneildoununszau oieduaths

v o [y o . 1 = < a a a [y 1 a1 I
Ausineiulata Covid-19 wui danuwugsuinluluiianiuseniuii inunseauildiue

[
a o

Tunsiseuiwazannsolinnuintianmaaunululdlugiaysediuldase Saviadalinauifu

Tanaznaulyununseauildn

5.1.3 ayUnanuiiswelaiifidenunwvadinunszay wetasussnsanuiineaiu
1234 Covid-19 wazagudadeafgdmsunsasnuuunanszaiuluauian

InmsUsziiunnufianelefididenan e ununszy Welesuaismnufifetuns
L3 52 UIAr0ala9a Covid =19 990 na' s avanegld viuinunsen1u s 20 Ay

[y |

wudn dsgduanuianeladenmuainyeununsyay ielasuasInusAgIfuNISNIsEUIn

vaala¥a Covid - 19 Amsaueglusesiuann (X = 4.32, S.D. = .28) Tnetlasefidsmanoniui

]
fa o =

wolvvasngudmuisuiniian tun gunsaiiduuimunzanlunisEy (X = 4.50, S.D. = .51)

waznInUsenaulinudanmapdtuspIsINaTuAgluny (X = 4.50, S.D. = .83)
A o o A i = & a ¢ s .
wazidlnitadendmasiomauianelanstunuiiiasnziesntsznau (Factor Analysis)
eimuadadedidglunisesnuuuiaziiuniingisiunuinadansinsisiannesngu
(Multiple regression Analysis) wu11 TunisesnuuutnunszaulusuianalsiiaudAgyiu
S e951uazn mUsEnoU (Story & Theme) (Beta = .795) 1unan seeaeunfe nalnueainy

(Mechanisms) (Beta = .438) LLaziJaG]m‘ﬂumwam (Material) (Beta = .374) @1ua1AU
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5.2 9AUs18Han15338n15An®1 Game-Based Learning d1%3Un1580nUWuUU

a a ¥ v o o ' Iy .
LAUNITATU L‘W'E'JLfﬁ'llfﬁ'wﬂ'J'Tllglﬂﬂ"]ﬂUﬂ']‘JLLWii%‘U'Tﬂ‘U@Ql’Jiﬁ Covid - 19

5.2.1 aiusienan1sAne1daya Game-based Learning §1m3un1509nuUUINY
N3z WelsRuasRMuSifeafunsunsszuinvadlada Covid-19

Nan1sAnYITeya Game-based Leaming dmiunisesnuuuinunszay ieaiuaing
mfiAsITUNsUINEszUInvethifa Covid-19 wud wadwnsiilaiinimannadesiunaniside
299 Neves, et al. (2020) finani1331 “niseonuuu Su naln wavduUsEnoumig ‘ lalunaly
aonndostuiilonifideants suduniltufiasvilidununssarutasussaaavszasdlunis
ponuuUld” Mallorafumsne n1seeniuuzluuunsausargUnsalliaenadosiuiilening
Boudfihnlilunsoanuuununisaity TaeduasalididsuinmaSeuiuaransoussg

Wwnevesnulanau 8nvanisesnuwuununssaulusdeuunsanudsanunsanseauliiseu

AnnsiSeusiumsidnudlaienitnunszauzuluudy

a @ < Y = a v vy o @ @
5.2.2  afusignadugnsn1sldaunanszaiu inalasuaieausinedfulads
Covid-19
nwanTasuranisldnununszau ielEstasnusiAednulisa Covid-19 wui

HaaNSTILAdANUEDAARDINUNAN1INYYBY Cheng, P., et al. (2020) Ainanalia1 “wdsanldeny

= = 1% v a

nUNIEATY BiSpuiiauzuazaNsuRayeudallomanui e elulinunszauliiug sy

Y
7 7]

sgaivaegddny” Melenadumsiz eonwuunisseuimenunszau aunsadeasulidSeu
ensildusnlumsteuimenisasioufiarsehunmsldnunalavesnugnluganlusening
nsiau Fenglvdissuanunsadilaiennsseussasinuvinuelnl 9 audszaunisalala

nMsldeu iethavszendldluiinaeldedrsmyay

P

700 99INNISAINABAZ NITAUNIWAINITITINULAUNTEATL WU NASWS 7 bA U AL

Y Y a

ABAAARINUNANITITEYBY Tsai, J, et al. (2021) 1na1713171 “Lnunseaiuanunsa e lies ey

Y

Usulpsnnudnlasarduaiunisanegradussuunasnaunisadneinuedin Wingauegaivy
grdAfy SuddLaTUNSHUSAuRUSHIUNTNARERANUAEUANITENINEIS B ULAE N394

saufuduiuieuddymniglunuiiuniniu” azdsdend eaiunNan15398909 Sousa, M.

YV a I

(2020) 1na11A71 “AIstgununsEAtuaINITadwaEsu RS sulidrusuduUsEauN1s LAY

Y

wdauduiunisussaithmnanglung Msdoradumsiz msesnuuunalnveanunsyaulil
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ANARAARITUMANITAIMS e UN STARY LA luTag T Bdiuhslunsdaasulvisoy
Annsieusiunsiufduiusluseninanisldanununseauinunalnvsenisyaaeiug o
Fen1sesnuwuunalniidanuvinmeivanzauiy aunshwmalvgisewiausedalunisnduunly

nugla

5.2.3 aiuseasunandnuisnelanidenamninvaanunszaiy aasuasneninug

(% ] (54

\eafulaFa Covid-19 uazasutiadedfgydmiuniseenuuuinunszailuaunan
NnramsUszifiumuisneleffidenuawusanunsza Wlelasuaiisaufiisaf
1% Covid-19 wuin nadwsfilidanuaenndosiunanisideves Hsu H. & Chen Z. (2020) 7
na13l191 “nseenuuugunIaivetnunsgaulilauaisny darudauasuliiSouldsu
Usraumsnimat3ouiuartiefagalididouadlefiagldemufiunniv? Kedoradunsy ms
ponuuuFassuarnmUsenouvennuiiuiladeiigniiluldlumsesnuuuninsuiuaves
inunsznu Tneniseenuuuiiessuasnmlssneuliiaiuamesnuiu fdmreduaduling
nsgaufioonuuuIndamtaulamasndy waedanseduliiauianisddausiu wasan

waamaLls AT ArTuluseniadunulsegnadunatnlauiniun i
5.3 UoLEUILULAINSUN52F LUBUIAA

5.3.1 AITANWIUNAIUNINIBINITTALITRIAUNITRONLUUNUNSEMUNBN TS EUF I
= PN Y = = e 4 a o
fianuvainvany weliudadelunsiuieuiisunsildnuiiemalenialunisiauiinunszai

Tssiuszans AwANLN YU

5.3.2 msdununszauieantuulunaaeudugddiuladiudeidanulndifesiu
naud mINevesuAY WenaaauiinalnvesninszAuneakuUINt U IE N 1dnuan

Ayaynlusendaay wazsiinnmsseusineussaimunegvesnulaviely

5.3.3 adrsuinalulad eg1adu Insdnviannsnlnu (Smartphone) szuun wiaiou
(Virtual Reality: VR) #3958UUn11a148#7 (Augmented Reality : AR) 11Usegndldsiudunis
gonuuunUnsEAtluukuuUng o lmnunsgaudauiiaulavarannsaduasuliiing

nsildusnlumMsSeusiIunUNTEAURLNNTY
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5.3.4 msdnnunsgatuiesnwuuldldiuSsuisuiuguiuunsisouau o wu n1s
Beuduuuussens maseuduuuase 1a Wusuy ielddunsdldnunlunsiesizinadws il

AU INUAIBUINTITY

5.3.5 AITUIN1T0RNLUUNISIS U MILnUNTEA1U WUseendldlunsidesiuiuns
Seussvuuudu o legldaiifnisiuSeuliioy wWu One-way ANOVA %50 MANOVA 11l Livalu

NAANGUDINFIF8TUTEANT AL ANLNTU

5.3.6 AsdunAdAN @i At uge 81y n1s3tAs1evissd Usenauldedudu
(Confirmatory Factor Analysis: CFA) N153LAS18ALEUNIT (Path Analysis) #3981n15LATIE519
(Structural Equation Modeling: SEM) 1114 i elvnadwsvestadudrdglunisoonuuurny

N5LATUIAINUTALIUNIND ST
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1. A (Gender)
fmau 100 4a

ane (Age)

Amay 100 2a

a18w (Occupation)
Amau 100 72

nyeseHateyavangudldununseau 1

135

@ 2a (Male)

@ udv (Female)

® LGBTQ+

@ ULisiavnsszy (N/A)

@ cin3n 20 11 (Under 20 years)
@ 21-251 (20 - 25 years)

@ 26-30 11 (26 - 30 years)

@ 30 4wl (30+ years)

@ inGausindasn (Student)

@ wingwusEn (Office worker)
@ 3wasfianis (Business owner)
@ a3/a1a1se (Teacher/Lecturer)
@ 215721015 (Government officer)
@ aniiwdasy (Freelance)

® rizhanaiinidy

® A

12V



s1el6i (Income)
A1eay 100 7ia

136

® 30,001 - 40,000 17 (30,001 - 40,000
bath)
@ 11131 40,001 1M (40,000+ baht)

[ ]} @1 10,000 un (Under 10,000 baht)

'V @ 10,001 - 20,000 w (10,001 - 20,000
bath)

) @ 20,001 - 30,000 un (20,001 - 30,000
8% bath)

Anudilumsiduny (Frequency)

fmau 100 22
@ ilara’s (Once a year)
® 2- 3 a3/l (2 - 3 timelyear)
@ 2-315au/a%9 (2 - 3 months/time)
@ fauavato (once a month)
AW LS @ 2- 3 pSo/dau (2 - 3 time/month)

8% @ daniazay (Once a week)
@ 2-3 aso/dlanvi (2 - 3 time/week)
® Aaunniu (Almost every day)
A-12'V

UnBirhuduinunszeudulas (naulduaadnau) (Who do you usually play board games with ?

(Multiple answers))
dmau 100 2a

Wiau (Friend)

ausan (nlunauvdaludinase)

0,
(Acquaintance) 37 (37%)

AsauAandwias/uwy (Family/
Relatives/Girlfriend)

=y

LaunuLaLn (Solo Player) 8 (18%)

aulude wdul—1 (1%)

NTIATIINATBLATDINANE LTNUNUNTEATU 2

100
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rhusaudununszauiuAusuuihls (How many people do you like to play board games ?)
Amay 100 2a

@ 2 au (2 player)
® 3 au (3 player)
© 4 au (4 player)
@ 5 au (5 player)
@ doud 5 audly (5+ player)

UnBirhuauinunssaud vuthe (maulsmaramaau) (Where do you usually play board games ?

(Multiple answers))
A1mau 100 7a

uuasany (Board game cafe) 58 (58%)

1nuyasauLay (Own home) 45 (45%)

ihuiiau (Friend's house) 49 (49%)

Avinanu (1 TsoFeuniaviac... 21 (21%)

L@ukuszuuaaulay (Online) 51 (51%)

aouiviasii [l -1 (1%)

Avinetu (Lu T59i3au waswnaa... (b1 (1%)

rulgnanlumsiduinunssauusiazadaunuiritls (How much time do you spend playing each board

game ?)
Amay 100 2a

@ aundn 30 w19 (Less than 30 minutes)
@ 31 -45u11i (31 - 45 minutes)

@ 46 —60 Ui (46 - 60 minutes)

@ 6190 uvi (61 - 90 minutes)

@ 91 - 120 u1i (91 - 120 minutes)

® cous 120 waid dulal (120 minutes or
more)

NTIATIINaTaYATRINANE LTNUNLNTEAIY 3



FunununseauiirueaEuan (Hedsandssaunmsal wiannfirhutufniTuiulss boardgamegeek)

(Number of board games you've played ? (Based o...r from you've saved on website boardgamegeek))
dmay 100 2a

@ aunin 5 an (Less than 5 games)
® 5-10 1hu (5 - 10 games)

@ 11-20 hu (11 - 20 games)

@ 271-30 101 (21 - 30 games)

@ 31-40 103 (31 - 40 games)

@ 41-50 1nu (41 - 50 games)

® 51 thudulal (51+ games)

P

rusaulaUNUNszmMUANTIUaLWA (MU (Fhathasy rhuduinuAsed (monopoly)

AsaLAEuAdidusBnian ¥aa rusaudu argico...playing argicola every time you get a chance to play))
Amay 100 da

@ litneaunuiandiasdnads (0 afe)

(Never)

@ uinidndhineuends (2 -5 afa)
(Sometimes)

® WWunadaghAauelas (6-10 p59)
(Often)

@ Eunandudmnaieiiiiania (ann3a 10
m&a) (Always)

Uszinnuaainunseamufitnubusau (naulsvnanummau) (Your favorite type of board game ? (Multiple
answers))
dmay 100 2a

wnunsEAUTTngndin \ddugay. .
wnansgauiauanuaunay. .. 62 (62%)

wunsEauldvine e lun1TINau. .

sz Uil WELR U U 42 (42%)
LANATEALTA LIRS ENI0ANE. ..

o v Py '
tnunsgatunlanisatunmnaudl .

tnunszanuignin lWauiat...

NTIATIEINaTRYATDINGUELTNUNLNTEAIY 4
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szuunaln (mechanic) vagnunsemufithuusau (mauldnarasmau) (Your favorite board game
mechanics ? (Multiple answers))

Amay 100 2a

svuunslainaulunisvinds...
szuyilszyadeniy 9 aalu...
sTUuAILANWE AL e TR uTA. ..
s¥uUAITURAaNTadaUAIG. ..
syuniieiaudasudofudua. .
ssuufgiausassindadun...
sTUUKARAULAanwEUNI5A/. .
srUURTdnIsIINIaUsaL. ..
szuunsAIEaiiauInay...
sruunladvineyuasienia...
STUUATNAAKLAUAANANLAN. ..
FYUUAITLAUMINUIAGIUTA .
szuunIsusUITNITauUda (...
sruudiaansataunutulet. .
swuﬁtﬂumﬂaimdasaaﬁ’___
szuunsRaUSIEI 4 aval...
ssuuilaflaalunisiaudlu. .
szuunuiunisualadeuin...
STULNIFAANTNSWENTA. ..
ssuuMsEINUnIIAatuL...
SEULAIUNITTIUTINYDIUS. ..
SEUUNLUUNITEIRIETAIE ...
syuuATnAULAFEflauAUE. ..
FEUUASTUWIRIZLIGILAYA. ..
sruudldmmanalunisvin.
ATLEWITNS NS A, .

54 (54%)
32 (32%)
54 (54%)
46 (46%)
60 (60%)
46 (46%)
49 (49%)
26 (26%)
36 (36%)
13 (13%)
25 (25%)
16 (16%)
43 (43%)
5 (5%)
27 (27%)
22 (22%)
22 (22%)
30 (30%)
47 (47%)
48 (48%)
24 (24%)
28 (28%)
45 (45%)
10 (10%)
35 (35%)

1(1%)

20 40 60

tlasufuasdsznaumealuini (Game Elements)

BN 1 (Liddr) M 2 (Likawddry) o I 3 (ama) T 4 (fde) I 5 (shemiiae)

40

20

srnzaflalunsay
(Playing Time)

mNdudanuannu szuundmuaznalnnaly  dalanaligiauianuude  aansassodiduiugly
(Difficult/Complex of Rule)  Lau (Rule & Mechanisms)  ‘lamuaudwleiu (Catch-  seuinstau (Interactions)

up Features)

NTIATIEINATRYATDINGUELTNUNUNTEAIU 5
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{ladamuavAdssnaudail (Arts Composition)

B 1 (Lidd) M 2 (Widanddn) O 3 (e q) M 4 (Ade) M 5 (Fdavian)

40
20
_—
O & -l =l
LHUAUILAZIEDITNIUAILAN AN BN NlsERaY dnansaluazdianusnialy landnrailanzamniigula
(Story & Theme) (Artwork) 1Ay (Symbol & Text) (Unique)

Yladushuaunsaimeluiny (Contents)

B 1 (bichAry) 2 (Licanddny) B 3 (e q) M 4 (Fhdey) 5 (AAeyiidn)
40 - — . - - = —

z
i

20

&

anuudousanumaasian  ruesUsnazdduvasansal alnsaliasunialuiny sluvunistaeunaznisiiu
(Material) (Size & Color) (Accessories) Fnmiimunsan (Usage &
Storage)

flosumunadnsimanisonmsiauiny (Expected results from playing games)

Bl 1 (LidhAey) I 2 (Lisansndny) 13 (auq) M4 (éry)  EEl S (@dniiaae)
80
60
40
20
0 < Py L o -
anuaunsuIuluszrIauAY (Fun/ iszaunisalnisaunuanannuay  idmlaannnsiauny izt tudiaszdn
Enjoyable) (New Experience) W@ (Use in Daily Life)

nyAeHateyavengudldununNIEA1u 6
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