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Abstract

The objective of the research was to compare students' academic achievement and
satisfaction with teaching using simulation games and lectures in the subjects of innovation
and business entrepreneurship. It is research in a laboratory with a predetermined
experimenter. The sample group was second-year students in the Faculty of Management
Science, Management major. The sample consisted of 15 control groups and 15 experimental
groups, with one group learning in lectures and the other group using simulation games. Data
were analyzed using descriptive statistics, including mean and standard deviation, and
inferential statistics, including comparing means (Paired t-test) and comparing the differences
between the two groups (Independent Sample t-test).

The results of the research found that using simulation games in teaching innovation
and business entrepreneurship subjects helped students have better learning achievement
than lectures at the significance level of 0.05, and the students were satisfied with the
teaching by simulation games rather than lectures.

Keywords: learning achievement; simulation games; innovation and business entrepreneurship

1. umi (Introduction)

msiunveameluladuazuinnssulv 9 dawalinginssuvesdrslutlagiuiinigSousd
A1erstu madoudiegn (Active Leaming) wiensi3sudiiunsasilevi lénaeidunadont
dny aztnetaunlinsissunsaoulutagtuivssansnmundetu Fisher (2010) Idnanlit
ns3euiiilalonnaldfisouiinisidnouiuedisdass uazanmuindondinavdrodsnals
UsgAnsnmlunisFounisasugetu iWuieadufu Dogani (2023) fisvyiniadsudidesntae
duasunsiidusinvesisou uazdmadonunseieseiu inluguadninienisseus wavvinue
yanrwAniidusravinimnnaly wioonananlédn nadeunsaeunuuiBegniu aedalenia
T Seuladidassyninudn uaznsldasilevinasisgaanuaulavesdFouldAbetu dwalifFou
AamsaasildinnnimaBsusuudadufitusuuounmsusseedundn

uinnssy vunefs nszurunstunsia sl Wethlugnisairsseldigemdad Tne
naUselevtifAnty onetnlddumGunselysle (Evan, 1966; National Innovation Agency, 2005;
Royal Society, 2013) Bsiieiludsddndmiunmssuiugsialudsandaqiuiifinguasuuiasodis
90157 nmsiwasundamaiinssuanudesnisvesuilaa suidesnainmiuiinihenasnis
voamalulad Jsuinnssuuaznisusznougsie Wundduseivvesannivinisdanis as
Ingnsiang sjatfunisianismeeuin wagnsaieassuinngsy ethlugnisesnuuugina
flanunsaadismnulfiusumeansutstuld Tnegaeulfihnmsiamunssuiunsaisassauianssy
1PED9BIINUUIAA “NTZUIUNITAALTIDONILUU (Design thinking)” 484 Hasso Plattner (2010)
LagANHARAUNgEAie 9 Bnunuie aulidukuudiaes “Useaguinnssu” wse “PRA-TO to
innovation Model” (Daoruang, 2023) iisl#lunisdnnisieunsaoulutiagdu daannmsianani
mMsAnwvestinAnuianging1nsdans luaians@nuiil 3 Ynsfnwn 2565 NuIAZLLUNANIS
Boulumeivuinnssuuaznisuszneugsialneiadevesindnmaniuosay 78.29 Fsfiazuuudia
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nimasguigaouimualififosas 85.00 wazideasunudsiyvinuit Tnsdwsnnliamnsasi
arandila wazansundeuld fafudaouividuesnuumslunmsyiulsnssuiunisGounisaon
Tngldmaoudidanidundunumlunisdeunsaeu ilenadugrvesSeufigedu

Nnteyaiinanandiedu §ifeddddainsmaassnieluviessou devinsisuliie
nadugrsnensSeunarenufisnelavesfifouiidensaeulasldinuuuuiaesaniunisaivagnng
A0ULUUUTTENY TuN1558unsaouIvIuinnssukayn1sUsenoussna

2. IgUsaeAn1333e (Objectives)
1. len3suiiivunaduguisniinisfeuvesdisou Aildensaeulaglfinuuuudiassaniunisal
warn1saUKUUUSIENe TunsiSeunisasuivuinnssuuagsnisusenaussia
2. WiewSeuifisuanuitonelavestiSou Afidensasulasldinuuuudiassaniunisaluaznis
gouluuuTIeNy Tunsissunsasuinuinnssuuaznsusenaugsna

3. N1INUNIUITIUNTIY (Literature Review)

3.1 mM3Beuilagldinuuuuinassaniunisel

11 (Game) Ao Aanssumsudsiuegnsaiieassd Allanvaynautunaunaulundouiu
aszdfyfigenunsnegnieluny iungszuuszieu uavdedidnsing q vligiauaiunsaiae
vinwe wagdnunmunegeeniitlunsaulfegiadui Tuvuefianiunisaisiass (Simulation)
Wisunileudsiiduuusssy viemsadaunumanud ievinldinese mavhenudlaludinege
LAENENEIUFOULUUAN WMLAINGON 3037 UUAS 7 Tvilouaiannilan (Gibson, et al, 2007) usiin
ATUMHIE TN LAz NI AB U LANANaTY Ll T0NA 1210 Snwaizlagiluiy
Aoutefisimiioudu Prensky (2003) lénanl¥1 aomunisaisiaesiu annsnadidlidudossm
wagnatendunuld uazdaannsanatsiduvendulddndae Meltuegfuasiigatredeanisias
PRI

9N91U3Teves Masahiro (2007) 1éad1anunseau “Sue-hirogari Sugoroku” wieldlunis
AouInan 309n15uanuasuUYILN dudutnAnuduiseuAnuUa 6 S1uau 4 Wos wu
Pnidsudrulnagfinuaulalusang waraunsadladendosnisuanuasuuuniuuleasy
Lehtonen and Haho (2003) launuuuuiiassaniunisalidiungaslunisaeuidvn Production
Management wu1 msldinuuuudiaesdl Faensgdulifiouinauiiuiu owanauii
melunmsuidgmiilduiueuiiRefusswihadunui nfindnddusaivatuayuuudadi
insnuuSraesanunsal HrelifSsuamsaaynlundeniunisandt wazmsSousluGesi q 16
Fifatu uaziilUgnadunyivieniadouiigauld

3.2 msiansieuilagldinuuuuinassaanunisalidugiu

9nuiade “The Game of Game-Based Learning” lénanali31 msiwnudhundudiumils
MmﬁaumsaamvﬂhsﬁqLﬁ%mmiﬁsu%ﬁLﬁuﬁﬁaulﬂuﬁﬁm reliAnnsasuLUamNINS ANy
fiflusAnsnmannBetu ansiauinuemsuitym msAnddinnsuasinuemshausei
fugpu sludamafinusagslanenadeuligadiuldandae (Raj, et al., 2022) nsdanisdoudiag
Tdnunuudtassaniunisel (Simulation games) Wusuuuunsinnisiseunsasulagyssyndld
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sULuunsTamssewseuslagldinudugiu (Games Based Learing) senisinassaniunisalli
AiFeunansunumanuinuglufunmsiiAanssunisifeunsaeuiildinuduesdusznoulunisi
unumanFilRIuass

2eAUsznaUYaLNNLUUIIaRsaa1unisal ilelinisdanisdeuslasldinuuuudians
anunIaliiusednsnin asazdsenauluny fiieu daeu Tenvuavianfininisiay I5n1siau
woAnsIuTLAnIDDNYR3oY WazuuUnaoyTaNanTSeusve s Sy

1%
)=

TunaunsInnseumsaeulagldinuuuuitaesaniunisal dgasiden il

Fudl 1 ns¥uasdayadify ndade fasuiinisoSurefessanbeniu anuddny
fnquszasd uazusglovinioamsvddnmesnisiious nuludsinueigifeusuduseddlunsiau
AL TRRETUNSAIE

$udl 2 nsduasn@niuaziinisidy nanfe dasurrrhinisesuneienszuaunislunig
fudunsidunauuuiiaes Mvusuvumantd defvun ngadinie 9 WeligFeusuiieunum
wazvthitvesay sluiedsfianunsanssshuarliannsansgsildiitelhAnanudaaunazaiusn
AunsseunsaeulnegiiusEansam

Fuit 3 maiFeudaninauuudiaesaanunsel nanfe fiFouazudunumuunumild
fsunld wagduinsudeiulunisairsassduinnssumunszuiunmsduneuiidaoudugsivun
fuguistuilegnsngy negaeuasyiminfinuauianssy uasmuguiat wiourdang Suiin
weAnssy wavlinguuuluwiasianssuvesiseu ulufanishimuunin uasanugismdesening
NSEUAIY

Fudl 4 nsdauenasu nanfe fEsuandufinavonanuilldaininuiuusias

anunsel WeuauesegmInaAnNaauliitn s sudyunSulanuluasal dauau 3 viu

Y
a

dledugan1sinaue MaSeulazEmTnaditiiulinzwuuiunguiausavinuanulaanan

9 9

Y o a L= Yoy v o L4 ! I (% Ql'
Yuh 5 agduazafiusnenanisiseuinlaanninauuudnassanIun1Tal Na1Ae 1RIAINT
ugan1slinzwuy Jaeuaziminnlunisaguna wazduasdsanudaiulunisiiazuuuees
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a = a v a A Ay vo v & a o a
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3.3 Uszaguinnssu (PRA-TO to Innovation)

(Y] . = I o o v au I3 I Ly 1 3, I

wInN55U (Innovation) AeduddAgyidian a3dAnseing q Tudagtulvanuauladuegis
wn iszdudafiazdiluheaiisanuldiuiouninisudeiuy sudsniassiiuisnnud Ay
n1sasannulaiseunianisudaty 3aladariuauensamansyd 20 U (w.a. 2561 - 2580) Tuu
A g awva 9 v 1% Y o MYy oA =
watlusuamalunsuia Widssnalvneanunsoadaanulausounmansuwtstulaegaddu tned
WHURIUNUsEnUN 18 Ndatiunisiiulpegedidu nelddhmnenisiauniuegvsenansyfniu
NsaseANNaINTaluNSWItY Welilssmalidnainuausalun1suadung

NHAF1TIIVBY annAsegiatan (World Economic Forum: WEF) Tusiea1u suanuenis
191U (The Future of Jobs Report) 2020 wua1 “winnssu” deiduvinuweidAgsuaudl 1 M03Ans
A58 ULREIAY USEN McKinsey and Company 1 lu 3 98suiennusnuiszaulan na121n
“Uinnssu Aedaazylevinliesdnsuszauainudnialuga COVID-19 1a” (Am, et al., 2020)
40AAABINUINUITBVBY Daoruang and Sapsanguanboon (2023) ina121191 n1sasneda
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AMLAINNTINIINSUUTUYedesAnT lalldiissAntaInTaveitl widisindaauauisaty
nsaseaTsAranuy neuauenufoin1sveduslaamie

wuuSraesUsyaguinnssu (PRATO to innovation) Aewdsluguuuunsyurumsiiilgnns
sonuuuuInnssulvl FeldleifiouAnansasinienssuauniswindu anudade “Ten Types of
Innovation: The discipline of building breakthroughs” (Keeley, et al., 2013) lavin1suususzaan
yosuinnssueandu 10 Uuuy il (1) sULuUNSYINMLs (Profit Model) (2) 130918 (Network)
(3) Imse@sna (Structure) (4) n5zUIUNIT (Process) (5) UsednSninveswdndaai (Product
Performance) (6) SeUUTRIHANAMY (Product System) (7) n15USNNS (Service) (8) ¥09M19N154A
1118 (Channel) (9) #518UAN (Brand) wa (10) AUKNTLYBIGNAT (Customer Engagement)

mndeyatrsiudlifiui uinnssuduansmitauoseninlduainuaissuuu dedu e
Junsumuinnssuiianansadilugnmsaiennuldivsoumanisudedu Tunisuseneugsioudn
Sududiosdinssurumsiitomdeieliannsoasdasautnnssumantdean il Tnedaou 16
ns@nynasdedauiananganfungufiaie 9 aulddu wuudiaes “Uszpduinnssu” wie
“PRA-TO to innovation Model” (Daoruang, 2023) FaazUsznaulusne nszuiunslunisadsassé
winnssy filSevatioutssgitlugdude 5 Ussg fed

‘Uiz@mu‘ﬁ 1 Az NSAUMNAIINABINTTVDIGNAT (Pinpoint) Lﬁdﬁ’lﬁm?}ﬁay)a LLﬁzﬂ’J’]@Ji‘ﬁl
Fudusonsiaunddn q wazdadunseunseuwnalunisimuuTanssy Uiz@muﬁ' 2 Ao N3
USunseunemnudsifiedumuuipaiinunzay (Reframe) wiefiaulavduasdumuuifnlm 1
iotduuuamslumsarsfunuuuianssy Ussquiud 3 Ao msdndenuinnssuuaziilaing
funuy (Action) Tnefinrsanannussduddnsing 4 faenulval M3asenae waziaueenu iy
FunuuRTudosld Useguiud 4 Ae msveaeu (Test) Augninguidmnetiiefionsanisdouusii
udhuusuuse wily Wldundauinnssudiauysal uazgavine Ussquiud 5 fie madiausnay
suuianssudngnain (Offering) Wilafuuaiirnisnisdiduianis msadraseld uaziluldlu
NN38ONHUUNTUTENBUTIAA

3.4 nadugnsMenIsiSey

NaduaMEN9NTFeu mnefls mnufuazanandilalumsiSeu Fedmnaldanaziuunisi
wuunaaeuUstls S1uau 10 1o LileTanadunydvnanisfeuiviuianssuasnisUsznougsie Fos
N3LUIUNNTATNETIAUTINTIULALNTIANINNEIAAIEYSEA U IANTTY

3.5 auienalavastindnw

arfianela (Satisfaction) ey nmagnisensunl wieanuidniiuiiintudedad duwa
sioorsuninieluveusiazyana 1hlugn1slinounagmevaussoonun auuuiidusiold uasdudes
Lailel mndleldunsaevaussiiaansaduduaudesnsvizerumanisesiuls azrelhia
ANEY ALENRT Aiguazinddle neliiAnussdnsaim Ussdndua suilugainudusoniy
Whanefidmuald mnnanisanufiovelafifdenisuszdiuan e1andnfwadugrinianisisey
w’%am,%«?hl,asuﬁqqsﬁu faunfnues Maslow (1987) findnisdiudumiudesns fivseneuldse
ANFINTIFILE9NY AnssiupkaraLUaendy Fudsen mseanswifufio uazA ALyl
Tudin delafnuiinrudesmsluduusnldsumaiusuugs aenoliifnaudosnisdodmneg
solu uazazAugniiveidoldussgnudduduildaman sl idoutosud
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3.6 MuATeiiRgafes

Chincharoen (2021) léinns@nwuieaiu mswaufanssunsieuilaeldvesainmiy
gufldaaiuauaaaiiussuuiing dmiuindoutuiseunui 4 doauasmussansam
msfaravesnsliau uasanuAaiuvesiniouifideAanssunisFoudlasldvesanudugiu
HaNFITENUI vesanuifautuannsniluianaauaatndiuszuuinavesinieundaieu
Iegsninasinasgiuidvuald Sevaz 75 egsiifodfy uazanudniuvestindougldnunuin
vadnnuaninsatisduaiumuaandiuszuuiing egluszduanniian

Chuayprakong (2022) lvinsfinwnieatu msiaurinuglunswitamilaenisidinundu
§1u Foe wlevensdunazniseds veainideusyiuduisondnui¥i 6 lsadsunwmainel e
Anwinsdanisisvunisaeuaunsanauineelunisuadaminienisiseu wasiuSuuiisunis
Seunsaouwuuund wazwuunstdinadugiu 9nnansivenui dneelunsuidguimienis
SouvesfiFoulsvivgeluogaiitoddny worinGeundunaassiildmsianiadsunisaoulaslding
Buguflazuuuvdadougani dnideungumuauilinsdanisideumsasuuuuung

Chavalit (2023) Idvhnsnuiieatu msiammadugrdnianisidendvniuing Beq
fua vesdniSeutuuszoufinud 4 tneldinudugiu (Game Based Learning) iler3euiiien
NadugnSnouLarnds AnwzUuuun1sdanisiseunisasu uazaduinelavesinieulunisda
Aanssunsdsunsaeulaelfinudugiu anuan1sidenudn sadugrinianmsSeuresinFounds
T8 qﬁsﬁuaﬂwqﬁﬁaﬁﬁm nudandunumdrdndenadugnsmenisine dnideufinnufionela
waztanadiinaInnsTiinudugu eglusefuanniian

Kunpol (2023) I&inmsfinwuieatu msdanisdeuilaelfinubugiu dewaumadugns
nensiseuinadinmaniveninSeussiututseudnundil 1 iewannadugninansSeu was
Anwanufianelavesindeusenisieudadamanslasldinudugiu anuansideonudn Azuwu
AsnadugrimansBsuvesindsugeluniunasifosay 20 sgnaieddny warlimufielaog
Tusguanniiae

4. 35015798 (Research Methodology)

aiAdeluadedl Wunsideluiemeans (Laboratory experiment) Aldinungnandliud:
(Quasi experiment) wazldmsiarauuy 2 ads fis neunazndsn1sMAgoU (One-group pretest-
posttest design)

4.1 ngalviang

nauArUAN fo tnAnwianyine1nsdans arwinisdans T 2 naudl 1 Swauoun
15 au Tngazvinnisaeu 13eanszurunsaiisassruinnssuuazn1sinnisniagsiameyseag
winnssu neldsunuunmsauluuuIIEey

NauNAaeY Av UNANYIAMEINGINITIANTT A1UIN1SIANTT TR 2 ﬂ&jmﬁ 2 §runustanun
15 au Tngazviinisaeu 13eanszurunsaiisassruinnssuuazn1sinnisniagsiameUseng
winnssu Wneldinuuuusiaesaounisailudslunisaeu

4.2 \a3esdiefldlun1sise

1. UOSANULUUTIaIdnIUN158d (Board Game)
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2. wuuvedeUReuTsulazndaEu Wessiiuanufites nzurumsaieasIAuinnsey
LazN1sIANIsegINameUsegduinnssy Wuluuneaeudsie Sruaustanun 10 do (zuuudiy 10
ALUL)

3. wuunageuauiawelavesdiFeu fidensasulagld “inunuudiassaniunisal uay
nsaoukuuUTsene” ukuuaeun ukuuNIRSIdINUsENI AT (Rating Scale) §1u7u 5 8AuU
dmuinanuiianelansensiious Fsazdszneulufiedodnn 10 4o

4.3 aaanldluuide

1. [¥adfnssaiun (Descriptive Statistic) fgn1smAadsardDsLuuNInTIZIL 103
AZLUUKUUVIAEDUNDUKAE VRS kazAuflanelavenguidmvung

2. 14adfiBaevyuu (inferential Statistic) il TnmzsinadugninianisSeulagisuains
Wisuifsuasuuunounasviduieu vosiaasingu (Paired t-test) uaziUFouiilsumanisves
AZLUUADULTIULAZUAITU suaaﬁgqaaaﬂejm (Independent Sample t-test) (Ruenrom, 2015)

4.4 MUY

TinAnungusegnadnfumananes feil

nguAaUAN Yuuuneaeunoudoy Wuat 15 uift vdsandy wuangugiseuseniu
5 naw Naua 3 AL TmsaeunuuuTIsed L 3 alus uasileduganisussets weuvsngauli
fiFouvinsiauenaiu nguay 3 it Insdmuanarlumswisunisiiaue 1 $alue Wenns
SeuAuanas faeuasinistuandeafunginssuesiiou masddguazanuiildainnisGeulu
adsil grineliBourhuuunnaeundaoudnads una 15 uiil wiounouluvasUNATITS
welavosi3ounisensidou

ngunaaas shuvunageunoudeu iunat 15 wifl udsanniu widiFeusandu 5 nau
naNay 3 AU LievhmsiaunuuuuSassanunisal Tasdwuald 1 aulungu Wudwesians uas
3n 2 Aufudeasvhulihiuiudiuvesians daouazvhnistuasarssddyeny niuaz
oSuredormun ngninwesianssuil 1 dmniunsazngy axvhnsiau aeldnaniisaia el

q

D.

%4

lanasulunsdazurudseguinnssy Weoduanianssud 1 gasuazeSuredomviun ngnini1ves

Aanssuft 2 delu Foe 9 auasu 5 Aenssu tneldnanvisdu Avnssuay 30 Wi (wiazAanssuasd
AZLUUNITUTIANNTAINUAIAU) Mé’amﬂﬁ?uﬁaau%uawmamuslﬁl,wiazmju vihnsdiaueraui
16 nguaz 3 il Tnefuuanatlunswieunisdiaue 1 $9lus defmsanandl $1uru 3 vy ule
AugnmatiauetiediFouazinsinandiazsmiuliazuuutunguiiansovhnanuldiian

n&saniugasuazsimiilunisaguua wasduasisanundiulunislviazuuuves
fvsenand saluisanudadfiuesdFoulungudu Aldinisliazuuy nioufeduanienty
ngfnssnvesdFeu arszddyuaranuildsuanmadunuuuhassaniunisalluadstlnido
¥unsu gevnelvgidouiuuunaaeunduioudnads iunan 15 wiit wounsunuvasuay
anufianelavesdiSeuiitlionisiSeu
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5. Nan13338 (Research Finding)

5.1 wami‘mﬂaau“lumii'ﬂwaé’quémamiﬁawmQ’L’%’&Ju fifidensdounUUUTIIIBNaY
AsldinuuuuIaesaatunisal
15197 1 wan1sFeuifleunadugvinnanisSeuresifeuiiddensaounuuusseeuasnslding

WUUTIADIENIUATE
. . o Nafnen1sSeuLieu
- 71U nauLRUY NATU D v
Jsn156aU v NOULRYULATHATUY
Wi
v Mean SD Mean SD Mean SD Sig
ussonedudy
, 15 2.60 1.40 3.93 1.03 1.33 1.72  0.009*
(hauAuAL)
LNULUUINADS
#nuNIal 15 2.20 1.01 7.27 1.03 5.07 0.96 0.000*
(NQuUNARBY)

* fdyd Ay eananseavu 0.05

9915797 1 ﬂ'wLaﬁa%aﬂmaé‘quémﬁaﬂwsL§au ﬁam’%‘aumaqﬁﬁauﬁﬁmﬁaaul,t,uwsima
(ﬂammmu) LLaJLsumaJLLUUf\]ﬂaaaamuﬂﬁm (ﬂamnmam) IMLLmﬂmNﬂuu'}ﬂuﬂ Imaﬂaumum
finadeintu 2.60 Tuvausd wﬂawmaawmmaaaw 2.20 LLamm miaumaamamwmiuuu
maﬂwmzwugmsuaqmﬁﬂﬂwnmmmﬂss:uLLazﬂWiﬂizﬂauqﬁﬂa 399N UIUNTASTATIAUTANTIH
LarN13INNINNEINAsIeUsEaduinnssu IndiAgaiy

INNINAFBY Paired t-test VDINFUAIUANNUTIN AT P-value WoenI1 0.05 (0.009) wansd

£ '
=

NlYNITARULUVUTIEY aqwzﬂ,‘wmLﬁaumaaquﬁmamauaww vauted1Ay 0.05 uay N3
VAFBY Paired t-test YBINGUNAABINUI1 A1 P-value WoeN31 0.05 (0.000) kaAI1INATTERULAY

Idnuanunsaldnaes dewalvigiSeulinadugrindassugaiunseduivddgy 0.05 na1fie Manis
gounuuusIEuaznsaoulaeldinuan unsalfiass afviilinadugnsnenmsSeuiutumag

MINN 2 HANMIIUTEUTEURARNYDIHARU1NENINTISBUNDULALTEY Yalseuiiiionsaouluy
U3I8N8kasNT TN UUTIaDIEUN1 0l

e . D UL UILUY
25N1569U MUY ALRRY t P
UIATFIU
@) o w
ussenaduangy
, 15 5.07 1.72
(hauAuA)
" p 7.33 0.000*
LNULUUIADIADIUNITE
15 1.33 0.96

G5 IZERD)
* QlydAgynNananszau 0.05

1INANTNAN 2 HANITUTHULNGURAFIN9DIHAFUGNTNINITLTOU NULASNAUSIUVRINGY
nauAIUANLaYNgUVAaea 1neldIsn1s Independent Sample t-test WU ALAAUHARNIVBIAZLUY
AoulagnauIeuYeIe 2 nau tnadugrininisiseuiuaneeiu Nszduded1fny 0.05 naiee



93

HadugnsnIanIsiseuvesdiseuldinusuuinaesaniunisal GuwildudA1adegduuinnis
HAFUOVIENINTS VDI B UL TaoULUUUTIENY

5.2 nan1snadauauianelalun1susziiuanunanelavesisey Nildanisaauuuy
UssEneuaznsldinuuuuIIaesaaIunisel
M13191 3 waruianelavesiseunisenisaauluunIsUsIEIEkarnsIdnuluuaaEn el

nsaeulagldinuaarunisal
ANSEBURUUUTIENY

37984
evnlunsuszidiu du STAU dau STAU
ANRRY  WERUY AN AWAY WY AN
NG AT WNTIFIY AaLY
1. Sanaulaluundeuuin y
Sy 3.47 0.52 110 4.60 0.51 WINVER
gau
2. fanuavlunisseuunn U1u R
2 ! 3.27 0.47 4.80 0.41 UINNEN
U AN
3. @NU190NTIUNS YUY y
Y 3.47 0.65 N 4.53 0.52 UnNNgn
TeunnTu
4. annsantaluunsey y
o ¥ 3.80 0.58 11N a.73 0.59 WNYIEn
TounIu
5. TPNUARSISUES19ETSA y
x 373 0.63 N q4.27 0.59 UNNgn
1N
6. anansauseynatinug g
AV v v o U ~
et luldysannisiv 3.33 0.61 4.33 062  wNniign
o A v GaN
183919 Ule
7. 1AUNALEAI9DANIA r
¥ 3.40 0.63 N a4.47 0.52 UNNgn
Ju
8. @NUNSVINUTIUAUEDU y
o “ 3.47 0.52 110 4.60 0.51 UNNER
Tomau
9. aunsatrluatenan U
v wd v 3.53 0.52 4.00 0.54 11N
Tifudaule naN4
10. anynsarnluussenalaly Uu 4
- o oy 3.20 0.56 4.33 0.49 UINNER
FInUszaniule AGAN :
59 3.50 0.58 gh) 4.47 0.56  uNNgn

311715197 3 HaaufianelavesfiSeuniisen1sasunuunisussetelazn1siding
wuudnaesan1un1sal wudi lunmsiw iseuianuianeladenisaeungendt nsaeukuuuIIeY
lnefAadeegi 4.47 seduanuAniuegluszauuniige WeRansanduseaunuin A



94

woly 3 duusn laud daugulunmsiSeunnau TAnadewiiu 4.80 seswmenfe Whlaluunseu

[
Va2 V.

wnfu Senadewindy 4.73 uashouswiudBuldatuuas fanaulaluunGeunnddu Sauads
WU 4.60 iy auaay

Tuvnigd amnufanelavesfiFouiifdenisaounuuusses fanadsed 3.50 sziuam
Antuegluszivann WeRiasanidusesunuin mnufianela 3 duusn eun WlaluuniSen
wndu fidadouiiu 3.80 sesaunde dauAnsduaisassduiniu danadewiiu 3.73 ua
annsnhludevenliiugduld Taedewiniiy 3.53 auad

6. d3UNan1538uazafiusena (Conclusion and Discussion)

nMsiTetl wui wadunvdaedsduTouvesidouildinuuuusiassaniunisal Tuns
SounsaeuiuunltuiiganingFouildnnsasunuuusiots dudu awnsananalddn “nadugn’
nensBeuvesiieuiisiionisasulaslfinuuuuiiassaniunisalgendt nmsaeunuuussens luns
Sounsaouivuinnssuuasnsuszneugsfa” eunan vutanssuwiagiidoniligsenn
Fudounntn wivnngiFeuliamnsoduauinis vieAnnmawld sslumseinsenisvhanudila
Tuunidou uiidefinuuuudaesaniunisaidien SsteliAniaums dlugnsnssduiinueiiona
ArwiAnuazysensual vlifiFouanusaudidenlundoutunisasiien Wianisufduiusiuey
Tungu Aansuandsunruin warilugeinisansiiftedy Ssdmalifidouty aunsavazuuy
1#fna1 fuildsunisaeunuvusssns ufiiilunouusniiy anufvesdiioursassnduiu aed
szaumuslndidesiufany (Chincharoen, 2021; Chuayprakong, 2022; Chavalit, 2023; Kunpol,
2023)

uenanianmslesginanuiavelamuiaguszasd wui fidsuildunisaeulasld
innuUstassaaunsel fiiedsanuitanelalunmsiniigannninnisasunuuussens tesan
nsaeulagldinuwuudastaniunisalasdisfgaaiuaulavesdisoulauinndt wmseludagdu
waluladiduidudad dealifiFeuliamnsaandesgivunFeulsuu lneamensldauaunin
Ty 31n9eunsanwinuiinguidaidnfnwilnediinniginniandiniseinaunsnlny
(Nomophobia) luszfuausunssdiunans waginandulusunsuifandndnwinailnanunly
siuasn$nlnuunniign ieannudeniing (Prasan, et al, 2017) fatfu nstinuuuusiaes
amumiajlfé'hmamh8114ﬂﬁ€1’mmiL‘%Uuﬂﬂiaauﬁﬂﬁﬁgﬁauﬁmaé’mqw‘émﬂmiﬁauﬁﬁﬁu WATAINITE

¥
=

[ Y] ° = a Y] = vaa
E LGU']TL"'\] ANVNTINYALLDYNVDITIYIVN LLagaHﬂlﬂﬂ‘UUWLiﬂuvL@@UQGU

7. 9LEUBLUTA5IVY (Research Suggestion)

7.1 dorsusuuziinly

n153nfansIuMsseunseuilaeldinuuuudtassaniunial gaeumisAnwiuazinniny
dladunou uagdorvuslidaaunouimiianssy uazaisiiniseduis vien1siasadidy
fhegns ieliifidouansadlaning wasnsldanldediedusyaninm uenainid mafmuanan
Tunsdndufanssuiidaiaunds mstifaaifiessanuazanlunsdliiiindam wazdiinosyh
wihiidAuAnay vemuaunsddufenssulmdulumunuuin Weldnsdudunsideduly
pgailusEANS AN
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7.2 Howauauurlunisinideadedaly

RaNSANYITY anansaiiluvergveulnn1sIdelusunsfnwianuduiug vie
Hafefidimadionadugnivnienisdne iedilusnsedunisdouiidain (Active Learning) 19l
UsgAnBamunndetuld wagannsatharuAndiuvdedoiauonuzvesinssandiiaeuldiings
Foudyaunfuilmanuniadslunsiinnesinadugrivesifeuiesitlinanis@nuiiian
Ay sainnBey
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