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Abstract

This article studies a development of game learning media for educating children about the rules and
regulations in the youth education and training center. The purpose of the research creates the games-
based learning objects to increase understanding of the rules, practices and rights of children and
adolescents undergoing treatment and reduce the problem of ignorance due to ignorance.

The learning medium is designed to educate and entertain along the way to allow learners to engage in
self-learning. Using fun to attract students to the lesson and learning achievement. This research is a
prototype of the game learning media. The game uses Unity, a 2.5-dimensional third-person perspective
game. Based on the 30-player test, players play the game and respond to the game satisfaction
guestionnaire. The results show the increasing of learning skills through the media such as computer
games. Game activities can promote self-confidence that involves competence, relatedness, intuitive
controls, autonomy and presence. From the above model will lead to game design. The design of the
lesson focuses on the student's confidence in the small activities created, leading to self-directed
learning skills. Because learning in a small place, it will change the learning behavior in the short term to
be sustainable learning.

Keyword: Learning media, Games, Game-Based learning, Games, Game Prototype, Learning Games
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A a

WeRasanmsliinmudiswdetindne Ingdananssuy Usn19e1e o Iiuungaudsasdmaluds

£ '
= =

UnAnwliiilonalszauanudiiaundsdu deazdunadunaatulssnend sudztivan
ANyEamIINsAneITesUsEwmAsialy
AatiuNTRRNLUUINIIEN S BUFRR Ul latlang AnTTUTeElseu anmuwindeunIsiseu

a a [d v a LY 1
S UIUNNINATTEIYUY LUu%ﬁﬂﬂ@IUﬂWiWWUWmalﬂ
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2.3 1NUWBNTTLIEU3

Y Y a

nsseuTNelvgseu anunsatasuasaUsEaninmuesiseus Tnediseuiaiunsoin
A91199) soUMNUSULY ’udedslsneu wu inuaeufiawes Wudu n1siFeus nunedia 13
Wasuwlasnginssuegeansvesyaraduiliunaunainuszaunisallusda Mannsilnduues

v 6

nsuywdlaiufdunusivdawndenseuds wagiivsunavesnnuimiuau [21] lesuiens

o S oA | & o

N o A0 a o a A o9 va o 13
WuNGIEud "msvmunddulidnuvaeniduysannis (Integrated) AevinlmAnidusadsiy
(Holistic) nuneaunesrusenauivateineItesasieanUssaiuiunsuesAlasianvaedn
! S = o o = o § va ¢ Y
aganils Ae dnaenn (Balance) nionndndenilsRanisvinlvnanssuvesyvddenadeaiy
L4 ay = :.’/ Y1 2/ ! a Y A b4 a ¥
nginauivessssuYd’ [29] lumsfnwasalayatudl n1sleus Aenisaienssuiunisseus
NAINTINVRIYARALNeIiaRRAdBIUNgINMeITaENINRIAT RN LadAnAEULUaINgANTSY
agnnsvesyAradulunauanUszaunisallufanssutiu maseudiinanyanasesdafiin
wnszulinuies Seuslasinuinasanal In1sasisdeunuedluniuielavindinasi
w3l visenanladimsiauinsisguiiunes aseliiinauredung iWuaulisside ity
Anbiseuslaanynaniunisal fiauge wazanunsadeuslamenuesiaunlimanuasienivy
o va a [y (<3 [BCY) = o a 1 b b4 ¥ 1 a
ansanseilalaglvidasylunisiia duin lidsdunseaseuirnnudngaduliniug daasy
wAliRnegiuaNFanveunsaldyay (M3iSeuagnedsiu) nquinsiseuiannisdunavse
N o [ Id ¥
nsifuuy daryszgnaldlunisiannay Wuay
Uagtunisiseuiniuianssuluinudauidendnwifwaainnisiifanssuunldiiie
NIPUIUNTTYUTAULNINA8UINTY 19U Wilawan  (2014) [8] AnwrAanssuluinud3awn
(Puzzle game based) fidsnatianszurunsinvesdiaulunisundaymidieg annan1sine
Fliuinnuedonisfnwedavilandnansevusenszuiunisuivaymvesdiay fwddnnuly
a1unsaAsauAquITas e NINalaLsnuausansgaauaulalufanssutue 1a ludsene
InedSeuvsedniseu 1d¥inusedniu s v3e AnuiseudmBuainder unsetionouimes

Fauansganguneul 3nn1siUdsuilasinggseuiludiaumluifndientvae Tuan wu

Net Generation %38 gamer generation wax digital natives 1Judiu fsudon1siseusius
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[@NY Y38 Game-based learning (GBL) Ao Judelun1siSeuduuunile Ssgneenuuunn

VY a IS

Welitimuaynauulundeugiunistisuanuitiedu e-leaming ngunuuntenvinligiseud

Y

drusiulunisiseus vesiSouesvuiiugrusufniiszilinsiseudilusesiiaynauiule]

AanssulunududeatvayunisSeudillesaninuiinnunainials (complex and diverse)

VY IS

anvayuligSsutuumslumsaum dnisassenuaetudeladenisiious inuasiansiseus

9 Y

pg 1 9lUJFuNUS (Interactive learning) Aanssuluinulnlvdiaunuluzeanisadanssuiunis

A (Ability to address cognitive issues) uazaiieussgelalunsiSeuiegisunn [28]

Y [y

nuitensseuddadudnuuimeiinideazihunesnuuuiiieaiwusgddaigiseuesny uay

WusunAuiingeg aenunsnlunuienadugrslunisseuisely

2.4 fanTsuLNan1siseus

vinwzfidnduvesaulugarnissedl 21 ienagiBouduasmssdinldodieiiniugy uas
Uaeny 'Sﬂﬁgaﬁﬂwmiﬁﬂ%meﬁﬁlumiﬁ@ﬁugmﬁ%ma@iaaamjmiﬁmiu%uqa wazilu
nszvIuMsBusiteduaduligiFoulauiluszeren fenuniagileluanufavesaules
dwmaliAnnnumagilauarainsassinasnuiirdaunmidlueuen fafulsaumsfiazduaia
nsaeALNINNTTUINMIAnTAT1zvaclulunIsannIseus Wun1siauIu1eege 9need
anusiandildazann Welvgisoufnnswamiegisinunn Aanssuitenisizeus vieih
nsgvumsafanngesiieliidlansguiunisFeuBousinniude nisimuny uiens
ponuuUINIEuAsTinsvunTonUszad adafuiuy Waun uasvadeuluusiazdiuuoinis
9ONIUY N3zUIMMEFINaNamsaUszndldlunsooniuunsaiianszuiumsSeuiia
fg

- AmuaingUsgadnean

- afsdunvuifioveaeuingUzase

- WRILINAULUY

- ndau
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fupousinariieuaiioumsasianuiiavdiu Fehwdnmanaasunsidouiluudazdiugony
waza1unsaImannIsAienaEnUseendldiunseenwuunsiseuidely duwidediuiuuin
wandliFuhmadunuduiiduiiaiuayunisdeu vien1sansiunsesdliiudidun Wy n1s
Feudnndinguuesivaiuszavsnmuntudeldfanssussdlung [2] ne3einen nisidy

nuslvidiausannseganud uanuveiulunues [12]

= [ 1 1

Aatunsfnuludseinalnedsdianudidgdn nmsiauny duliwualdugy wavaunsal

o

Inddulvsdmnidetie amnsandndunuidnlunisivasuudasihundudovesnsdeussely

- & 4 v -
\Weannilugunsalnnmanunsaldlayniinniia

2.5.38uil4Usyvdunan (PBL, PROBLEM BASED LEARNING)

sUBUUNISITe U ARTUAINLUIARYRINg ¥ NIsISsUTUUUas19aTIANEY

Y

' 1%
S a =

(Constructivism) Inewtuliigseuasieruslmininmslddymnfntuluanuduase §iieus

Y

Aninwelun1sAndiasedt uazanunsauntami wfeudulaauinumansluaivivifng

Y Y a a

Juwisngelnnulvigiseuanunsafnegradududuney wazlinnudilalulgmainnisasde
Ujun [20]
a Y1 U b4 YV a ¥ £ 1 a Yo
nsseuiiunszuIunMsawnuausgdalviseulaunlutagdu wunsseusinu
inulusedndeddrmiuAnuidgans@euldsuasudusdu [22] msseuleeldlagundugiu

(PBL) 1unsgurunisseuslagldtdaynududinseaulid Souiianufigin awvguaznalnves

o

a 3 14 14 ydy A A 4 U A 1 b !
nsiadegniiu Auaanuiiugunnedesiulgnl iesiludgnisuitymisely lag

a A

Aseuenvaylifianuslusestus wneu uietaldmiug

Sguimuwnmanianeugnddey Ae

a

¥ = 1 a =] a aa
NEIYULBYLANWIDLAYLIYUNT IBATT

1. Boudmnuiiiugruiiieadesestiagmniug Wunssuiunisinesafivemanasidussuy
dumsisunadeulusunsalunuavadieenniiugiu derfunglumadeulusunsusigg
2. madsuduazAunivaruinuingUszasdiinuomienduiily (Self-directed leaming)
TuusiazAensslunumsuiaduinguszasdgeny ielvfiduaunsaussqimaneluusas
@ sUuuunsseuileeldlayvilugiu (Problem-based Learning: PBL) finaa1u3dusu

Wawnsieuaeunld PBL vislusedunisAinwduiiugiunagseaugaudnwimsludseme
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wagsnelszna Nenfudnvazdidgueanisianmsiseuiuuu PBL Wunseulunisesnuuy

TUADUNITIANITHIEUINUTENTTRUIFULUUNTIANITT U NUANATUAUTUR DUYBY
a = v o & o & v o &
AANTINNTFBUFFUINFULUUNU AL 7 Yuneunaneiail

1. Clarifying unfamiliar terms
naugisewianuiilaiAn Yennununngeglulagmividaiau lagerdeninug

NugvesaInlungunsensAnwIALATIAINENEN SIS IMTRFR B

2. Problem definition
Ay lnennaulunguidilatymimanisal vve

naugisuszydamvisedeyadidaysiuiu

Usngnisailaninaninslulgmtu

3. Brainstorm
LONANTUIZNOUNITUTTINLATINSWAIUINITITIUAITEDY  Problem-based Learning:
PBL Nul3oUsEANANDIATIEYUYNIAINY LagnIANANT18sUTY tngafaadnusiines

Y

andnngu unistieiuAnegadivaiing a3usiusuauiuazwulRnueinguieiu naln

nmsiindeym wellgnmsaswasufguiauvnaunaiveldui Jeymitu

4. Analyzing the problem
v a o a N YR A v ) Y o
ﬂE}lIQLifJ‘UE]ﬁU’I‘EJLLﬁ%GNﬁiJQJG@’]uVlL“UEJJJIENﬂUﬂU‘{jiyVi’]G]’liJVllﬂizﬂiJﬁN@Qﬂu LbAIUTINE

NyiATIEdna1duad1Agy Tagldiugiuanusifuvesisow n1suanInuAnegladl

ARG

5. Formulating learning issues
umnvuadngUszasdnisiseus iedumdeyanavesurenanisinseniagl
lanenagaalaiuds duladesndulununiu diuledilidniedndusedly

a

NANLLSY
9 Y

=

LIYUAUNTAUDAN

[
W
Y
o

AUAI LA

6. Self-study

HLSUALAT

Y

fenuLed (Self-directed learning)

1TIVTIANTAUNAINTOUALUNAINITTOUTAY) LieRRUINwENISITEUS
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7. Reporting
MnFeuteyaasaumelnilainun nqudiseuinuneduse esent duases

auingUsrasdnasll windmagdldundnnisuazuuamaiiethluldlenasialy [15]

NTUADUNITIANITAINANIIZUILIDDNLUUNUAATNUATURDUFINE TUAITAT

v Y Y a 1
nszUIuNTTuivesiseusioly

2.6 iN¥EN13138UTA8AUBS (SELF-DIRECTED LEARNING)

M3LSeuiLuUdInwes (Self ~Directed Learning) {Wwisnsnilsildasululagiu wu

=

g lifnwAuaiuiudnedsrailos widseurszaunisfinuiudanau dadednduns

A 1

pesian1sHALINISS et eelllowasntin wuiAnfInaatuauulinisSeusgaESauy
Sullnreulunsnewny NsUJUR waznasUsziliuna aauimtivesnsiseuvesnuled 1y
anwardassunnauliegluvaeegluaniunisainisseus luiiausednriusely diseuanunse
drelaunisiieuiiagyinweiiinannssey dlddsseadliidiiuaniunisalnieg ludinass
¢ = o a ¢ = I Aa o . a ] = o °
nanuMsamialUgBnan1un1saiviie ag1eiRndu (Dixon, 1992) e5unen ANSLIBUFRUUUN
[ Ay a ¢ v = % < =
auled WunsyuunsngSewlnagvanuieinistunisiteuivesmues andminglunisseu
e aTuayy krasrws densAnulilunisseus wavdsediunanisiteuivemules

nsisgusLUUnues Aemsiigiseuadaslanvzseusdiulagliinistedu Tideuas

ISR a

v a 1 a Y v ! a 1 J = @ a I = v Y
FUNATRUABNITLIYUIAINGT [17] ﬂ?iLiEJUENTUﬂ'ﬁL@ULmJ‘NL‘Uu@ﬂ‘i/l’]\'iLﬁ@ﬂ‘ﬁuq ‘EJ'JEJIW};IJL gU

Y o A Y a

adnslanaziseusies dnnusuinveuiasseusiidenivualaginy nannsddgineliie

nmsthaueaiialUisgusane 1 3 Jafe
1 MISUSTTIANISAULDY
U a = ¥
2. ANSARaUlAlUNITREUN ILAULD

3. NIPIVALAULDY [17]

Y Y
a o [y

MnwAnfInaaniiula Msiewewiielldeudduiuruegivusgdlafiozasnatuunde

J Y IS

! [ « & A av 9 v o w Y 1 v = o
N ﬂ’]iLﬁULﬂﬂJLUULﬂi’ENiJ@‘VN’]U’JQUUIVﬂUWNﬁWQZyJ’N NLAUITANUNTONNN YLV 3 TBLWBUWIU

Y

o = Ao oA = 1
Eﬂ']iLiEJuGU@QWULBQWENUu‘ﬁialﬂ



19

A4 ac a

don13138usAava (Digital Leaming Media) fie dedidnvseindfioenuuuliialigisey

a

Ussauan1sseuinaanis sgdlaegrmilslaean: deddnvselndwarihdudndAnislunis

aieeeRaus fredalandiedliinSeuladunauazissuiananiunsaivainvae dgUuuy

mydnaveiinlanivi wazdnesnwuuniieduasuuszdnsnmlunmsSoudvesdiFou tnudu

(%
1 LY

densiseuidnUssiannatuayulviiduisingussasdvasnuiaiiaasinniseialung uwad

Y 9

Y
Y

a 14 [ [ o A a o
UsIaNNRAsly [7] aussaur (competency) 1udadglumsvinuiniindnaiuaiunsalunis
wiatwdudniinwendndusesdilunsiseuimenuies lnglanisnisiig@aenuaiunsalunis

LEULNN H09AUTENOUVBIANITOULMANANULUIANVDILUALABLAUAL 5 dIUAD [27]

Y &

1. Au3 (Knowledge) Ao avufiamzluiasfides iWuanudmduansedday wuaug

Y
14 a [ < ¥
AUANAAARNT LUUAU

a a 1

2. vinwe (Skil) e Avfidosnsliinldedaliuszdviam 1wy Vinvenanoufiames inwy
yamstenennud sy dnvefiAaldiuinanfugiuneenuiiarannsoujoaldegng
LAEIARD3784LY LIUNITAIUANIALATTMELAUNY

3, AR TuALLe (Self - concept) A9 ALY wavAuARIAEfUNEN Yl

Yo viodaTiyaraliolmuendy Wi anudulslupuea dusiu

%

4. yadnanwarUszdifavesuana (Traits) Wudsiesurefsunnatiu 1wy aununlelioway
Tindlald viefidnwazitudun Dusiu
5. 4393313 / 1amAR (Motives / attitude) 1Juussgdla wiaussdunielu avinliyama

a P ! = 1 ! o = J v
wanengAnssuigeludinmany visesedaudnia Judu

Y [y

Vg @ a a A ! aa o Y =
mmgamﬂuaaiz (Autonomy) ANFUFINTINDYWUIUYNINY AMIIINAIUANAULDY N3N

Y a a v L4

elunues n1snangnael Wuinwenneliinive n1553natuaunueiieasnensyuIung

Y

a & A

= v v = 1 =t va v
Seuslamgnues viensegluanglaaniiznils (Presence) lussesiuvselagulives
yaralayaranils viemedyyngia (ntuitive control) Mstdd@vIngIalagAIusanves

e ANUAR3SUGIeawes Wwinveinefinvusiauny wdidmagnisseuiviokl
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2.7 M338U3HIUNU (GAMES-BASED LEARNING)

Juudnnssuninisine Mdesuwuunisldneunazadudulieueani uiaue

v
! [ S

swiuilemnelusedn wu ngujuniieu veenwuulegluguuuiiluaunaunany 39

Aseulasuns anusuazaudamaulunieudiy [5]

\ Game Based Interactive Learning 95% /
\ Teach Others / Immediate Use 90% /
\ Practice by Doing 75% /

\ Discussion Group 50% /

\ Demonstration 30% /

\ Media Visual 20% /

Reading 10%

SUN 2. wnugiieuddgresmslinisiSeudinunUSeuiisunsiseussuuuudug [5]

Iagianizludnwuzvounudtassaniunisel Nn1sasdwindeunisiieuinaynauiu
a a o g v a oA a v a v .
wdawdy vilinnsiSeusliunde uazlinnuyme nsiSeuiniung (Game-based learning)
A & . a ~ Ay vy a a ] = Y Y & a A
fo.lu E-learning Anguuuunilenlvigisouildnsinlunisiseuive s TouesuuiuguiuAni
gilinaeusilusosdunauuwifn Edutainment [25]
2 v = P v o < = e = o 2 v
pulainsSeugiuwnuglinadugnsnenmsiseulans 95% Jemsihundusuiuy
TnsseuiluaniunsalinsAnwiasadasnedu wungsadeulumudilneunsunsuiida = agvh

TiinaaNgnsv1eN1s3ausvIell
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2.8 MnUNUYIN3Y (GAME IN THE REAL LIFE)
1NUITELALIAUNITITNLAUNITANEY WUINULTUFDUTEL AN AN LNAIINAR

vofiautluegnaunn inaunsafsgaanuaulavesauldlaedureuwnniaiiowd mawn

Yo

anugnsfny wardsaunsamuuadmuneg adeenuneeuliiuiiaulnligeriasieglassn

Y

o w

199 nszinunnnududdsimeligiduiannumeisiy $3nanuiviaveuadidu
ANudIAynaunasluntsvinfanssulunudsazanusaniulnazaulUlduazaruisaduiinua
aufmtvesnisiifanssulunuld [9Lnuiinnsdden Tasanizinueaulad
Wisuiadieudseumils dedriumnainlanuisannunds yanadildnuiaoseninsnisaunuiiie
nsaunul visevhAsnssusnegfetululanaiouass nsldinududenans inathetaunaes

waginiinwenisuiladaymnisidunuiuanansodeasuinuelag Tudugiaula
2.9 AUYIIMY (CHALLENGES)

auvimelunmfundnnisiugrulunisesnuvuinalfifinenuaun aanuimie
annsauvadutssanldded amnudimelaeinisdivuanan (Time Challenge) fidudasyin
AszAvuegdliiasariunanfimanuald annudiimienisiiuauasetaal (Dexterity
Challenge) fiduazdaafinisiinuznsnsziunsegisiidesendonnuuaaindosiods dnduls
081959157 1lelenwur guasaluiny ANuTMIEFuAINeANY (Endurance  Challenge)
wnufazdnisAinuairanlunisuiAnisie annasimieavegfifiauszaiuisaegly
ANTNLINBNVR NN AUIULALIUAIDENY 1NN PAC man AINYINTINENIAIUAIINTT AIN3
(Memory and Knowledge Challenge) Q’La'ummzﬁaqﬁauawmﬁ’ﬁw?a UBENUAFNNNT
vide Usmulunud vmseen videidluufifnnsaunsedns wielulvifegadifesnts e
MEAIUANLRAIN TRTINAUAINAR (Cleverness and Logic Challenge) lauazaasldauadly
n1sAaa e AIIazuAladymlaegials wAUIALIFIG ANUTIINIENIRIUNITINGTS
13873 (Resource Control Challenge) TilUszanBaimanniignisazifugvug Wununagns
Wuvangea, vungnuaz [10] lagluniseenuuuinulviianuaynaain sHaukaIuAIum7

mevanvanesukuulumeiu vinlvinulianuudanivduagaynauiuinngsdy
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sUukuunsaieanuvimglunsruiun1siieuiann anudigasy WusgAuAIINeIn

Py ndukuunsadianuduLuy

2.10 \A39UsTuaNany (GAME ENGINE)

' '
=~

wiseaszananany ugenduassuwuunisifinsaunmsinuneluiignesnuuulidmsy

=

NSHRILINNNS wuu 3 85 wag 2 JalulagduiiiaTessvianaunuignitaulagnguiniimu

Y Y I

TUswnsuunTUlARNaunULEen Y tnednwauiaiuisaldinsesuseaiananulunisimunny

Y

C% v

VUABLAINDT FandwIsATasUsEIananuilasuAudenantniaululaguud 2 /) fe

Unreal Engine uaz Unity @919 2 falllA9a3190unaudIsun1svina uiiugumnilioun 1w

4 IS

TUswnsumlunlalunisiseunisaaudins vt suaud o uldsensulusie3 s Mg eanounn

Y

(3][10]

- om
a8
» W Favorites Astets » Characte

v Assets
¥ B Charactar Pack

B Matenialy
» 8 Texture
™ prefad
M Scripts
v 88 Srandard Assety
T8 2k ybores
Srs

-

* 08 Trees Ambient-Occhan
™ Tree_Testuras

JUT 3. inesUszananany Unity AiltiduesesdiondnlunsiWauny 3 {6 [16]

2.11 MsUsziiunamsEeus

'

nsasuaTesilerey Wensiseu; AidedinnudAyAenisiseuiiuasedisnin

W ansadalaaswiseld nsUssliumsBeuiusenaudie [17] ddndvnisivuadssnnns
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UsZumUTURUNISISEY WY NUMIUEeN neadauNanisiseu Wudy warn1siaaniseiny

Yaenshiteyadounadu wu daeududlideyavseriseulideyadounduuniaou uas 35lunns

Y

ATIVFDUNAFUYNTNNNITIOU LHUIINNTHRNANUENUEIDINaTLFIINNITTEU 15U 1A
WIeTeuaTuineg tneduegiu nsianudssduna lunuideilesniuunisussdiunanis

ISEU3INLTRIlINATELNNA1Y AUNaFUgNEMINITISEUY WU GPA fuanuiisnelasenulas

(%
Y

YULSHUS VRTIAUARTINANITTEUTHUY WU 1Ny Wensseus Anuwetulunuesdnalinig

Soufvuiienmuignisiseusdely [13]



YUADUITNITANUUIUIY

a [

3.1 528U

nM939eildun193deuuunnasy (Experimental Research) laggiduagiimundenis
= v = v a9y 9 ~ =~
Seudszinninuuaznaaesssinnvenisisews lneiiduneuduandduun 4 fadl

a a

szevil 1 Anwdeyaniugiiandeyangsuileureansus uazaeunudoyalUsaduang

9 Y

=

faulddindelugudineusy wu wedhu AjuugLwT war wvuAlAsunIHnausy
17U 25 AU
Sregdl 2: penuuUNY 2/3 iR

= o = a a Y ! [
spedl 3 1 dunufisenuuunageulsyansamvennulaglinismaaes lnguuugu 1an
Wazte1VUlUIANTUNNUMIUAT T1UIY 30 AU
szeedl 4 : YINan15VAaewunAsIe an

a 6%

- WHANTUIEIUNAULRN
- HaAzwuAUTianelaINMITIEUNY

seeedl 5 Ussiliunanuuseudssnmnuiatinluusuugenisosntuuwas iy

Anwdeyanieil

Y

!

BRNLLUULNU

v

7IAFDUNITLAULNY

!

AATILANITOONLUULNY
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3.2 MyIATIEVdeya

nsaensianseuunsAnialdlunssuiunsfnltieaineassd  wasdndeyaingen
<

Ingldlusunsudnsagy SPSS (Statistical Package for the Social Science) Tunisiaszvivoya

ANUSLOEUITEDR

a

Ingldnmmegeulaaumis (Chi-Square Test) WWISnsadeuitaIeuliguveyaiieg
TugUvesmudvieluguvesdnaiy Meenswuy msfinvianainnufadiv anvadla wienis
gausu Wunu luaunsadameanuiuusiiariiiuuey wnannsaduuneaniluviiavl aluy

a Ql' N A a
WNTian 110 U1unans uee ueedian ve A-ld iuny

3.3 1A399UN M lUNISWAIUISSUU

iwsesilefldlunsiaunszuy gimunldtinsldiedosdeouasmaluladlumsimunszuy
18w Unity3D JueSeadlefildlunisiann ulusunsuimunnuaudd uazaesdflaganunse
Pretimuliiauing Iéegediussannmuazanniosesiuldvainvaessuufofing
Windows uag OSX Snvsdsassumulunmsiauildivainvatentsn 3ds Max duluswnsuddl
malaawdulunisaisnn 3 47 uagauaiia Animation wanlusunsuliiunrden esan
anmnstusulialdieuazanuansnvesiusunssfaivayunsinulditeunnidosmesy
Animation @usznauuaziesesiefildlunisviauvedsunsu 3ds Max Lﬁaﬂuﬁugﬁﬂums
a$13 3D sielU Photoshop 1ulusunsalunszna Adobe Alddmiuanussnmaneuas
annsiin I¥eeneiiusy@nsam Snvedanangn Retouching ANLASANMLAYESIIA M LEU A3
WAanW NSk Effect singe Tifunniagindsde Wudnu

After Effect \ulusunsudild Effect Ity nmeundluduneunisiaselndshindanld
Tulsunsuillfifeunnadialéisnmisamiadoulmlndides vindunisviananivsunsy 3

Y
ca

3R wdwvineieNl After Effect avvilauauy ity
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3.4 N1SIANAANUNIND L lun1SLaULNY

LRYRDULLUUADUNIY

k)
el
O s yald
O a AN
918 *
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3.7. N15AIUANATATAT (CHARACTER CONTROL)

N13AIUANMIALAT HlauausamuauiiazasiuLluAduesa gnas e WASD
wazunddmsuaniunisnelunudsas Wunsmvguiazashitedeulmlvanluguueiyana

7 3 %38Third Person Controller Game ﬁyumé’aﬂ%aﬂimzﬁuuu 60 89N

]
Y 1

sU# 7. foehainusame syanail 3 (Ninja Magic, 2014)

LOOK LEFT LOOK RIGHT
] |
JOURNAL PLAYER MOVEMENT EXAMINE
| I HELP MAP ACTIVATE
Tab Q W E I
A|S|D H
4
Shift M

Ctrl Space Bar

SPRINT
SNEAK JUMP

5U 8. susnuuuduiiasinldluny
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EXIT
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NToLAKAUNNTILIY 30 AU INAMIETREAY 76.7 InAndeSosay 23.3 Anangely 21

U (18 -28 U) wamsisewaie 2.62 sesunmwsanguegluseiunaly

Paired Differences

95% Confidence

Std. Std. Interval of the
Deviatio | Error Difference Sig. (2-
Paired Mean n Mean | Lower Upper t df | tailed)
Competency-
62222 | 1.03847| .18960| .23445 1.00999 | 3.282 29 .003
Autonomy
Autonomy - Presence 10741 .60189 | .10989| ~.11734 33216 977 29 .336
Presence - Intutive
-42963| .79629| .14538| -.72697 -13229| -2.955 29 .006
Control
Intuitive Control -
-30000| .96032| .17533| -.65859 .05859 | -1.711 29 .098
Competency
Competency -
72963 | 1.07911| .19702| .32668 1.13258 | 3.703 29 .001
Presence
Autonomy - Intutive
-32222| .70837| .12933| -.58673 -05771| -2.491 29 .019
Control

A519% 2. PT1eANuELRUSANURNInelavMzIauLN

NFETN 2 @NUITOATIZNANUEUNUSITBEUTENINHILUTDATE TUNISTNAFDUANUNIND LA

YOILAWNNIINNITIA dUTIOUE (competency), AINFANTUBaTE (Autonomy), n1sagly

an1zlaanznils (Presence) way M sty (Intuitive control) suaq;:it,eiumm
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4.2.1. COMPETENCY uaz AUTONOMY

aussouy (Competency)  Hudladelunisireudiiindaninuaiuisaluniswedy
Taglawizmaifisdanmanansalunisiauny famduiuiuanuddndudass (Autonomy)
sl nwegeiideiniy Msiinauausues n1siidelunwes Tuvueiauny (Sig. .003 <
05) wanisnegeuansbiiiiuinnufieenuuuainsaviligiausaniiauansafiaziiusiiu

waztaunule waziidaszlunisdndulalunsitniszianieg aelun

4.2.2. PRESENCE wag INTUITIVE CONTROL

msegluan1iglaannienils (Presence) lusvasiiuvseladuldvesynnalaynnantsd
AuduRusiunsidyvnga (ntuitive control)  nslddwmaalaeaudnvenules
AUARSISUMEAuRsluTIaWNY (Sig. .006 < .05) HansnadautkansliliuIluvueiiay

Ny inueeniuvansalddyvngulaeanuidnvesnueddunula

4.2.3. COMPETENCY wag PRESENCE

dussoug (Competency) tUudladelunisvitauniiudaniiuaiuisalunisuasdu
lnglanznsiindnainuaunsatunisiauny danudunusiunisegluaniivlaaniienis
(Presence) Tuszagiiiunselidulavasyanalaunnanisluvuziauny (Sig. .001 < .05) Nan1s

VAFRUNUINULETHATINEaNT I UL A WARTUY s LawNuTlA

4.2.4. AUTONOMY uag INTUITIVE CONTROL

e @ a = = 1 aa v o W Y o =
AusAndudase (Autonomy) misiliasnnegeiiitemiu n1s3dnaruauaues n1sdl
slusuies Tuvuziaunudauduiusiunisiddysiegia (ntuitive  control) A5l

Fyegalaeanuidnvesmuies AnuAnsisusienuesluvziaung (Sig. .019 < .05) Han1s
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angaunuInnuiesnwuuanisaasiauidniludasslunuzaudmalifiauaiuisadn

[ 1
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Hawelalvifuglauegaldoddsy

4.3. HaN1SITEUNUANIANVUZLAUNY

Test Statistics

sl
auiandu | nsedluanne | dywanaa
ALISSOUY dasy Taanmenils (Intuitive
GPA (Competency) | (Autonomy) (Presence) control)
Chi-Square 2.933° 17.400° 19.133° 6.600° 11.800°
df 25 8 10 20 10
Asymp. Sig. 1.000 026 039 998 299

A519% 3. ANINANUFURUSVBINANISI BULarANNNINBlIvuEIaUAY

A1NNITIATILAANUAURNUSTENINIFLUST HANISLSeU (GPA)

ey @ussaue (competency)
anuiandudase (Autonomy) nsegluan1izlaaniizwils (Presence) way mslddnyyingyia
(Intuitive control) vasiauNLlun13199 3 nan1svegunuitANuiulavuzIAuNLdmaIN

nsiseus Anudulalunueneliiianasisonisisews inuneeniuvassanImwIndouidanali

oA

diaufiauidndudase (Autonomy) uazadmudessuliiudiau (Sig. < .05)

¥

Toyalinseinanisiseusanuiianelalunisiaununuindianudifydenadugns
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NNNTISsUYsHTE ALY
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