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Abstract

This research aimed to: (1) promote analytical thinking and problem-solving skills, (2)
teach fundamental concepts of calculating income and expenses, financial planning, and saving,
and (3) foster imagination and learning through simulated situations. The identified problem was
that primary school students often lack motivation to practice mathematics, resulting in
discontinuous and unengaging learning. Therefore, the researchers developed a game to provide
both enjoyment and opportunities for students to review and strengthen their mathematical skills
simultaneously. The research methodology involved collecting data from teachers and target
students through questionnaires and interviews, as well as testing the prototype game in actual
practice. The collected data were then analyzed to determine user requirements and further
develop the prototype. The game was created using Roblox Studio and Lua scripting, together
with UX/UI design appropriate for primary school learners. The evaluation tool was a 5-point

Likert scale satisfaction questionnaire. The results showed that the developed game achieved a

very good level of quality. Expert evaluators reported an average score of (X = 4.68), while

general users reported an average score of (X = 4.58). These findings indicate that the game
effectively meets user needs and successfully enhances motivation for mathematics learning

among primary school students.

Keywords: Educational Game, Primary Mathematics, Roblox

unun

|
AN o W

¢ < o aa o U o ! QI
AdlpANansLOWinwend1Anlun1sinse@inussantunasnisvineuluouimn Tnglanizesndy

5
!

dvdutinifoussiuussaufnwn Fudufefinesinesingiuniunisniinsievnasnisunladoymn u
AlNANANSA2QNUSSIUVANZATUNUNANANSANUITUNLSIU WA, 26561 (USUUSY WA 2560) ua
srauvesan Tuanasunsaeuinemansuasmalulad @am) Fandnifousiuauuindenad
wadunndsuazyiauseglalunsifoug @am, 2665) nilluuumieilnuanuaulalupnissui
21 RonsUssynnly Gamification wenisunnalnuasesAUsENoUTeNn 19U AxLLLAYAY WiTu0y

- o T _ IC) SILPAKORN
sansdsiMsleBiiauins Jn 1 adun 2 (NSNIAU-SUdNAL), 2025 I‘ TACADEMIC 2/15

JOURNAL
smsswmslobias




INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 article 10: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

579%a n15fa AuAMLNINIY uFenseaudndudu unafulunssuaunisifous FeuRnnIeann
Game-Based Learning Mi@ianulnumsaiionsAnun (Deterding et al, 201 1) WUATUUATSIENY
YaNuT UL Gamification anunsoiiuuseaela Arudaiusay uazanumwdawiuesyifouln
(Kapp, 2012; NSENIWANYIENNS, 2564)

pugkATeRLLARWALY InuaSuinveadnmansuuuwaniesulsudenalnenaunanunaln
w04 Gamification ielvyFuulussdulssoufnundf 1-3 Tnuisnnuaynauulasniswuinye
nadineanslunsoudu suuuuinueenuuuinyduulafuunumauufiduanvessiuenms fines
UEMN5505U-58918 aununsTedu uagdnaulausendavioseuiu Tnofssuuaiussaunisol
Uandoningiu uaniusia iieladuasivissqslauaginlunsinduinuzadneansiuunie
Fafu suAsedasduaingussasald 3 Usenns laun 1) auauinugnisfniinsisiiazunle
Jnvn 2) aeuuuARNuFIAITUNSAIUINSI8FU-518978 N15euNunsToISu uagnsUsEVdn
LALONOOY 3) LASLATINALALINTLANISIEUUSHILANUNNSOLALLF

faus=ain
~ ! PR a a ¢ *A
1. Weavnasuinyen1sAniimssriasun lvdoymn
2. IoaULLIARNUSIUAIAUNISATUINUSWIU-99838 NSINERUNSTARU waznisUsevdn
IELILhH
dl = v a = v ! ¢ a
3. INOIESUATINAUAUINISUAENISITYUSNTUANNLNIS UL

UaULUNNNSIOY

NUNISIuUg At AANans Al uuafa Gamification vuuwanWesulsu§ensdmsuiiniou
Ussoudnundil 1-3 d¥nqussavaitowmuiuuimiensifougiivisaaduinuenisiaiiassy nns
LATYM NNSANUINSIEFU-518918 NM1529LHUNISIZITY LALNMSUSINE ALALON0OL RADAAL
LA UATINAUALINISUAYINSIZUUSNIUANNUNTSAIdaeY ITevanndslufinununuuluyaennside iy
LUUADUNNUILBNANIUNNSAL (Scenario-Based Questionnaire) uipFesdondnlunisifureya Tnein
agHaouAdinmansduIL 3 AU Ussiduanumungan anuutaula waznisdeulowdenady
vdngns YeyaliuiALAeady Gamification TaannsuAteuazunavveyaseulauiifisaves nsifu
%@Hac«ﬁ’ﬂl,ﬁuma?wzh\i WOPANIYU-SUINAL 2567 %@Qaﬁiﬁ%gﬂ%Lmﬁgﬁﬁ“\u%@@mmwmnmmﬁmﬁu
YONANADL LALINNS UL RONTINADUANNLIVLNEALYONLLININIAENAlN Gamification TunsWaLN

= v a ¢ 3 U L =) =
Lﬂllﬂ"lﬁLSSUEWQJGIFIQﬁmﬁﬁ’]MiUUHLﬁEJLLUS?deﬂﬂU’W

NISNUNJUJSSUNSSY
¢ v dy dla o U ! o a aNa o U o
adnmansiduinusiugiui JanudinymnenisandudinussinTunasnisinvulueunan
dl a' e U a a ¢ v v a ! = = a s,
tovannifienvesiunisAnitasnzy nsundyun waznisandulsesndwnna nisiSoundnaansiu

- o T _ IC) SILPAKORN
sansdsiMsleBiiauins Jn 1 adun 2 (NSNIAU-SUdNAL), 2025 I‘ TACADEMIC 3/15

JOURNAL
smsswmslobias




INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 article 10: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

sgavUszouAnwrAIvdunumdtAgylunisinesingiuinesviand FanangmsununaNnisAnyidu

¥
=

MugIu we. 2551 (USUUSe we. 2560) Indavunlnadinaansidunidduansensifousudniie
WaLNnvEnsAuan nsAnesadussuy wanisussynnleludinady (@ans, 2560) eyndlsfnu
NNSBnUResan T uANAsUNsAeUInemansuasnalulal @am) wunn tnideulnesiusulutes
Femadnadugnineadarmansinninnamuinsgin Tnsannsluaunsniinssiuaznisundomii
\Jurinuzdndoylurmssuil 21 @am, 2565) mssznmmegq%?umsﬁsumﬁmmam%nﬂuﬂcgmﬁﬁﬁqﬁ
novlasunisunly vuddelunansussmeanuan Gamification n§enisunnalnnuunlylufanssunis
Founsaeuasiiuuseylanazanuaynauulunsifous Tasanunsovislngfousdnauyndunisia
ﬁ’«mssmLmzﬂizﬁiu"iﬁﬁﬁmm%uiﬁ{@Lﬁa\‘i (Prensky, 2003; Kapp, 2012) Gamification ﬁ@ﬁﬂ‘US:méJU
viangeyWiigasAnumImelusugiSou wu ssuuanUsEaunsnl Uandeningiu, uandusieda
Fuanunsnunluuszynaly Tuivadneansiil eladuasnainuenisAnuaznisun Yyvivesy Fou
(Hamari et al, 2016; ang., 2564) n1sly Gamification ieavaSUNsISsUIAdiRAanslngnnAaesly
synmiunansUsana 1wy Tuussmeauwauanuan mslainulunsiSeuadinmansyasiv

Y o = ! ! = o s Y =1 = o Ay Y Yy ¥ ‘9 ¥ o
WESYULAIUIIULASLAINUNTSADTDIUNINYU ?NNﬂﬁWS‘Vl\Eﬁﬂ@@LﬁEJ‘Llﬁ’]ﬂJ"IﬁQL‘ZJ"IT‘*]LLﬁg‘Uﬁ&iQﬂﬁ]T‘ZW]ﬂwg

D

AdnAansTUTAnAZIlARNIN (Hakulinen et al, 2019) 8nvinnnsly Gamification §e¥aasainuei
dn ”cysiuﬂmﬁswﬁ 21 1wy msﬁm%q"‘sLﬂsq::ﬁu,azmsuﬁﬂmﬂ,mﬁﬁﬂ%ﬁm%mw (OecDb, 2019)

Tuusunalng vuddeves dnfnaiunesyuiileanuanenianensiny (nae) (2564) la
wanalvifiuan nsly uwanWesuRAWaidnalnvowny wu msazauunuluguiuvesulau ¥aeln
Widsufingfinssuifvuuagyindanssulaunniulpedanuiwelanensidsusgenanideifisutunisaeu
LUURIAY (AnnTunsAnuInising, 2564) uenaniianwuan Gamification AMNSOASNWOANTIUIT
vantwfin wu msaslafou nsvinfanssuiilnuselon uasnisifougesneneiiies nsussynnly
Gamification TunsiZsusadnmansuiuunanesulsudensgnifenidownanunsoaslaniaiouads
Ay Fouanunsoininuglnluaniunisaidnaey WU NMsUFNISIILONMIT N153ANISI18§U-S18A0Y
uagn1gNuHUNsTeTy FuduinueddglunswamnanuAndemssnsuaznislyadnemansiu
FAmUsERTU (NSENIWANYIBNS, 2664; Hamari et al, 2016) nslalsuionsidundovdelunnsin
Gamification 1nUszgnAlgfunisiFouadneansiadutumieiivinzauuazaiunsoasauseyslalv
Widvuesniauinugn uasinvinuglulunanfoadu Tusundsrtunslelsuienssaudunauioniialy
msifsunsaoundinmans ievanunanwesudluiewunlnuanudonlunyifouazsensumaiu
undaraelniinWaunaIunsnasNanImanaeuigtuaTunIsifous lavainuatesUuuy 8ayi5eu
anu1s0dninusludinagseynenisanvununisly i u LLa::msﬁmﬁz?qﬁﬁu’gm@slwaqﬂamuioﬁy
@nTunsAnYInNlng, 2564; Hamari et al, 2016)

nsUszynmly Gamification fulsufenadvluifusuneasiaiuasinyeneadamansiniiu
undansiiunuaulalunsdousuasviningiSsuiupuddoyesndineansiuginigeesndaiau

_ s 4 o _ o) SILPAKORN
nsansdisIsloifauins On 1adun 2 (NsnInu-SUaAw), 2025 I‘ TACADEMIC 4/15

JOURNAL
smsswmslobias




INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 article 10: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

3snisaLdudu

v

n153 481 (A fvued unounIsALT U UR oW UNUNISIEoUg A AANARS T 1Y uLaAR
Gamification UnuwannesuTsUSonTdmTUTNEuuUssuAnuI TR 1-3 Tredutunsmudupeudiidu
syuudail
1. nsauRuuasiviuadeymn
515 UAUNMSATagianisAnuiuagiinsen Unymivesy s sulusedulssaudnuiiiann
usvyslalunsifouadnmans Tnodnnsdunvalyiforsnguaznisdissoyaandnifou s
nnsAnuITeymIaNnszuUNSIS sugLALT Svenannuaynuazanunvislunsi§ou (Kapp, 2012;
Hamari et al, 2016) ndvaniuaginuaingussaspresniswauny Tagiunsundyminiuns
Anuuinueadinenansuasnisiaduasanuayniunsdoug
2. MafuteyaLazNISIATIZY
nﬂsﬁmﬁumuﬁ%ﬂ%ﬁ\iﬁlﬁlmmmstﬁu%@gaLs'z?\iﬂmmw‘fmamsﬁumwmjﬂgv;a@u"?ézm
adlprnanssERUTLUSEOL Reveruustindofuidorilmunzanlunisinluussynnleluny naenau
ANNLIMANEALYENAFLLATSULUUNIS00NUUUSEUUINY Sauiaduiseiaueuusiufuilnanninigou
WU AnueuAuALazALalalusULUUNIsiaUINy AntugadelarinnisnynnualnYesaan
Sulen Aeooulau uazauidefifeged i odAsevfey1unui on155uus uasLLIA AR
Gamification fiaunsnLnuUseyne leluniswaununisi§ouy (Deterding et al, 2011; Hamari,
Koivisto, & Sarsa, 2014) %@Haﬁioﬁvmﬂﬁg\mg Unisyu LLaszéq&J@ganﬁaqﬁgﬂﬁﬂm%msqzﬁuag
Faupssvsautuiteaguidussuuiny waninlUsenuuuendunisvitnulvaennaesiuanumenis
gourlauUmLng e lMnuiNmu T uaNsasUsEaUNSINSISousAaun w1lay uasavASA
vinwgnadamanslnegneiussansam
3. NNSODNUUULASWAILNNG
mseeniuuLasaunulelsufensanile (Roblox Studio) uazn¥Igen (Lua) Tunisas s
anwianaeuilmunzaufuinidouUsson TnonaLNATLLLIAR Camification LoU SzUUATUSEAUNNSN
msUandeningiv uazduseda iensenuuseislauaniuanuayniunisi§ous (Prensky, 2003;
Kapp, 2012) wseweenuuy UX/UI Miduusy aduanla LLazmmzauﬁU’?ng%u Snvadlaly Use
Case Diagram wag Data Flow Diagram Tumﬁmeﬁ‘[mqaéwszwLLaxmﬁma%a\i%@Ha i olun
WINFUNISHNILLOUNLTALAL HOUALENABK 199U LazaenAa ot uinnUssasanInisAny
(Pressman & Maxim, 2020)
4. msmma@uuazuﬁiﬁuu%ﬂi\i
vdvanlawaLnuauuuaSaAL Tndununuuuuluneaeutuinifouseiuduussoudne
99 1-3 TnwlaFurnueuirsgannisudouun3sinen wuauud MinwilunaseunuALLUY 1&N
In¥urorausuuzarniniouadadu lnvinsuunly wasvinuuuasuniueeulaul (Google Form) 1ite
AOUNLTNUSEAUNISALALINY ANLQNADILATALNIWYENLTovNANKIBEwnny wagylssurialy Fudu
Fupeudrdnlunmswaundensifousiiuuglrnudumugnan iiveusuusinunmeenulinsy
mm[%T@ximsu,amﬁuﬂsz?m%mwsvaqmst%au% (Hakulinen et al, 2019; Kankaanranta et al, 2006)

- o T _ IC) SILPAKORN
sansdsiMsleBiiauins Jn 1 adun 2 (NSNIAU-SUdNAL), 2025 I‘ TACADEMIC 5/15

JOURNAL
smsswmslobias




INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 article 10: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

wan1sdoy

1. N1$99NULUUNISIAY (Research Design)

NUATud D TngUssavai owmun inun1si§ous adinA1ans A louuiAn Gamification Uw
uwanwesulsuondduduinivuussoufnundi 1-3 TneyvaafuinugnisAniasisy ns
LAY NNSANLAINSIISU-518918 N19919UKUNSTEIEL LannSUSENE ALALONDL YOUIYRYON
WATeAsouray Unifuusulssoufnundi 1-3 uae AgyaeuAdinAnansdnuIL 3 AU NsifuYeya
ANTUNMSHIL WUUABUNNLENANTUNI SO (Scenario-Based Questionnaire) ﬁ’]ﬁ%’Uﬂgﬁgﬁau agNIS
susaveyaaiuayuAnuvaseeulatifioniu Gamification iReUssliuAmmIINgaLILAEANLLNALT
vouitlovuaznalnuny %@Haﬁ'ﬁ%gﬂ%Lquﬁﬁv’q@q@mmmmmmﬁmﬁu%mgéﬁ@u waINUSUINU
ANARANUSIU LU ANRAY (Mean) Az auifoauuLnns§Iu (Standard Deviation) L eagUAML
mmzamawsgﬁm%mwwmLnuiumséqLa'%umsn,%&m%mimmamf

2. N1999NUUULAZWRIUILNL (System Development)
2.1 ﬂ']'ﬁLﬂiﬁsﬁ%UULLazﬂ'}ﬁuﬁax‘lms (System Analysis and Requirements)

mswmunLnsiSsusadinrmansuliwaniesulsudonsdmiuinfouduussoudnun i
1-3 wdannsiasnenvyuvesgi§ou wuannsifsundarmansdienauselanazainuneiio
avualSsuliaulalunisiniuinue annnnsdunnunlagyaouadnranssILIL 3 AU uAsNNSANYY
YoyaLfiatyu Gamification wuanIsleAzuULALAL $19TA ATUALININNGY UATANIUNNSAUIIAY
anunsnasvusgslauaganuaynlunisidousla wdvaniuisdavuannunesnisvesszuuLdu
Punctional Requirements 1ALN NISANUAN-AU NISAMUIUIIBFU-5983%8 N1519uNLNSToEY LAy
NsUsENgR-oneoul W%@M%‘U‘USﬁﬂ’?ﬁLLaxm%LLuuazﬁm iae Non-Functional Reguirements Iﬁ:LLﬂI UX/UI
fmungay anuaiostunisinau anueslunisiendy uaganuUaonssvesvoyariSou seUuud
mmsm‘u%ﬂuﬂiqmu%@l,au@uuzmﬂﬂgw'ﬁu Scenario-Based Questionnaire tRolninuALLUUADUTANY
mm%’su%uamﬁ%mgwﬁnwzmsﬁm"iLﬂsq::ﬁﬁu@QQL%‘suic;@sh\iﬁUszﬁm%mw

2.2 N1599NLUUIsUU (System Design)

NN$09NLUUSEUULNUNISIE Bug Adlnrnans vuuwanWesulsuonaglaanelaseasnanig
VNN LYK 1Y STUULNUNTWNSYINI U0 19S8UU (Use Case Diagram) Lieuanst unouLasUSAuNuS
SEMINHIAULALTNATUANY 9 Youny $auf4ly wnunIwnnsivavesvesa (Data Flow Diagram)
52y NILAAVENYENSEUY 19U NNSUIN-AU NSAUIMSIE§U-918ne uaznstuiinasiuuazay iioln
MSNAILNSEUUADARAEITUANLRDNNTSYey SULLAsnouTang N sifou A TUsEANS AW uenannild
sonuuy UX/UI melunulvivinsausugiSoussiuussoudne Tasiuanuuunny msinteiendu
d1dty uaganuaynaunulunisiaung ¥nlvgifsuanunsolidadunisiSoug adnanslnogned
UsgANE WA oI LAINSILI09NISHINILYONR T SEUY WHUNTWAISVINILYeNRT958UU (Use Case
Diagram) fiuaaUS&UWLS 81919k Fouuasindundnveuny 1wu nsnuIn-au msAuansIefu-
$7998 UATSEUUSNTA LARNFNNTWA 1

- o T _ IC) SILPAKORN
sansdsiMsleBiiauins Jn 1 adun 2 (NSNIAU-SUdNAL), 2025 I‘ TACADEMIC 6/15

JOURNAL
smsswmslobias




INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 Article I0: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

Education math game for kids Use case diagram

jl\ /. .......... =sioclude>>..........
) .
6,7 - o
o
SIS

-{ Yasdanwmyamins

o7
o

s
LT

NN 1 LLWUQ’]WLLHG‘I\?Q’W‘VTW\WU‘U@\‘]@T?ﬁﬁ%UU

AMNUNUNTWLARNNISYINIUYONE 1Y SEUU Usenaunag 1) nsUufinUoyd ylauanunso

Jufinsiesdu-s1eaneniinanfanssuluiny TaeszuuazyinnissiueenUydiiolaaanasiusIgsu-

=

swarplaatu FeelnyiFeuenlanisdnnisQuludinussdniu 2) Tutorial vinvunfitduaiuyisie

v A

dy v = ‘OJ v o ad !
Wewnu Tnednisvenenangu (Extend) TUganisuugidndsiau nsaauuIN-au LaznIsaeunNIsaNUyd

5
Y o ¥
LY

L‘ﬁi@Tw&3Lauvm%"i%ms?%muuazﬁugﬁumimmaméﬂl@m%émmém’%\i 3) MRSy Wurendudndy
AANNNITUINUALAUNILANNUNSAINISYIBOIVNG KLALAZADNSILSIANSIINNTOMNSLALALIMISUNOU
guszuvasUsufiuamnugnaevuazasneunadwsndulntugUluuAUssaunsaluasduseta 4) nssu
nsasuAn Wunaln Gamification Aiwawasuseasla Tasgiauannsolandnensiiazauiiouanfon
wensTruvFoansmineu Feuiiusielauasinlvygiauesinnduniausn navaniinsiennng
¥inuYeuy 1¥SEUUHIL Use Case Diagram @vuamaniansundneeiny iwu nsvuiindnyd Tutorial
MsAnSL uagn1s8UInsAsILUAY SeuvazgniUanduununnnisivasesea (Data Flow Diagram)
ieuansnisivaveweyasemnsluganie q aeluiny veveyatiniaudeu Yexafissuudiuin uay
wadwsAagneundunlusULUUANUSTAUNSLaEseTa FugnsTiiiunInsIuYenIsUSELNARALANNS

ANNSVOLATLNUOENTALAU UAANANNINTA 2

_ e L _ o) SILPAKORN
91sansasINslogAfauIns ON 1 aUUA 2 (NSNOIAU-SUaAL), 2025 I ACADEMIC

7/15
JOURNAL




INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 Article I0: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

DFD LV.Otnud &l

Gayavuiins1esu-s1e91es185u

‘ D1 Urys

s:uUaLUYISIBSU-S1818

Goyaveyd

| D4 I Developer

D3 lana

pa dayausyl Jayavuiinsiesu-srieesioiu

Wansdaau P3
Jayaduinsasiu

S:UUSWINSOSIU

N Ss:uudadunalay -
Jdayaundnaau Jdayaunidnaau

Uayanwams

Jayalanavavils 2
asdvdsusiu

~—

dayabuluns:ithacvd BuswIannmsAatay

Jayavaadu WaasIPAU

P2

BusoIannmsiaay
. e ——— IR
as:hamoA S:UUAQBU

day I hamvd

E

NN 2 LLWUQ’]WO’W%‘IM@‘U@\T‘U@Q&

ANuNUAINNNSIvaresY ey aLaAnNTInsEULN sUdnTuNISTRNI ST oy ATEVaNE TeNIu
seuugey uasuvaufuveya Tauyly (Usen) idumuonateyesnisvineu fuainnnsdsugesatn?
§98FU-5189N8I1FNTEUIUNNS P1 szuvasdy@snsdu-s1vany Seveyaazgniuiinasluuvaiy
goya D1 Unyd iitetihlulsuaniwansiiudaqiu snmfoadunleaninsninnsinfanssunsanauniu
P3 ssuuaeuAniaY TngveyakuUlnnasgndeuluaduy Wain (D4 Developer) uaswanisa
wuuilniaagnaung P2 ssuuAnidu ineduansisialusuivuduadoudufullu D2 nss
anwe wadwssanandugnlslu P4 ssuuduingmsnu ienmunanunmtuastangenidovnluiny
yivil nsdunsasaududeuloetureyalainaann D3 Laia iieazounanisiFous Yoy ylngsaw
et uwunmiReasnounsivaisuseseyaosnadussuy suunnsiuintd msininuenisda
iy Waufunslagussfauasniswmunlung SudunalnddnlunsauaiuinuennsiSousveudn
Usgan ndeanneonuuulHunwiasadu AuiidnfyAenisasasszaunisaiyly (UX/UD) fwnlasny
\lovannifngedinueniseuuazyseananavenai ludureu Fuwinnsiuunislyyueunai vy

U 9 3

|
LY

U U ¢ dl ! e o v = yd =1 ! = go) a v v =
doyanwsu (con) Nireurananiane Jnisleddundanuanlaosndl U1du W @y uas wded uy
LARNANOINWA 3

_ L PR _ & SILPAKORN
nsansdisIsloifauins On 1adun 2 (NsnInu-SUaAw), 2025 I ?Sﬁ%m?

8/15




INUMSEBUSACINAANSATBILOAN Gamification UuLWanWasUlsUdoNEEKSUINEEUSUUS-0UANUOR 1-3 Article 10: @252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

NN 3 NUIMANYDITTUULNY UARNAIUADUSULABIIWLSUAUA NS URLAL

2.3 NISWRIUNSZUU (System Implementation)
uiteillnBentalsudentsanile (Roblox Studio) iTuuwaRWeSUNENAMFUNSASIY
anwianaemaiouady ievanidundesdeflimunsaudimyuniseeniuuinuidenisifousiianteng
Tunquiindeussiuuseaudnen Taelensdfouaniunnienivn Lua tiemuaunalnuasnnsiues
Ny arulsznouddyfigniwanndunelussuy Toun 1) seuuaiUssaunsal (Level uag EXP) Uand

ANNTNA 4

DA 4 fregniswaunssauiau (Level) neluiny

F9yrwaEnouAINUNIIMUIRENKLISaU seauasluanuruned Level uaz 20/100 n

Yo v

! L ! vl € ~ o = [Y.Y)
AnureduaIUszaunsufigiaussnovaulratuszaumsuivenuiissuuneanistivaslussauda o
1Ulp 2) sguultuseda (Money Reward) WARNANOTWA 5

NN 5 VUNRONISUAANHATINTA (Money Reward) VONRLAU

- [ = o - [C) SILPAKORN
nsensIsINsioBiifauns UA 1 QUUA 2 (NSNgIAK-5UNA), 2025 I ACADEMIC

sassmsloginans

9/15



INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 Article I0: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

s¥afiveudneuunuidudu giauaganunsolaannuadwsvesnisAndu Fuduainy
panelunisvinuuuiiniin SnnilvevauseneudAyresszuufe nsUandeniuyevrisiuy (Unlock
ltems) Fwvinnunfiiduuseslalygiauesnnduiauinugneswaeiiie gauansolandweinsvie
Susfafiazauainnsvinuuuinifaluvandenuyennsiuy 9 Afiyanigedu vinlnsiuandaanuy
viannvianguazassglaunnin nalndluiiesasiunnumanie udadunsdoulossenng

U a ‘0) 3 o dl
nsinvinueAdinAansHUANLENSATUNY LARNANNTWD &

go30qautsl

(L] =
@& ¢

gy

neld30 nn weld 40 vin

A A
A A
e e

A A
e

a

IR 6 vunsesTUUWYNISUansenIngAu (Unlock Item)
= o " . = ‘e Y a0 & ! o
Fadunalnvanves Gamification NiUssynalaluanuided wu Asuuuazay, s1998, 1a18
WAEAIIUNINIY (Challenges) toasustlaluiSouseniaunuguassougnoiio Tneaiunso
v ! dﬂ) I I € ° . o o v
wnsnawviunteYevssuuluaIull 1wu UoULAANAIUSEAUNISU LaANSILIUIUSINTS M3enunae
Uandeningau FudunissuinsasiumiineyislvgiSyuiuninsiumsvinnuladaaudeiu

2.4 msaéwﬁutwuuazﬂ%’uu?qm"al,fia\i (Prototype and Iteration)

UERNIAESININUALLUU 50U 1 (Prototype Version 1) laSadusniud 4 ifeuvieu
Innsdnsny 2668 ladavinuuuaeuniuesulau (Online Survey) n1sifuYoyafLduNIsWIL
wuuaeunueeulay Tnely wimsnaIuUssNUAn 5 SeiU (Likert 5 Scale) AvuA Uewfign (1)
wnfiga (6) wanisUszfiuanaguazyUnasesinedynouiedu 14 au wuaduamuay 3 AU uag
WunAses 11 au agneunnuauiuulnsuasiuueylusedu wn & wnfign Tudeunnau Tneiy
Tutorial VLAAUINKATLIAAUTANLAY 521NN 3.62-3.92 AzLUL (31N 5.00) WaARNTNAIY
wingauTUnAngRsTuUsEnuuazasTvy foLSougenueslnf ATUNNSeeNKUY Ul (U MinaNms
AnSunazududy Tanuedy 3.77 amuu wansiuanunlaneuasayndunisinfsiay sy
msawinauiaznsUandonianafiogluseiu unn wudu Tnsdveueuusdudulsunnidns

- . S - [C) SILPAKORN
sansdsiMsleBiiauins Jn 1 adun 2 (NSNIAU-SUdNAL), 2025 I‘ TACADEMIC 10/15

JOURNAL
smssomslosan




INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 Article I0: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

LanRUATAvge 1wy Fsuydmdugaunandgs Taesauuan nuruiuudaadesiy 3.66 Az
LAANENANUILNEALTINAT T oYY N1SeeNUUY uaTUSEAUNSAIRTY undudiqafimsusuugaiteln
AOAPABNTUANNLABNNNSYOILSULNNE U

nANANWaLLn BnuAULUUSEU 2 (Prototype Version 2) TatnlunsaeuduiniFeu
seutuUszouAnwudd 1-3 Taglafuanueyiasierainlsasouundoinen wumuud Fenisifu
65@33asﬁuﬂ%\ﬁﬁlﬁumﬂﬁusﬂegaL%Wguqﬁ (Primary Data Collection) HAunNsnaaeslyady (Prototype
Testing) Saufunuvasunueeulal teUsuiuUsEaUN SN SIINNLLAANLLNEALYONINL LAAN

ANNIWA 7

AR 7 AanssunaaealyaiunuluunlsuSounndeinen wumnuus
NNSAUYOYALUVABUONUAIUIL 14 AU WU KatlaueiuliiuduneunsaNgesiu
noulduiny dnivuanulugienlaisnisiauled undedanuduaulunistuiindoyd Tesawizizevdnls
wazwNA U VsusinnseonuuuyumuaAulnsuARuIndmnuasutaslyuiy asuddulpesiuiion
' Y a a U o o ! Py ¢ = P !
winnzay undvetauouusivuiRuandniFeuwmidgimsiinesausenoudyunieiunnuunaula

3. 39muns (Evolution)
N1YUAIINNNITUSUUSIUN [NUAULUUAINY OLEUDUULT LA FUINNLUUAOUNIULT B UT 0UAT

v

WATulpdnfunisdrisraiuiduieusaduauniwuasussandninveuny Tasly uuuaoUINAIUAY

LY
¢ v, v

wolaumsnAILUsELIUAY 6 SEU (5-point Likert Scale) ASOUARUATLUSEAUNSAURIY NSUARNHA
Y199 ANNYNABILATALNIWYeNHen N5y Gamification Useloguniensinen uazmnuadios
g2y nauRUsadufendsirnyaunaluladuammdngnssnuiu 4 au Seimdonnigisnnsiden
LuUAnEas (Purposive Sampling) Wan1sUseflufisnvazdundauanslumnsiei |

- . S - [C) SILPAKORN
sansdsiMsleBiiauins Jn 1 adun 2 (NSNIAU-SUdNAL), 2025 I ACADEMIC 1/15



INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 article 10: €252RS003
ugneu Tnu=uss, Mans inwatn, usde TA:yf, 0sanunl 2arTaeKa) ASISey

] P a a ¢ Y4 ¥ - Y]
A1sNf 1 waussupuniwuasUssandninvesuwannesy Tunqu@eiyngyaiumalulady uasudngns
UM 4 AU

Wagennsuseiiiu x S.D. AUARALTIU
1. pulss a‘umssﬁﬁ‘i% 4.69 0.47 mnﬁam
2. AUNISUAPNNANLNAG 4.59 0.50 mnﬁam
3. SWUV’W'J'WJJQHf;l’QQLLatﬂmﬂﬁW‘U@\‘iLﬁl@Mﬁ 475 0.33 mnﬁam
4. 01579 Gamification 1en1sISug 474 051 unfian
5. prulsEloguNINnNISANYIRI LY 4.69 0.52 mnﬁam
6. PIUANMULATYSUAZUSEANENTNYONSEUY 4.63 0.54 mnﬁam
ANLRAYIIL 4.68 mnﬁ'qm

NENSINA 1 wassnanisussiiuguniwiasUssansnineevinulnenguiidenyiyniu
walulaBuasvangns wuinauadysiueglussauunfiagn (X = 4.68) Tnuauflnsuasiuugean

Ao AugnrevuasAunInledilent Janadeeylussavuiniign (X = 4.75, SD. = 0.33)

v ! '
= =

sovaNuIAe AuNIsTy Gamification enisi3uus Iedawbveylussavunniigaiguiu (X = 4.74,

QU

v, Y ] 1
€ - o —_

SD. = 0.51) wazdrdudaunie AuUssaunisaiyly Fedaedveylussdfuunniigaisudu (€ =
4.69, SD. = 0.47) AU

Tunisidoadeil ladndunisussidununinuasusednsaawvevinui iy Taely
wuuAeUNNANLRNWelALIRsIAILUSELNMAN 5 SEU (5-point Likert Scale) it YAANLLALYeY
W 199UNalY ASOUARLANUNISOONLUULAUSEAUNISAKTY AIUQNABNLALAMNINYENLT oV
UstTygunienisdnyn wagainuiafoseesssuy nasifuveyaleisnisauiesivuuuaznan
(Convenience Sampling) Annauk s L lUuaziniSsuseRuUsEouAnudf 1-3 d1uu 34 Au

Nan1sUssdulsNuazldynANLARSIUANSIND 2

d’ =Y a a ¢ 2 e Q‘J L% =1 U =
A1sNf 2 waussuaunwuasUssandnanvesuwannesy TuylveumnliuastniZeussauussoudnyd
N 1-3 sauaruau 34 Au

Waeennsuseiiiu x S.D. AUAALTIU
1. AuNISeenLUULAzUSE ﬂumsmjm%\mu 4.50 0.60 mnﬁqm
2. mummgnmmuaz@mmm@\uuem 4.54 0.54 mnﬁqm
3. prulsElogunINnIsAnYIRI LY 4.55 0.54 mnﬁqm
4. AUANULATYSUATUSEANE N NYENTEUY 4.74 0.51 mnﬁqm
ANLRAYIIL 458 mnﬁ'qﬂ

a a

ANA5NT 2 wan1susadununinuasyseansnnvennulunay ylaauniluuasindeu

]
=1

sgauUssouAnuI TN 1-3 snenundnadssluaadslngsiueglussauuiniian (X = 4.58) Tng

12/15

. . SILPAKORN
9sansdsIMslogifalns ON 1 auun 2 (NSNHIAU-SUaAM), 2025 I< TACADEMIC



INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 Article I0: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

Tnasuuunaussiududiduusn egluszauuiniige lureeniuanuaivsuazuss@nsninges

VY 1 VY € = ! = I 4ﬂl !
UV (X = 4.74, SD. = 0.51) 999831 Taun WQU‘US%IEJ‘ZIU‘V]’NWWFIT‘I‘U’]N"IULﬂﬂJlJﬂ"lLQﬂEJ@?,‘J‘T‘u

FEAUNINNER (X = 4.55, SD. = 0.54) uazsovadunlaun ANUAINQNAONLAsAUNIWYDNITonT T

]
=i

Adsegluseiuunniian (X = 4.64, SD. = 0.54) mudsu

dasdua-onusiewa

v ¥

wan1sifouansliiun inunsisusinmunuanunsoatuayuingUssasavewnuidels
oy TR Tm&JLamzﬁﬂumséqLaﬁmﬁnmmsﬁm’imsqzﬁuazmmﬁﬁmm HAufanssun1SAnIY
n15AIUIUSI8SU-918918 uaznisiadulaifenlendweinsnieluiny Fuyi§ouneviinsisn
A07UNISA 19Uy uasun ladyvnTuuiuni tnaifeedudinase uenanni gULUULNLATY
A0TUNSAUALLATLUNUINIAN T89S ILONMNSENTIBIATUATINAUALNN SUAENNSIZo UL sEaUNI S0l
vilvgSouanunsoidenTovminugnieadamanstunnstesuadlnesnadugusssu

vdsnswaun Indunulunaaeusuinfeulsafounnisinen wumuwd wuininiuuaiu

TnoynladBlau undvduawsdounistudinUyd Tnuwwiznisuendnls-vianu voiaueuus laun 1)
AISLANLTUROUNITANTDIIU UAANINNIWA 8

dodasruvevasu

| TextBox lgeo

o v 3 g 4 ¥
NINN 8 UUIRDNISUAAINAYUADUNITANYDIIU

VN9 SUARNKATUADUNNSANT oS UAEUSINgTUNENaIngiZounadian ey eyiduurin
nnsidosuivusesuatasuengidonnudnly 2) evausenoudsuniiefvgminiZuuimwemg
Fanani 8 anuvevesauseneulnysevuiinusiulndnisnnuavmefsuniRuuindu wudie
Welcome (Bufinousv) auluvunsiu gnawduiunlnsfntu aujununuuasddulngsiuln
Funguandenungal ndensusuuss Tndnnsussdulpegi@ossigy 4 au wuandauniniu

13/15

_ L PR _ & SILPAKORN
nsansdisIsloifauins On 1adun 2 (NsnInu-SUaAw), 2025 I‘ ngﬁ%mﬁ



INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 article 10: €252RS003
ugmau Tnu=uss, nans INwadn, unus3e TAsyd, osanund o0Alnekd) ASIOSNY

sEAUNINTIgn (X = 4.68) Tnglanwisanuminugnaevwenileni (X = 4.76) n1sly Gamification (X
€ Yo ¥ = ! e ¥ & v a [ = =

= 4.74) uagUsgaunisagly (X = 4.69) auylyanumiivuastiniFeussavdssoufinendn 1-3 34

AuUssdusiui (X = 4.58) Tnglviasiuugegnaiuninualioseedssuy (X = 4.74) soNavu@e

Usgloguniensdinen (X = 4.56) uagauniwseiionn (X = 4.54) ieRansananudenlys
$8111909AUTENOUYON Gamification FUAITTANNSIEUT WUl SzUUAIUSEAUNISL (EXP)
LazianaazouAUnImLntunsidrugvesiFuulBanszuIUnS Yaugiissuuiusieianagnns
Uandeningiueisnsenulngifoulinnisduingiesvneiiion fatnaunanisiSouy wu Ay
W TANNFUIN-AU NSAILINSIHFU-518308 LALNISINUHUNISTEU LARIDONNIUNARNEYONNIS
unuuazAzLuuUsHIuANgId s yuasylesu Jedaadveylusediuunniian uanslmiiu
Gamification Tulpvinnunfiievasisauayn wadunuimdsisnnislunisafuayunisifougniu

'Jr;miJsvaﬂmmmumiaa@mma@muumﬂm%\i Deterding, Kapp Way Hamari #1¥1 Gamification wag
Game-based learning 3Jﬂﬂamw"iumsmmﬂsgaumsmﬁsugﬁaqﬂLLazMQmm

yolauollu:

ANNSLEUSIVSINYOYALTNAUNTWHILNISNAAOUA ULUULAZLUUAB AN WUYBLALBLULT
dnfey sl

1. NSEUUNSMITesUNeWEIAILNY Heas9AusAnTuAIveuaiaIusILLndY

2. Y§uugadoninistuiinddlmenlasietu evainiinifouuisarudluwnlapany
LANANSEMINANSUATINANL

3. nseenuuuyunazuylafudduruindaiuaisny levuny unasiiudsuyuie
Fudenddu  muAnuReoNNnsTelay TnsanisiniSoumwemd

4. prsWarnsEUULA AURS uasianssuiley WU fanssuduinen iieliuaufunLLAY

ANUNINY

voauonuzlunisifonsunely

1. pseegveulunn1siteluseseRuduUssouAnundageiu viessdulissy iReAnuinI
LANANYOIHOANSTUNNSLToUS TULARLYTY

> Waunszuuesulaurde Multiplayer w“ii@a%*mmsL‘%&Ju%amﬁuuazﬁﬂwmsv‘hmmﬂuﬁm

3. wudevmivadineansfivainuane?u wu nsa s vielangUssyna ieladuasy
anulafinsoupguUINNTU

4. AnvwadnsluszugynnnsiaunuesiafuinusadinenansveviSoulaadwmdely wou
mMs¥aradugEnensiSsumugusunuuaeuny

5. Wansaunisudulanui duiendu wu Angmans wienisiSudeovau tieiiuni
viannvanslunsious

14/15

, , SILPAKORN
nsansdisIsloifauins On 1adun 2 (NsnInu-SUaAw), 2025 I< TACADEMIC



INUNSBEUSACINANERSATBLLOAR Gamification uulwanwesuTsuSaNEdRSUINEEUGUUS-0UANNTRA 1-3 article 10: €252RS003
ugneu Tnu=uss, Mans inwatn, usde TA:yf, 0sanunl 2arTaeKa) ASISey

References

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness:
Defining gamification. Proceedings of the 156th International Academic MindTrek Conference,
©—-18. https//doi.org/10.1145/2181037.2181040

€quitable €ducation Fund (EEF). (2021). Research report on the use of digital learning platforms.
https//www.eef.orth/

Hakulinen, L., Auvinen, T, & Korhonen, A. (2019). The effect of gamification on students with
different achievement goal orientations. Proceedings of the 2016 International Conference
on Learning and Teaching in Computing and €ngineering, 9-16. IEEE. https://doi.org/
10.1109/LaTiCE.20156.38

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work? A literature review of empirical
studies on gamification. Proceedings of the 47th Hawaii International Conference on System
Sciences, 3025-3034. IEEE. https://doi.org/10.1109/HICSS.2014.377

Hamari, J., Shernoff, D. J,, Bowe, €., Coller, B, Asbell-Clarke, J., & €dwards, T. (2016). Challenging
games help students learn: An empirical study on engagement, flow and immersion in game-
based learning. Computers in Human Behavior, 54, 170-179. https://doi.org/10.1016/
j.chb.20156.07.045

Institute for the Promotion of Teaching Science and Technology (IPST). (2022). Report on
mathematics learning achievement of Thai students. https//www.ipstacth/

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies
for training and education. Wiley. https//karlkapp.com/wp-content/uploads/2013/01/clo_
gamification.pdf

Ministry of Education. (2017). Basic education core curriculum B.E. 2551 (Revised B.E. 2560).
https://drive.google.com/file/d/1F4 wAe-ZF 1 3-WhvnEAUpXNiWchvpcQKW/view

Ministry of Education. (2021). Report on education and the use of gamification in mathematics
learning. https://www.moe.go.th/wp-content/uploads/2025/03/578NTUN aﬂ’ﬁﬂﬁﬁ'ﬁ 9uavy
am_gSmj—aQJ—Z.Z5éé_compressed.pdf

OEBCD. (2019). OECD Learning Compass 2030: A series of concept notes. OECD Publishing.
https://www.oecd.org/education/2030-project/teaching-and-learning/learning/learning-
compass-2030/

Pressman, R. S, & Maxim, B. R. (2020). Software engineering: A practitioner’s approach (9th ed.).
McGraw-Hill.

Prensky, M. (2003). Digital game-based learning. Computers in Entertainment, 1(1), 21-21.
https://doi.org/10.11456/950566.950596

15/15

- . I - [C) SILPAKORN
9sansdsIMslogifalns ON 1 auun 2 (NSNHIAU-SUaAM), 2025 I< I ACADEMIC



