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Abstract

The objectives of this research were to 1) develop, 2) find the effectiveness of, and
3) measure the satisfaction for the situational simulated computer games for
business learning on mobile devices. The sample derived from the purposive sampling
method was 30 undergraduate students from the Faculty of Management Sciences,
Bansomdejchaopraya Rajabhat University. The research instruments were situational
simulated computer games for business learning on mobile devices, game evaluation
form for experts, pretest and posttest programs, and game satisfaction evaluation form.
The statistics used for data analysis were frequency, percentage, mean, standard
deviation, and efficiency (E1/E2). The research results revealed the following:
1) Holistically, the simulated games were suitable for use. The games were used at the
highest level. 2) The simulated games had an efficiency of 71.33/73.44, which was higher
than the expected criteria at 70/70 and certification by experts was at 98.52 percent.

3) The satisfaction level for the games was at a high level.

Keywords: Computer games, Situational Simulated Business Learning, Mobile devices

o
U
Thatiumsiawimunalulagasswndldaiymmihegmai feldife
maAsuudaariinedudiag st JausswwsAtmduiuiiava el
dsrnaviumatfsuudasnzuadsaulanidy lanl3wsuuaw (Borderless World)
MFudazUszinadasduduiawdsiunudsaulan Gatiu nszuIuMIIaMIANA
= &) v s A ad v @ o A
wiluesslsufousduuy AszLIwMILaRAT M iReaadasnuM LR wLla
FINET? LLuﬁIﬁNﬂﬁiL%ﬂuiLLUUﬁﬂﬁE:f&lﬁuﬁs (Interactive Learning) fadninagnan

= = v [l [l a v a & v 1 va v
N‘U‘Y]‘Ll']ﬂl%ﬂizﬂ’)uﬂqﬂiﬂuguﬂﬂiﬁll I@EI&J\‘J%’NI‘HLﬂ@]ﬂ\‘lﬂﬂ'\l']&lgl.mﬁdﬁ&lu ELSEI%

m ﬂﬁﬂiﬂgmavﬁmﬁ : Journal of Educational Studies




aansaidoud e Seudldunn usly wasddreudianug anwdhla Aeniiy
’3‘ﬁaauﬁﬁmﬂmwuanmna:°ﬁuﬂlﬁmsaaumiqNavlﬁum‘ﬁuuéh fFaznlwgison
vLajLﬁﬂﬂ’J’mL‘fl;a‘ﬁ‘u;’]UluﬂﬁiL%ﬂufﬁ@TaﬁﬁLﬁ]ﬁ’m%%ﬂﬁﬁﬁ’]ﬁ@ mslE3saeuiinann
wane welidisoudanunsdeofulunaGuuiodisue (aw wundl, 2550: 141)

%

6 a o
ﬂq‘llizﬂﬂﬂ“ﬂﬂﬂﬂ'ﬁ')ﬁ]ﬂ
1. Lﬁaﬁwmmuﬂauﬁama%ﬁ‘haaaamum‘szﬁmsﬁ"ﬂuj?magiﬁwuqﬂmzﬁ
WAREUN
2. L‘ﬁamﬂizﬁﬂ%mwmadmuﬂauﬂamagﬁ‘haadamumitﬁmiﬁwj?magiﬁa
vugunInliafau
A o =< o = Aa PN 6o &
3. WadTaanuiinelavasindnsNidainuaaniiiaesinassgniwnsnt
mﬂ,’%ﬂujfmaﬁqiﬁwuqﬂﬂitﬁmﬁauﬁ

ADANRWNTIVY

1. Uszrnsdltlunisnesaied ldun sndnerssdudSayiad
AMZAINYINIITIANTT WWANPIFENTAPTIUENLAIIWIZEN Tsfnen 2/2559
Fwau 512 au ndudaing ldun dndnmazduliyaned auAnensianis
WINEIRETAPIIUSNLGIINTZEN Tnsfinen 2/2559 $11au 30 A e
laeATmMsuuuLNZa9

2. 3asdiafillulsznaudae (1) Wsunsunuaauiiiaasiaasanwnsot
m‘sﬁaufnuqﬂn‘mﬁﬂﬁauﬁ ArunImdFulsEantanugoandad (10C)
ghwitam Sensemning 0.80-0.95 uazenUszAnEanw 71.33 73.44 Wiiasilunases iy
nEUAIBEN (2) wopdssifinanumanzasuazmah lWldvesnuaeniiiaeiinass
amumitﬁmm‘%mj?gsﬁwuqﬂmtﬁmﬁauﬁ Iﬂﬂg'{l,%mmruv firummensuszans
ANURAAAEDY (IOC) dhudiewn fienszning 0.80-0.95 (3) huunagay Arnunmsm
mmmmndwagluﬁw 0.37-0.79 ﬁﬁhéwmaﬁmmnagﬂwﬁw 0.23-0.66 LAzALATIZA
Famoursaiuldennuiiss 0.83 (4) wwudssduwanaitswelavasindnuwn s
@iamuﬂauﬁama‘%‘haaaamumitﬁﬂm‘%auﬁﬁqiﬁwuqﬂmtﬁmé‘au“?’i L uan s
FafmULULIN AT I 5 3 Aruwmsmensudssantanuseanans (I0C)

a

UA132A319 0.80-0.95

miRawinuaauinaeihasssmumMIninaTeuinrIiauuguUninliafeui m
Development of Simulation Games Computer to Business Learningon Mobile Devices



3. m’ﬁmm:ﬁi@gaLLamﬁaﬁl“ﬁVLﬁLLﬁ Fouaz dafy dawdoauninagu
AUTEENTAN (E1/E2)
4. m%ﬁ%ﬁumﬁ%’mﬁ%’mLLﬂaﬁu@aumsﬁﬂLﬁumﬁ%ﬂLﬂu 3 UuAaL AIih
4.1 m‘sﬁwmmuﬂauﬁ’;ma’%”a‘imaaamuﬂﬁn‘fﬂﬁt“mufwwgsﬁa
& A A wm o v =2 a & o & a a
uugUnIniiafaun Qd’Jﬁ]EIVL@]‘YI’mTi?IﬂH’] ATAURZFIATIER UUIAA N
fe A4 . & . Ao d 2 a ¢ Adaa n e
BNENT NWITBAABIToINI ezl Tamne AlluFofINuNLasFadlaNNIaing
ﬁLﬁmﬂTaaﬁumiiwﬁuLmum&mawﬁ'sma‘i(fﬁ'laaaamummiﬂ'm”iwfmagiﬁﬁ]
6 A ::l' 9/9/:1' a vy v .s' a
vugUniolaRani VLﬂl%;dL“HU’]’H’]ZyWﬁ]’TEmﬂWUE]LauaLL‘LLZLLE\]ZLLWJ‘V]’N?J’S‘U?JEJ WERny
291032 NaY TUABLAZAINTTNMIFIUMIT NN I UTH T UA VAN RIS
mmaa@ﬂé’awmmwﬂawﬁama'jff{haaaamum’mim’sﬁsujmaqiﬁwuqﬂﬂ'mf
LRI FNULIHART FNNA I IRERITRING LRZFWLATLUTWLAZLNN $I1UI% 5 A
VNN TINNANTTN W NN AN RILABTINRBIRDIWAITIL AITNLRNIZFNLTADN
AMMNULRNIZRNAIBIRATLAY AMNLRNIZFUNITAIINUYDILNNADNNILADT LAS
£ a o a [ v Vo a o v a
mmmm:awmuﬂgauwuﬁﬂuQ’l‘*ﬁ "I,@ml,uum'mwa%mmﬂwﬂga LLTﬂ“ﬂEﬂLLUU@’]N
Taguauusradissmyuszduiumeanuuy lasBananmewawanlasaig
MIWAWITZUY Ao TN 1 MTIATILH U 2 MIBaNLUL TUN 3 NMITWAIWILES
nanad 7w 4 My lWls Tui 5 nasluaslaziiiveg Tasdasdnitanailady 3 Uszms
Ao e Mmaddunut manuninlunmsiaiusziamfansumniuaan
Tumsnauwg3duldld Engine Game Unity v.4.5.2 uazdniiunmswamiany
TUAOUMIRAD 19T UUMININUD 09 lUTuNTY WarwnasinnuansiTusas lusunyy
o & A ¢V o & o Yy a € v & o
FaasanIwnsailssnninuaaniaaas leuansitunsltuiluiNuazsng 8309
fazasmollsunsnainnw 2 968 was@onlUsunInanuiNkIIniNgly 9Nt
iinunanRaeaassmunInimassuinimsiuugUnsohafeun Wiz mny
U 5 A% ATIRALANNFIAARIMINZEN Lo lFuuugaumuanufatinad
v d’ 5‘3 ° g a 6 o 6
;dLmamzymrmumvlﬂﬂiuﬂgaLLﬂ”’LmIﬂimemuﬂaummasmaammum’sm
maeuinfiugdnisiafeniinnduusivesdizemalisuy sl nesey
m’sﬁﬂmumaﬂﬂmmumuﬂawﬁama%’«ﬁwamanmmmimiL'%ﬂu;%i’maﬁqiﬁamuqﬂmni
wdaunindullawfidesnansela nintwhlydssduiamamnmnaaslsunsy

nuasufanasiasismumssimaSeuinensiuugdnsthafauilaogiemny

1 00 Wimmgmam{mi : Journal of Educational Studies



42 m’smﬂiz%ﬂ'ﬁmwmmmmauﬁ’ama‘?ﬁwaaaamum’s:ﬁmiﬁﬂuimu
'n;sﬁwuqﬂmzﬁmﬁauﬁ I@]m‘hLﬁumi‘ﬂ@aauﬂﬁzaﬂ%mwﬁuméumaa\mﬂqﬂﬂa
WU meauﬁ’;ma’jfﬁﬂty%ﬂu@”mmmamwamiﬁwmuua:ﬂ:LLuuﬁ"L;\ignéTm
2 2o A o & o L & . o Py
m"l@@uuumsﬂiuﬂgmfﬂm mﬂuum"l,ﬂmaamuun@maﬂ 9 Al WU Taaun
IR dianuninafimutaznuINIEss igaaadasiuLitan e wmIANNIING®
wazduuaadamdsziniu Fvladuiudsudsunlaussihlunasaswuungulng
30 e lagvneyszantaw (E1/E2) mﬂﬁuﬁ’mﬁLﬂiﬁ:ﬁﬁaymmmgﬂwamam

= =< o 2 Aa A 6o &

4.3 AnanuRIne eI nAN NI danNAaNRILASTINRAIRDIUNNTTE
miﬁﬂuimdgiﬁwuqﬂmtﬁfmﬁauﬁﬁumjué”;amo?ﬁ'}mu 30 A% ayUNaMuAFDE

Aaly Saudoauninaigu

s
NAanN13IY
1. wam'sﬁwmmuﬂauﬁ’aL@a%”a‘imaaamum’stﬁmn’%qumugiﬁwu
qﬂmnimﬁauﬁﬁmsﬁwmmuLquﬁqmiﬁ’mumaaIﬂiLLﬂiumuﬂawﬁamﬁaﬁﬁam
sowMInindsznaumamavinanuluaiwnisrinanwsadlai@aimnuduainsingnng
AaNRLaas mmﬁaﬂu’%ﬁﬂLﬂuﬂ’m‘haaaamum'izﬁl,ﬁamuuwmm&’m’u FuRan
Lﬂ’mmmﬂudauﬁ;jl,a'uﬁ'mu@Li']'mmmJaamma’usl,ﬁ’mm:auﬁumﬁmad
F0NUNITOE mﬂﬁupjmmzl,ﬁw;jﬁﬁhaamna’uua:ﬁ]’agaLﬂuﬁaﬂﬁiuﬁﬁLdum:ﬁm
A o o A o ' a o o ' a @ A a
manmsmiﬂﬂmmwamwmmauﬂﬂﬂ@gamma:wq@ HLawananInLianiivy
TOUURI LANNITHRALRERIINRAA AN DI TNAADTIWINETUN MU Tz U
o 6 v ' ?; a oA 1 a
uazlisunsnaziaasanumsaitlymlaun JywnihauliRomws dyvmrosuwsaie
Tywuasasdinadouazdywiibiszona lsunswazluwimsligisulatinudla
dl a ,§’ a ' o a d' 2 ¥ c’d' a é’
Tgwiiiiedn lasazlinadasiuinidu uazszoznafidesls sounsoifiiadis
ﬁ]:@i']Lﬁuvlﬂfammauﬁ@duvlﬁﬁmuﬂ IﬂiLLﬂsmzﬁﬂmsa*gﬂLLa:Lﬁawaﬂizﬂaumi
WHWEINTIIYN WU [UTUNTULRAS GINTNN 1 LaznIWA 2

miﬁwmmmauﬁuma%’{hamamum7nfmSﬁnufﬂnqﬁfﬂuu@ﬂnﬂﬁmﬁauﬁ 101
Development of Simulation Games Computer to Business Learningon Mobile Devices



( Guluswnsunn )

ugranihaslaRainy

< <o m

<

AN 1 LRI NWLRAIN TN WD BILNNADNRILADTINRBIRDIUANTTE
Tuswlatda srwdanuSim srwRanihnang sulusludn aIuwInunes

LRZFIBLNNNITNRS

1 02 1’175’17?\??{’1&%’?{1‘5 : Journal of Educational Studies



wsrsnheenesumsubaiud
uazvasirlusdon

MAN 2 BRI WLRaINI I UTBIuNURanRaa S asEn 1M Inl
Tuguanindanmriuazsuanwmaniilgm

msfawinuaasfaaefiaasanumstinsdouimegsfitugunsolinfaud 103
Development of Simulation Games Computer to Business Learningon Mobile Devices



NANIU LA UAN VLRI FULRZANUFDAAN DIVDILNUADNNILE a'jf'cﬁﬂaaa
6 = v a & A A v X v =
amum‘smn’rmuugmug’smuuqﬂﬂsmmaawﬂ MBLUDIAN @’]uLVIﬂIuIﬂElﬁ'ﬁﬁuL‘ﬂﬂ

URZENUBULAALUTULAZING F1WI% 5 At LFAIAITTN 1

A3 1 HaMINAWUNUABNN LA a%’«ﬁﬂamamum*mimsL'%ﬂuimag‘iﬁauuaqﬂﬂiﬂi
RanAU I i nANURINZFNLAZANNFDANREITBINNABNAILA E]%‘ﬂo’]ﬂﬂ\‘]ﬁﬂ’]%ﬂﬁ‘ifﬁ

= v a e A P
ﬂ’ﬁLSU%E'ﬂ’]\‘l‘D‘:ﬁﬂ‘ﬂUuq‘ﬂﬂ'ﬁmmaE’J‘LWI (n=5)

a (=3
ALUBBAMNAALAK
5189
X S.D ulana
v v ada a
MNAARNLAY
MWNULHam 4.60 0.54 nhga
WRe9nuLitan 4.80 0.44 unfiga
ANMVUTALIUVBININ 4.80 0.44 unfiga
TEAUAINNAIVDILTE 4.60 0.54 unfiga
ANRAYAIBITAANLAY 4.70 0.49 aNNgn
v Qo a
MUAIDNIUAEH
FranuIn iR Ue 4.60 0.54 nhga
o o s =
YUNAVBITANWIN T 4.80 0.44 unfiga
FURIAONWT 4.60 0.54 nhga
FV2INUAR 4.80 0.44 unfiga
FURINMWLALNIIAN 4.80 0.44 nhga
' A v o o A
ANRALAIBAIDNYTURL 4.72 0.48 A NNgn

1 04 aﬁmmgmam‘ms : Journal of Educational Studies



A13191 1 (A1) wam'sﬁwmmmam’hma%a"waa\‘uﬁmumiﬂimiﬁﬂu;i?mdqsﬁauu
qﬂmfﬁmﬁauﬁﬂﬁnﬁummmmmuLLa:mmaa@ﬂﬁawmmmauﬁ’;maﬁmm

& a o a e A P
amum’smmnmugm\‘n;'iﬂ’qmuqﬂmmmaau‘n (n=5)

a [
ATUBHAMNAALTT
183
X S.D uilana
v a I3
AMWLNNADNNIIADS
finsujaniusszniragly 4.60 0.55 Wnfiga
NNANTAUADY 4.60 0.55 WNTiga
anminsaumazeny 4.60 0.55 nfiga
2ONLUUNINNIANNZEN 4.20 0.84 N
suuuuinudanuaun 4.40 0.89 N
= @A A
frgaanuaulavasison 4.60 0.55 NTiga
X v o o & a
ilamsaandasnuTngUizad 4.60 0.55 Nfiga
USunaadiiannanay 4.60 0.55 NTiga
AMNTALIUVDIL NN 4.60 0.55 nfiga
lsififafiawana (bug) 4.20 0.84 N
ANafgamnNNAaNRILADS 4.50 0.64 AN
audFanusiug
flisansaaauld 4.60 0.55 unfiga
fimsasaussadlanmouan 4.80 0.44 NTiga
FMIBAUALEUNIG 4.60 0.55 Wnfiga
feonudufiasnugls 4.60 0.55 NTiga
AnadeawlJaanws U 15 4.65 0.25 anfign
AR 4.61 0.56 ANNga
miﬁwu’]muﬂauﬁima{'{haaaamumitlimﬂ%nufﬂwqiﬁﬁmua‘ﬂnﬁﬂﬂsauﬁ 1 O 5

Development of Simulation Games Computer to Business Learningon Mobile Devices



NNANTUA 1 WUIHTDI T YUTTUANNAN AN UG TG Y
dudansuazd dunuaaniame’ wasduwdfiuiusiugls Sanufaiuedlu
srauinniige Ansandunedanuh dudadfibo sudanwiuss dudjauius

nugld fanufaiuatluszau annfige du dunuaauiiaas wuhagluszduann

2 o \ a 6o 4 & A P
AN 3 @]'JE]EJ'NLﬂllﬂE]EJW'JL(ﬂaﬁ‘iﬂﬂE]Oﬁﬂ’]uﬂ'ﬁm’ﬂui’gﬂﬂ'EMLﬂﬂa%ﬂ

2. waﬂﬁmﬂ*s:'ﬁﬂ'ﬁmwmadﬁ@ummuﬂauﬁama‘?’«ﬁmammummimn’%auf
maq‘iﬁwuqﬂﬂ‘mﬂﬂﬁauﬁ ﬁw"lﬂmaaoﬁ'umjm@aamuumqﬂﬂa LLuumjuLﬁﬂ

9 Al LLa:LLUUﬂf,g'ulij 30 A ﬁvl,lisl,"ﬁﬂ@:&lﬁ’mﬂﬂ WWanasz@nsnaw (E1/E2)
ﬂl Y lﬂl
Ha laeaa NI 2

106

ﬂis‘ﬂmgmﬁﬂ‘fﬁﬂ‘s : Journal of Educational Studies



A15191 2 Namimﬂiﬁw'ﬁmwmmmmauﬁ’ama%a"’mammummimﬂ%ﬂué’md

a & A A :
qiﬂwuqﬂﬂimmaauﬂ ‘ﬂ']ﬂﬂﬂq&l'ﬂ@ﬂ'ﬂ\“l (n=30)

etk DY ﬂ:LL‘WHLgN AZLBWIAN a1dss@nsSnn
E1 30 30 642 71.33
E2 30 30 661 73.44

PNINTIN 3 oA UEENTAW (E1/E2) Sen 71.33/73.44 Iuldanuineusi

fifnuald 7070 wazilddsafiususestszGnimwangdidmimy 1w 5 au

NAN LAAIANT9N 3

A151917 3 LEAINANITUSLLAUNITIUTAIUTEENTANUBILNNABNAILABIINRE

aoumIainaeuminsiauugdnialiafennl laedifeima (n=5)

a =3
ALUHWHAINARALIA
5185
v
S HEGH uiana
v 5 ada A
ABNAANLAE
ANNRDAARDIVBINTNALL DA 100 Juv89
v o o X 5
ANNROAARDIVILFLINULHENN 100 Sus89
anutalanzaIn Wi Usznauny 100 Juva9
o o a = et
FEAUANAIVDIFILRZANAILITN O 100 Suv89
v s a
MUADNIUAEH
sluunzasianmfldlumaiiaua 100 Susas
o d . <
PUNAVBITIANBIN I IunTEEue 100 Suves
FUa9aNHIIAYNINITIN 100 Jused
a Z Q/ a
FUBINUNAI IAUNINTIN 100 Suves
FrasnwuaznAnlagnIniIn 100 Suv89
miﬁwu’]muﬂauﬁlma%’{i’maaamumitﬁmiﬁnuiﬂ’mqiﬁmuua‘ﬂnﬂﬁmaauﬁ 1 07

Development of Simulation Games Computer to Business Learningon Mobile Devices



A19191 3 (fa) uaasnamIUsziiunssutasdszAntnnuaanuaaufaiaasinaas

6 = v a & A A v
amumimﬂ’mmugmdn:iﬂfﬂuuqﬂmmmamm I@EIEL"HLI’]"E']Z]JU (n=5)

a ®
ATUBBAMNAALTA®
51819
v
JoUAY uilana
v a 14
MULNNABNNAIADS
ﬂmsﬂﬁé’uﬁuﬁ{i:mﬂaﬁ%ﬁumu 100 Jused
- . o Ao .
nuANIRaUFaUa RNz RN TIUANUe 100 Susves
¥, sesa a .«
mammﬂiﬂgnmummﬂmug 100 SuT89
o 4 .
20NUUURINNIANNZEN 100 Suves
Eﬂl,mumwﬁmmam INRALNRY 80 Jusad
fgaanusulavesdiSoule 100 Suse9
Lﬁamaaﬂﬂﬁaaﬁu%qﬂs:mﬁ 100 Jusad
USunaailamrunza 100 Susves
o ¥ 5
ANVTALInTadLtan 100 Suv89
lsifidafianana (bug) sansarnawldsaiias 100 Suse9
a o o 6 o
auiAnwws e Ly
dlfmusnaaulduazsudayailounay 100 Susa9
ﬂmsaﬁ”ﬂumgﬂamqmﬂ 80 JuTad
ﬁmiﬁ’mumﬁuma‘lﬂﬂq’ammLa:"Lajaivwmwé’fuau 100 Suva9
ﬂmﬂmﬂuﬁmﬁu@l‘ﬁ 100 Jusad
39 98.52 Susas

naTef 3 wuhddmmnydulngansdamiulundsfiniuses
UseANTnnuaanuaaNiILaes ﬁ‘haaaamumsrﬁmn’%'wg”maﬁqsﬁwuqﬂmrﬁ
WwRauh Aetdusasas 98.52

1 08 aﬁmmgmam‘ms : Journal of Educational Studies



'
@ a

3. wammﬁdwalwmﬁfnﬁnmﬁﬁmawwmmmauwama%ﬁ’mammummi
= v a e A P = 3 o A
ﬂ’ﬁL‘iU%Eﬂ’]x‘l'ﬂﬁﬂ’fﬂﬁJ%QﬂﬂiMLﬂﬂE]u“/l INBAANBITIWIN 30 AU AIANINN 4
A13197 4 Nfﬂﬂ’)']&lﬁd‘wE]lﬁ]“ﬂﬂdﬁﬂ?lﬂ‘lﬂ"]ﬁﬁ@iaﬁw%’]Lﬂ&lﬂﬂ&lﬁ’]L@Ia'ﬁs‘ﬂoﬁﬂﬂdﬁﬂ’]uﬂ’ﬁiﬁ

= ¥ a e A P
ﬂ’ﬁL‘iU%Eﬂﬁdqiﬂ‘ﬂﬂué‘]‘ﬂﬂimmﬂE]‘LW] (n=30)

318013 X S.D uiana
[y P4 o a A
ANBLHBRILAZNITALIRBLI DY
ANUEUNTBILHaLID4 423 0.68 N
a9 TInaaaw 4.10 0.61 1N
anulatitesas 423 0.68 N
Walsaanunsay 4.60 0.50 Nhga
Teoz A TN 423 0.68 N
' A o A o a A
ANRALABLIHDRILAZNITALR LT DI 4.28 0.65 N
v v a o s 4
AmMNLELIZBANRAT NI FNRwS
FULUUMINEIE WY 4.33 0.48 N
PUNAAIONWIANIZFY 4.37 0.49 N
PYUNAVDIAION T 4.30 0.47 N
a A’ Q
FUIN WA 427 0.45 N
MuRanuTaan 4.50 0.51 N
nsFeANURINY 463 0.49 Unfige
ANMVUFILINVBIAN 467 0.48 Unhga
ADLNIWLFLY 4.50 0.51 N
W@eaUsznauinanzan 437 0.49 N
Ujnsenaeuanad 4.27 0.45 N
Lﬁaﬁaavl,&iﬁmsa:qm 413 0.43 1N
MIALOUN LT 417 0.38 N
' a v 9
ANRALAIWBNITIZIN 4.31 0.49 N
ANRALITIN 4.34 0.53 N
miﬁwu’]muﬂauﬁumaﬁmaaamuminﬁmiﬁquﬂwqiﬁﬁmua‘ﬂnitﬂmsauﬁ 1 09

Development of Simulation Games Computer to Business Learningon Mobile Devices



aAaaAa

NN 4 WU enuRswe lavesindnssaulSyanesnamaisoudie

mamau‘ﬁama‘i‘a"ma\‘uamum’stﬁm’sﬁfmuimuq’sﬁauuqﬂmzﬁmﬁauﬁ lagmwaa
fianwfanaleagluszduann (X = 4.34 S.D. = 0.53)

=

dyduanisivy

1. AN TAAIWNNADNNILG a%a‘haaaamum’mim’sﬁﬂuimagiﬁwuqﬂmni

4{ d' LU s VU o =1 a 6 %3 [ a = Aa e

LARaUN E’J‘ﬂ&lvl,@ﬂﬂﬂ’]’i?lm:ﬂ ANNAUAZRILATIER WA N LNFNT TUITY
nl' :1' v 33 ' dl & .dl AI Aa 6 A a & a {d' d' v s
MmnuTainalunardidssina MidusefinunuazFodiannsafinaNinu1Taiy
mﬁf‘nﬁmmummauﬁama’?’éhaaaamum’mimiﬁyuj?magiﬁamuqﬂmnimﬁauﬁ
WizsmaRasanliteuauuzuszuwimiliudiafoivesdiszney Tunau
WAZAINITNMIGUWNNTFOW NN LT T UANURIN RULRZANNFOAAFDIUDS
muﬂauﬁama%‘hamamumszﬁmsﬁwj?mm;sﬁauuqﬂmtﬁﬂﬁauﬁ@i’ﬁmﬁam
NA [l ERNIRILNA LLAZeNILaTHITHLALNY 3171 5 At NN T AanI vl
NUADNNILADTINRBIRDIUNITDE FNUANUANITINFIRITRANLAY UFIDN TR H
dunuaaniaasuszdul fauiusiugliladiinmaihdeyatuguaniadu
NNABNAILADS a‘haaoamumitﬁmsﬁﬂufmoqiﬁauuqﬂmtﬁmﬁauﬁ LANLEUD
A ER LT Lﬁaﬁmimwmuﬂauﬁumai"’a‘haauamumizﬁmiﬁwjmuﬁqiﬁa
vugunInlinfaud ludnuanumanzauuazmyinld1svesfianssn inuaauiaas
'cﬁ’mmamum*miﬂ'ﬁﬁﬂuimuﬁqiﬁ'ﬂuuqﬂﬂmimﬁau‘ﬁ NAMIUITL AWM IAALAUY DI
o A A A 6o & a v A & A A
HiTemgiddainunauiiineiiassanunininsisouizinauugnsaliafond
am’lmmumﬂﬂa@ mﬂumuuummmﬂﬂﬂmu@au malzl"l@mmﬂﬂ'smau Aanysy

dl

AW LUUS9INUAaNRAILAES uay mimmwuaﬂﬂumummawmmasw"lﬂlva
;EL%mmtyﬁmitmua:"L@ﬁuﬁw wizthathssaiiasuaslutunmawain neseulusunsa
InunaNAaes ;ﬁ%’ﬂ"Lé’Lﬁﬁﬂﬁnmﬁmuiwlumsﬁ@umLLa:ﬂmauama@iaLﬁm
Fldnudafianaravaslusunsy Tefanaalumsldnu LLa:ﬁwmﬂ%'uﬂEaLLﬁ”lm
AaumInasasmuiuaeumHie Wunsllsunsuinuaeufiaimasiassaniumsal
fianumanzan TviiasdUsznauuasansulunuaeuiaime inamnsaandasiu
sUuUY Jump Game Design Model ﬁLLamﬁdmﬁﬂi:ﬂaumm JagnunaNiaes
Toun Wsunsuildifiamlunsson mssenuuuiny msliuadaundy WOANTINVDY

;Em'u, waﬂﬁﬁmuﬁﬁﬂ’m%% LLaxqmﬁmﬂm’LumiaaﬂLL'mJLLa:ﬁwmmuvlﬁLLﬁmmjﬁﬂ

11 0 Wimmgmam{mi : Journal of Educational Studies



ANNINMEY MIAILANVBIELE Imoa’%’nﬁ;aaﬂg namuaztirung (Rothschild
and Meagan,2008:89) uaﬂmﬂ‘f‘zﬁma@ﬂﬁaaﬁugﬂLmum'mammumuﬂumwwﬁa
waziivwand (Paras and Bizoncchi,2005:117) ﬁ"L@i’ﬁﬂLauagﬂunmm:ummﬂu
M39ENUULLAEWRAIN NI sAN B Aa R0l a9ssznauuaznanMIae dasaing
wiepsllwgBenesniSon i duiunon Tanurmoesnnionms Minglaisn
Lﬁlaﬁwvl,ﬂ;jl,ﬂwmﬂﬂ%amﬁmmﬁ laglfanudmdydanisasnuuumsiSuunIzew
uazmsgslamauiafiljiniusuaciinsaeusuadlunssassumsanuasgison
FOAARDINUNUITUVBIBIRT FAUD finsmasszlomimaiennus 9 WlE
’Lumiﬁuumsaau’hﬁamlﬁgﬁﬂmﬁﬂmiﬁ'@umﬁmmmﬁ@ TS UNaN T %
MIROH T m’[ﬁéﬁwmmmmmmmm DILARZLAAR wonanidiwitaanfisns
HSBuAUWLANN LAz TaIN9396 9 dediad iiemsiteuiatniuiiiranndadny
UStmsdnsvesaaniu §a8 ﬁ'ﬂa'n'jw;jﬁﬂmﬁ@ﬂ’]'il,%ilu;i?'lﬁamnmiaaﬁa
Aszvdsaned la M IRAW ATk U I@maww:ﬁmmiﬁ@ﬁ;ﬁ%’ﬂﬁﬁwm
muﬂauﬁ’ama%ﬁwaauamumiﬂimiﬁqujmqqiﬁauuqﬂmnimﬁauﬁaaﬂﬂﬁaoﬁu
Namiﬁﬂuiﬁmmﬁfwm@ﬁﬂuﬁﬁdm’%um’sﬁma@ﬁauﬁu Iwya (Prensky, 2001: 155)
nEINUAaN R AN Ba M TAATLIWLU UL fithwinorieliiiaussgslali
nugiawrhlddisulima fanius uaﬂmﬂﬁmmawﬁ'sL@laﬁfﬁaﬁmwmgﬂ inme
amnjﬁw:lﬁ@a:‘l‘iﬁu@iavlﬂ gdh@dulﬁl,ﬁﬂﬁ]Lf'zamuauﬂmmﬂ“?iﬁ'mmvlfj’ashuﬁ
snevulaamanzauiunmw Eesauaslsenay uasszoznm e aulunsian

2. wamsmﬂsza‘ﬂ%mwmaamuﬂau‘ﬁqL@la'jf'cﬁwaaoamumszﬁnmﬁ%wj’i’ma
gﬁﬁauuqﬂmzﬁmﬁauﬁ ;ﬁ%’ﬂﬁmaaaﬁuméumaaa HanInasaseananududaya
ﬁaﬁumgu’hmuﬂawﬁama’%&‘haauamumitﬁ m'sﬁﬂuﬁmaqsﬁwuqﬂﬂitﬁmﬁauﬁ
ﬁﬁ'@um‘ﬁuﬁﬂi:'ﬁﬂ%nﬂwhﬂﬁL’%qumdqsﬁm ;jaaumﬁ]Lﬂuga'ﬁ*'ml,ﬂuﬂauﬁmma'%

X

muIﬁLﬁm:auﬁu‘i@qﬂ’s:mﬁmdﬁummﬁaumﬂamu NanuMvaInNAaNNILADS

D

6

Amanzaw daUsznauinunauiaasinazay MIsanuuLnuAaNRILAasInaLay
UadddsvasinuaauRaefnasan uaznINUFunuinuinuaauiaaSnanzaw
lasfianauhme henuauladisn nazduld iiansugedu seaasasfivinaies,
an$an uazlnu (Galvao, Matins and Goms, 2000: 156) finsnainudasdinsutedn
ﬁﬂﬁgmummui’mi@mﬁLﬁuﬁaﬂﬂﬁﬂﬂmuﬂgmadmmmzﬁmmﬁaum plwny
Fevhliisuii faniusiving seaadasiiungefuesseTulad (Thomdyke, 1977: 7-110)

miﬁwmmmauﬁuma%’{hamamum7nfmSﬁnufﬂnqﬁfﬂuu@ﬂnﬂﬁmﬁauﬁ 1M1
Development of Simulation Games Computer to Business Learningon Mobile Devices



lananain ms%fuj?maum&uﬁauﬁ@ﬁﬂﬁﬁam’%uﬁuL%auim'i:%dwﬁaL%"]ﬁ'um'smu
AUBINLRNZFUNY ﬁ‘ﬁaaﬁuaquﬁwmmm’i%'ﬂﬁ;ﬁ%'ﬂﬁavﬁ Wia9NNMISIUMIREY
T,@ml"ffmuﬂawﬁama’%‘haaoamum'ifﬁmiﬁfﬂu:'sm:n;iﬁauuqﬂﬂmil,ﬂﬁauﬁ'ﬁﬁwmﬁu
a a a a ﬁl 1 a a a 1 a v
FUszanTnmwlunmsSoumssawNasaasunIsaa u%g@muium*saanuummu‘[mh

A 6o fad |ae o & A o X A 9
mamau‘mmaimaaaamumim‘ﬂuﬂgauwuﬁs:mw;dnﬂuﬂmuammauﬁﬂ@ﬂ%
;;Tl,%ﬂuvlé’ﬂﬁEm‘moLﬁaﬂsl,umiuﬁﬂzymmummﬁ@Lﬁuﬂlamumﬂuamumﬁtﬁ@m6]
ﬁé"ﬁﬂvlﬁaaﬂuumm:ﬁmmvﬁ aa@ﬂﬁaaﬁmfmﬁ YadLazaInY yad (2545: 82)

1 2 aa A 1 A d{ o ¥ o v ad v I

nanfsITAILEanNIINITEa NN eI I saurin ldra1s3 graunanaiin
Q’a%amwﬁu’[ﬁmm:auﬁuﬁf@qﬂi:mﬁmaﬁumwﬁadm?ﬂamu AN UABNAIADT
° 6 a v a 6 41 .:'d' [ & nl 3 :dl o v A
maaaamum'immiﬁmugmag’:‘muuqﬂmmmaauwﬂwmmLﬂumﬁmmlwﬂ@
m'mmauslﬁmadgfm @ﬁ"’;Uéham’sﬁ@a’umm’mmquvlﬁ ANARANMNFILINNLRZ
ANNZRY LRENAUEINEINLITINMATIV TINNILHaITaINE L ARI NS TUANNEIATY
P ldnuaaufaiaesitassanumsninadeuinigifavuadnsalinfaud
Fuszansmwmanzanlumyinlu1sde 1

3. Nammﬁawah@iagmmummauﬁama'ﬁ%‘i’]aaaamum‘szﬁmﬂ’%ﬂuﬁma

- e 4 A4 . - . U P

pinungUnInliafout wmﬂmmwawahmaaunﬂnmmzumamummumUmu
ﬂawﬁuma’jf'«ﬁ’mmamummfm'n’%mujmagiﬁauuqﬂmzﬁmﬁauﬁ Tasn Wi
ﬁmwﬁawahagﬂm:ﬁumﬂ waztlaNa o dungldwuindaunn ves daanw
UAZANLANNZRNDBINTTU JIUWUD ﬁmmﬁmmmﬁawahgaq@ 89891108
AIWANTITING BAZAIWANTLHERILAZNITAILAWIIE FAAARDINUINUITVDI
Fowad Resh uanifisusea Uzannzlu (2558:47) AnsidasmIanawnuanwanIot
F1809NBNTITU 130INTVNVWNLANUITLLANTAN D ULA NRIRTURNANBTEAU
Pyaneegluszduann asnndisoufiljauiusivinuuazdiiinilataidgals
NANITIUTLT UL TWHA LH8I91NNITEBNLULLNNABNAILADITIRDIRDIWAT DI
Adpldfnwuwife nopfuaznstamlumaiouivesindnm iwnsenuuy

a & o & a o a & A A va I
inuAaNILAa T RasF M IREUIMITIHaukgLnIthaRau TvRasdsznau

= ] U s =3 6! vova v

LAZINLAZIBLAG aa@maa\‘lﬂuﬂ'i:muamumimﬂzymslmLmu"l,@ﬂmm:mumi
a a g: v 1 a U - v A o YA v
ﬂ@aﬂmaaﬂLmu’lmm'muum'ﬂ@@]mm'ugqjLmuf[@]Umwu@l%gnﬁﬂ@wmmmlu

NMIAYARAIEEIT I UM TLA WS

11 2 Wimmgmam{mi : Journal of Educational Studies



U
atadwallihe
Paranannsiian1stnadIvelyly
1. iunszrumansguusaadlaunsnidnluluszniimslalusunsy iald

dSsunnuithnnoussiuanuianyluwucalilluns
2. @T’Mﬂ’]ﬂ"ﬁmuﬁadﬁﬁﬁaﬁammw%auéﬁu%aqﬂﬂs ’ﬁﬁqmmw WWa g 1w

anuszaInlidld Mufiavinsznsldglnialneniamaivesdisou

Jalawaunsdniumiitaasdaly
1. mshummemaidoaeitldldnuiilenidu s Aiwinwanzau

2. msfineenuunllsunsunuaeniiaeiiaesamunisaimaiFeuimy
a 6 A' d' ar aa A o dd‘ v A' =} a
nifauugdnsnlinfeud luansue 3 6 wiokhmaluladdunldineanuaiionads

v a
Lland1Ianvad
a “ & a o 1 [ | Y o § a [
NABBN UANDI. (2546). wmﬁamslu:wsmﬁNgmmnnm‘swmmﬁam‘sﬁﬂug

a o { a & o
1309 maluladns@nm: FanaSawmssan. njunmwamuas: gudiamw
wihRaNINITINS.
o ¢ A A a o €0 A
Tawsd 1Rosd uazifionee deanzlu. (2558). MawawnuaunInidiaasie
MIGUH BasmMavhouwienssnndwwauen swsuinfnsnszaulSynes.
MIEIATENIaAE1NIIA anIngnasnaluladszsaseasyys,

3(1), 47.
Uiunes netluna. (2560). uniTawdanainuyssinsainlumInamrnse:

mautlandilymmiadiamaad snsuin@ousudsonine O 1 lsodou

ATANMAINDIRUTTAYIUFIUN. MIF1IATANFATHT ANZATAIENT

N INENAEBADINUENLAINITEN, 11(2), 61-74

fierwn uandl. (2550). AEAITMIEaH : aaﬁmwﬁtﬁlam‘s%’mm‘msxmumsﬁﬂuﬁ
AfuszAnBam. (Ruvinfi 5). NI STl INaINTaRMIN§L.

DUBUNT LARITRURI. (2541). ADNNIABITILFDW. NNy gudniiauns

RINTHMINEAL
A € ° @ o aa o a LA o [ o
ind uadn uazaInis Yad. (2545). IBNTIAMIFERINANHWIANHFUAZIN L.

NINWY. @IINUR.

o a £ ¢ a a ¢ A
miwwmmmauwamaiﬁnaa\1amumimminﬂugmagimuuqﬂnimmamm ’I ’I 3
Development of Simulation Games Computer to Business Learningon Mobile Devices



99931 §AT.(2526). Munzinfizafumsssumssenmun nsaremaita
AINTINNTLA. NINAURIUAT. iR Ine Tamnndis.

Paras, B. and Bizzoncchi, J. (2005). GAME, MOTIVATION, AND EFFECTIVE
LEARNING: an intergrate model for educational game design,
University of Vancouver,Canada.

Galvao, Matins and Goms. (2000). Modeling reality with simulation games for a
cooperative learning. In Proceedings of the 2000 Winter Simulation
Conference. USA: Orlando, FL.

Prensky, M. (2001). Digital Game-Based Learning. New York: McGraw-Hill.

Rothschild, Meagan K. (2008). The Instructional Design of an Educational Game:
Form and Function in JUMP. Research into practice research compendium.
Honolulu, HI: Pacific Resources for Education and Learning. 61-69

Thorndyke, P. W. (1977). Cognitive structures in comprehension and memory of

narrative discourse. Cognitive Psychology, 9, 77-110.

114 ﬁiaﬁﬂgwaﬂ‘?ﬁw : Journal of Educational Studies



