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(5949 NIAUIUIUNAENAN ALNTIANTSITIUTUUY 5E

NETUUINNTTHANTILINUUNS (Lattice Method)

LAZUUIARN Gamification dMMsuLNSyUTuUsZaNANYIUN 4

UsLAN1sU3guUTUINNAY

UINENFNANT ANEER
auvide a3 (LifFnegiue)

Iseigudrudngu

dtinuanuinsAngUsTanfinegTuns we 3

QR Code Best Practice

A11UNIUANZNTIUNITNITANYITUNUFIY
NITNINANYISAT
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AU
[ o a vad g a . [ LY} agl’ <
N139AMTIBUNANITUUATLUULAA (Best Practice) /91897UUIANTIN QUUU LUULDNATT
Usgneun1sinnsaman1sUUandude/seanuuinnssures weanarina aealan dumia ag
(LWiffnegue) TssSeutudinigu diedninnueaiunnsfnedssonfnwasuns we 3 Ju
nalndrAglunisasiiounanisinduanuniivseansnmuaziianadugrsegiaduusssy vidudu
N15AANTFYUNITADU NTUIMTANNSANY TaudesmsiRunfnenmgsukazasiaey lnes1eeu
winnssuuarsenunanisuuRnduda (Best Practice) duduiasasiiontainaunsuurufuining
guausathluussendlivseiauliinunaluiening suihlvdnisenseaununmnsfinulae sy
o @ & A = = a 3 vy a Y v =
dlnnueanuinsAnyuseaudnwasuns we 3 loduasunagaduayulianiufne
LAZUARINTNNNSANYT WAIWIANTTUMSITUNSaRULAZ MSUTITANURN W llUTE NS AN
TneniunisdanisSeudidesn nmstundeuuleuevenssnsndnwdnisgnisuifeeradugusssy
wazn1sysansnaluladadvialun1sdnnisiseusiasusmsinnsan uAny) Fedewaliinuug

'
a wvaa a wva

URURTA sumisawnnisdaindusisuuinnssunazsisaunanisufoinduide (Best Practice)

Wl duduiuuuaziuinisluniswmuinisane
= [ [~ 1 q' 1 v ::3} @ .:4' =4 6 1 4:1' = A
31U UB Y99I ':twsmuauuu%LUuLmewLﬂuﬂiﬂmumammamﬂawlﬁaug
g1enenUszaunsal wavvereralugnisiauiaanimnisfnyiluiniiely dmivesusesin

1% X< a
Poyaluwuusgauililuanueimnusenis

a ¢ =
giuns 3 lavdlades
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#15Uey
4AUsENaUT vl
1. paduniaganudifey 1
2. Ingusvasd
3. SumpuIALTLY
4. Nan1SALEUIU 10
5. 3MsUssiiung 11
6. Jaduurisemdde/unBouilidy 12
7. foyana/mhonuneueniiliniseensu 14
8. NMIMEUNT 14
9. UTIUIYNTY 15
10. A1ANWIN 16
10.1 wnuMIIANITSEUS Tuitnuawa/glenisld 16
10.2 999588/1NFIUNTIANITITEUS/HAITY 17
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enunan1sUJURT WA/ 8 uwinnssy

Fomaau msenseiURadnYEMINsGeuadinmans Gos msgaiaunatendn fennsdnnig
SYUIUUU 5E HauuinnIsuanseanuung (Lattice Method) uaguudfa Gamification d1msu
tnEsuiulszonnui 4 sedn adinmans sedutulssoa@nudi g

au msdansiseuslagldnszuiunisiiein Tumednadnmans

Uszinnaaudnen () Ugude (V') Uszoudnen
(1) vwnén (v) wunnnans () venglonia
Jiuanacy  unNEETiaem anaaian
AU a3 (Wiffinegueg)
MI8IY lsasududinigu
G dneuaiiufinsfnuussonnumaiung e 3

1. anudunuazanudifgy

"“Jﬁmmimmam%ﬁmmﬁﬂﬁ@qmmiﬁwmmmﬁmmﬁjﬁau MMgSeulnNuAnaseassa
Twgna Tsvleu aaenauivinuelunsinssidynwazaniunisalliegeseunautaviiingay
TnsiamgegsdinmsFoudlussiuiulszannui 4 deildemmanusuouvaevdniduatsznis
Fouftuiiuguuanduiiladdymeadamans (Core Mathematical Skill) AidosTedlugmsam
finuwrnisiundugs e s mauflandtiymiBedou uasmsUszgndldludinusedriu ns
famaiFoudndamanmuuumemdngnaknunaNnIsAnuT uiugIu wrsdne1w 2551 (aly
UFuUse e 2560) FesjatiulngSeuinanuilagauluiiay (Conceptual Understanding) Aug
fumuaansalumsAndamessgndos uwiud uasiiuszansam wedusngulunsimu
aussauzddnuasinuznsFoudlummnssei 21 deld

a

agnelsAnn NANINAITIANITRUTIVIANAAIEAT 1389 N1TAUTIWIUAENTN VBY

YnSeudulsvanfinundit 4 Aduan nudamddaie disgudnguinvinyewasauwdugly
mz@?&qmmu%%mmgm (Standard Algorithm) Fafduneunisduiniidudeunazerdonise
funtsaszdmdndiniuinn fefanaiadinulsvos leua nsasiumisiaanldnssmundn
MsduaulazvasdIUINFMaazay naenaunsauAngudilesiunisanlundnduuasvdnies
HomdananuenanazdssansenulnenssdenadunvsnisnsiiouinadamanivesiFouudn
fanolAinANuIaNTIaNT AMNNIANNIIR LazlinARdaURInANNMAanS AaRRRBINUAIINYIINIG
Tuthgtuiiguuuunisasuiunsessrduneunas mavhuuufindalunseamuiuuida liaansn
AagernuaulavisenseAuaNLeINSEuIveTeulnag 1 INe

femnd asdaouidlddnuinunda nguf wazuianssunisdanisdousifegn (Active
Learning) \lethanUszgndludtgmisgraduszuy Tnedenldnsruiunisdanisiseusuvy ¢

(5E Instructional Model) muuuaRnues Rodger Bybee Juluigdnsnisiseus 5 Tunou laun

q d
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Fuadrenuaule (Engagement) Fud1sranazAum (Exploration) szua%‘mmt,azaqeﬁ’aaw
(Explanation) Fune1eaam3 (Elaboration) wagdulseiiiuwa (Evaluation) Milalen1alviE3ould
dulezlaraiNeIRANIMEnULeY MUANUNITIILIRANTTUANTININIUAS (Lattice Method) 1n1Y
Jnszifeulasaainanisfa laguennszuIun1sAMgauLAENITUINLLINKEI0BNAINAUBE 1N TALAY
gaganadnduans sarUsesmdnwarud Jaymnisnasianaldeg e usedns o waz iy
Uszangamanuaulasiewwifn Gamification (N133anisisauilagldinudugiu) Wufanssy
Asfasiady tnarmaming uarnsUandendlenadiia derisdsuussennianisouslisly
MYANTIIMNG deRARBIUSTIUYIRTO Y wazdnasunsseussuiuluii

PMNUAHAKAEANNAIAYAINE 1T ATHAUTlATmLILTANTTULALIRIINAIIUATS

'
wva A

UFURATLIuLER (Best Practice) 1389 “MmsensziunadunninisnisFeuadamand Fos n1sgu
FIUIUNAINEN FIEN1TIANITHEUTHUU 5E HAWUTANTIUAITIINUUAT (Lattice Method) wag
WA Gamification dwfudniSeutulszaufnudi 47 Tu W ouddamuagiaunnadugnd
yansSeuiviademanivesiFouligatu idSuaiainuensAnduandiiiussansnm naenay
UgnilsanedfiinazanudesiulunsGeuiadnmans suazihlugnsianngGoussnaddusiely

2. dnguszasd

s

2.1 Inquszash
1) ewaumunsinnsFeuduasuinnssumsanniuag (Lattice Method) $auifu
LUIRA Gamification H1UNTEUINNTTANNTFBUSUU 5E 1309 NMsgaTILIUNAIEnan d1vy
tnFeutulszaufnui 4 isavsnmn
2) WilewFsuiisunadugvsnisnsiseuinadaamans 3e9 n1sgusiuIuvatendn
vostinFoutulssaufnu i 4 deunasudaldsumsdaniaFeudiuu 5E nanuuianssunaaam
uuns (Lattice Method) waguwiAn Gamification
3) \iefnenufiowela/ fnanefvesindoudulszoufnudil 4 Aldensdaniadous
WUU 5E HEUUInNTsun1919amuuns (Lattice Method) wagliwifin Gamification
2.2 e
2.2.1 ngudmiang
thidsusulsraufinw i 4 madoudl 1 Unsfnw 2569 S1uau 12 Ay
2.2.2 Feliun
1) UnSeu fegar 80 UAuaunsalunIsaMIIUIUVANENANMEUIANTINMII
Lyauag (Lattice Method) Huinasififinmue
2) HnGeuiinadugnd/manisduinaniafougitundadousionisinnisFous
WUU 5E NUUInNIsunnsannuuns (Lattice Method) Wagluifin Gamification
3) UniSeu Jevar 85 dauianelaranisiSeunisasuly Mednedaaians
Ingldnsaounuy 5E nenuuinnssuamsamuuns (Lattice Method) uagwuiin Gamification
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2.2.3 \B9AUNIN

1) dn@sutulszondnu i 4 Ynsfinw 2569 S1uau 12 au ldFunisimun
Finwe e A EndNLAEN STUIUMSARFLIAsAdinAER AT

2) laununisianisiSeuslagldisnisiSeudiuy 5E namuuinnssumsamuuns
(Lattice Method) uazuuifin Gamification fifiuszansam dluldlunsimuinadugninianis
FeuIYIANRAENTURIEISHY

3) dniSsutulssaudnudf 4 madeuil 1 In1sAnu 2569 fnadugns
NINsEEY/Man1sseusTeInadamansiussaud vinvensAndwiskasn1sinusuiududi

4) dnFeudanuiaelasionisisounisaeulagldisnsisousuuy 5E Hau
WINNTIUMTNINUUAT (Lattice Method) Uazlufin Gamification agluszAuin

3. fumeunsAnduau

Fodos mIsnszdunadugvimensGeundinmans Foa nsgrudwiuvanevdn fenis
FANITTHUTUUU 5E NAUUIRNTIUAITIINUUAT (Lattice Method) WazluiAn Gamification
dmfuinBoutulszoninedi 4 Sdunounsdiiue il

3.1 3msaiiuau/nsEuIuns

3.1.1 AnwuurAanguiiiiedaddun
1. NanNgAINaNAITENITITeUS AMAAIART NNSANTIY 2551 (AUUUTUUSe

NNSANTIY 2560)

1.1 anuddnueinsBeuadamans Ivndamansifuniosdioddalunis
Wadneamuywd YrefndunisAnegredszuy Swana Tias1esi uidymi wazaiuisaly
Uszendldlunsaiiudinuszdriu sasnsudusnguluniseudinenmansuazivalulad

1.2 a1svdAyveInsiseundarans  dadunisasieniug anudilag
aluwel (Conceptual Understanding) #inuenszuiunisnandinmans wagn1sanaffinseivn
adinenans lasiamzansznsmunndaduiiugunsFoudiiawy

1.3 anszuazansgIumsiiou a1sedl 1 Suduuaviivadn 11msgiu A 1.1
dlamnumannraerenskansIuIL sruud o msdlunisvessiuiu wafliinduainnis
AtuNg audvesnisaniiuns wagdlly

1.4 auangEsudioruduuszondnuii 6 {Feudesdinnuannsolunis
81U Wou wansdruruty dvnvenisam n1svs wagnisudlandYgmmvatsdunou niouviad
Aannsalumsdenliisaunaivanvatsuaz au R aLHa

1
v A a b4

1.5 AIVIALATEITZNTTLIYUIHAUNGN

1
v Ao

Madn A 1.1 U.4/9 mavesnlinsualudsyleadydnualianinisgu
YITIUMEAENAN 2 31uU NilaauliiAy 6 wan
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Y

FT%n A 1.1 U.8/11: wanaiimmevveslandJam 2 Junouvossiui
ffufinnndn 100,000 wag 0
2. MinygN15ANAIUINNRALIAATERST

2.1 AURNIBVDIVI NBEAITANAILUIN: AINAINITATUNITALTUNITNY
ANRATERS (N1SUIN AU Al 113) LAog9gnaed wilug uazAdaIwAs, HunszuIuMsAnTdudsu
Fumou

2.2 pnudAgeinevznisAnawIn: WusingiudAyvesnissous
Adiamansdugs twaiuanuulalunisudtom wrannnuienanaluntsdanisteyaddiu

2.3 93AUITNOULAZNTZUIUNITANAIUIM: UTeNaumsnIsilanIumne ey
nssudiuns madenliisnmsviewmaiianisfnfuaiivinzay nsiudunsiuinges warnis
ATIVADUAIUALLIAAUHAYDIAIN DY

2.4 anjsvanglunisiininuznnsAndn: WelvgBeuAnanudiung
(Fluency) ann15¥AUT191191U (Cognitive Load) LLazﬁmm%MQﬂuﬂmﬁaﬂiﬁi’ﬁ%mﬁmauﬁ
WL AUAUAULDY

2.5 AnuaEnsetunsAndi: anuaansatunsidenleanluriaiisaaen
Uszdmdn fme uaznszuumspadosivhetuiiemnadndliegagnsios

2.6 sgauauilalunisiFeuiadinaans: nsaseanudiladauludieal
(Relational Understanding) fifjiFoudlavistunaunasvmuavasnisdwia Hlaiftsanisrini
ngsnaaitagldidlaniumineg

2.7 myTauazUsediunarinuenisandiuin: nsuszfiudionam (Formative
Assessment) kazn15UsELTuasUNa (Summative Assessment) 1AgHIITUIIINAIINYNADIVD
NIEUIUNITANAILILLASNASNS

2.8 3n1sTan1sndwiameadamans: n1slduvunageuianadugn’
INsReY Nsnalutuiingessesnisfinmuin (lutuiinuanisne Lattice) wazn1sussiiiunisuwn
langnsna

3. FBNIIBYUTUUU/UWIAA/MYBHNI1TUTIT: WUIAA Gamification (N15IANTT

Geuslegldnulugi)

3.1 ANNRLIBYDILUIAA Gamification: N15U1eIAUTENOULAYNAlNYBILAY
(Game Elements) anUszgndldluuunnsSeudililding iienszduussgsla adeemumudiu was
TuindeungAnssuFeusiBesnvesdiFou

3.2 93AUIENOUAAYUBILWIAN Gamification: UsENausiy NYNAnINITLaL
(Rules), AUNINIY/NA1579 (Challenges/Missions), N1sazausianzuuu (Points/Codes), UNu
auuR (Storyline - Wnauniwg) uazdwAdviailasiia (Rewards/Feedback)
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3.3 AanssuluniesSouesuIAn Gamification: AANTTU "ASNATHERU UNaN
yuming" lnemsdagrunsieusfnseureadou msnensainuiiazvdniievandendumlAdvavy
NE9eANAIADS warnsveusufududiy

3.4 Useloyiveuuifn Gamification: ¥181UE sulanafidaaused ¥
mﬁmmamﬂﬁtﬂumm?iul,ﬁuayﬂamu iudnsnsildansan (Encagement) luesdeu wazdaiady
Wnwen1sviausaniududiy

4. FN1TABULUY/ATNITUTIG: MTIANITITEUTHUU 5E HAWUTANTTUAITS
nNUUeS (Lattice Method)

4.1 AUNUIPUDINITADULUU 5E HATUAITIINNUAT: N15IANANTIUNT
Foufduians 5 dusmiunislimaaamiuns (Lattice Method) Fufuwaiinnsinszifounas
‘1/1u,mgmLﬁal,wﬂ%umaumﬁ@msjaauasmsmaaaﬂmﬂﬁu

4.2 FumBUNSEOULUY 5E NEUATIRNULAS :

Fufl 1 a¥19muaula (Engagement): numuANLskazidafinisialy
SRR AT
Fuil 2 drmauardum (Exploration): fi3uasilefingauarmanevdniiu
M54 Lattice Wazaand1579ndaugIunIsne
Tufl 3 e5ursuarasteagu (Explanation): daueisan azvou
N3EUIUNTAMERULAENTUINWUINKEATIUANTY
udl 4 ve1we1u3 (Elaboration): enseduauinmelaglilandeniu
W¥uan 3 ndnlu 4 1én) Tunsiaseud 2
$uil 5 Uszidiuwa (Evaluation): AyIvERUALgNABIIUNITUaRANF LN
AIvialazaTIluTuinuan1 AT
4.3 WATANITADULUY 5E NETUAITIINUUAT: NITHUINAUAREAIINAINTE

Ya v [

mMsdnunummihfidaau (FUfusazivindanugnies) mslinszaumuuns (Lattice Board)
dnsasu wagnslideyadeunduruiiussuuadva

4.4 Yselewiuazdadninveansaeuiuy 5E HaTunIsIavauns @ ¥aeien
nsrvILMIAMLarUINeanaNiudaaL andayminsainsavldasaan wlayvdmeasay wazyi
TinsAnewinnluszuy

18311 : fodldialunisindunsidumsmueadluszususn Lazaos
Iarsendonsaoudavialim3onlde
5. anuiianela/lned

5.1 AvwmangvesanEfianela/nad: mnuidnuSovinfidsuinves]Seudil

AENTEUIUNIBEUS UsseInAluiensey winnssunisaeu wavanudnialunisuilandUgm

ANAANENS
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5.2 nufAnuianela/ianad: noulusaalaves Maslow wagnguiusigela
aelu (intrinsic Motivation Theory) MiAnannsussqimneuazausanaynaunlunsGous
5.3 mydannuitanela/ianad: nislduuuaeunuanuisnelavilauinsidiu
Useiiuan (Rating Scale) wagn1sdanamginssuauiiuii aunseiesesulunisdisiufanssy
LNARE
3.1.2 Jupoumssniuny (Aswssaunlaglivdnnisasasaunin PDCA)
Tudunoumssiiuau fanwldsidunulngldnszuiuau PDCA /muuuidn
e wanns nszuLdugdmiunTeuI URTRNY fannu Uszillunauazazvioudayadoundu
Ffrazesureseluil
1. $un"5219uHY P (Plan)
1.1 Anwnanindgmuarienevidiou | Anmeidoutulssonfinuii 6
Huseyaea wuiEeuditgmmsguéannuvatevanidosannaiavlinsmdn uaziinany

v A Ao
AUGAULLBURING
0 dyo.l = g g

1.2 AnwvangnsuagmTin : AnYIManansinuNaaNIsANYITUNUgIY WA,
2551 (@tfut$uuss wa. 2560) nguansznsdsudadnmans f3in a 1.1 U.4/9
1.3 99NKUUKAZATINWIANTTY | IRVUHUNITIANITITYUTWUY 5E Hau
WIANTIUANTNINUUAT (Lattice Method) SIufuiuIAn Gamification (n15A95%aaY Unayuning)
1.4 aaniosdiotana : afauuunaaeuianadugninismadeu/fnuens
ARAIUNSAM LasluudauauauitnelavestnEeu
15 wauafifennng : YiununsdinnisEeus de uinnssu uazieiesdioana

W@ eanamrasunnugnissuazassviinuasnades (100) wethuusudgudlvaeuthluly
939
2. Funsdfiueu D (Do)

AANwIdIuNUNTInN1sSsuskazuinnssulUlddnnsteunsasuiuinG ey
nauilmune fulszounud 4 $wau 12 au luniadeud 1 In1sfinw 2569 aunszuauns
Famsousidmualy

Tagld35 n1saounvunisdaninifouuvuduiasmanug 5 du (5E
Instructional Model) a1l BSCS (Bybee, R. W., 1990 : 28-35) I§oSunstuneunsaoudssolus

2.1 dunszduenuaula (Engagement): agnumumufifniAsatunisea
uaziTaginnsia Gamification "nanyumind’ lnsudsninsususiaduiiovandondemaiavy
W1198

2.2 Fudrsrauarium (Exploration): WhinBeudnuuasiinlduinnssuniss
nyueg (Lattice Method) 91ntiuasiievinfanssungy sond1nalandnisquaugiunisfasey

P09 g ULN DA AV ETU
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2.3 dueBunsuarasdioasy (Explanation): funuiinGeutiausisnismua
AalagltuinnsTuasIsmuuns $INMUeSUIENTEUIUNTANEBELAZAITUINAUKLINLESIULA
foaguiigndes

2.4 fuerenud (Elaboration): fasusnszdunisdnnisFeusgisnindasn
HUfANTINANIUN1TAlTIAR (Simulation) wazludAnnuiiiady (Gamification) Tufianssy "nnsfia
svaay Unanuunsng' (The Treasure Code) 1w 5 §1u

2.5 dulsiliuma (Evaluation): AsIIERUNANTInenIHaUandond AT
asaslutuiinnanisAuineengy waenadeuauiiluneunaa

3. Jun1amsraseuUsHfiuna C (Check)

AAnwldduduns@nuingud wdnns uuidn siseiiAsadeaiunis
Uszifluiinwgnisndiuia 1309 msqadiuiumatondn ldunnisairauuunaaeuianaduny’
NN YUASAAIENT LATNITTANA¥ENITARAIUINNITUSELTUAINANINAT (Authentic
Assessment) WaznsUsziunsUURUAGN (Rubrics) MFilesizsidoyansafiniiiemeiade
(%) uazAndoauuinnsgiu (S.0) kaannsAne wui kedugrsnienisSew/invensanduan
Fos nMspusuaunanendn vesinGeututszauinudi 4 TagliisnsdanisFeudioy 5E wa
uinnssumsnavuuag (Lattice Method) uaguuafn Gamification famssseluil

A1399 1 NANIINAABUTARAENGNSNIINITBHUNDULAL VRIS HULAL ANAIIUANUBIAL UL

- ASLUUNANIINAEDU , g
Yo-eNa — . oo - NaR9
NULIYU FRLEGH NadLgu R GH Wqu
1. 7 70.00 10 100.00 3
2. 5 50.00 8 80.00 3
3, 8 80.00 10 100.00 2
a. 5 50.00 7 70.00 2
5. 7 70.00 10 100.00 3
6. 7 70.00 9 90.00 2
7. 4 40.00 7 70.00 3
8. 5 50.00 9 90.00 4
9. 7 70.00 10 100.00 3
10. 4 40.00 9 90.00 5
11. 4 40.00 6 60.00 2
12 6 60.00 9 90.00 3
393 69 57.5 104 86.67 35
ALade 5.75 . 8.67 . .
FhLﬁENL‘lJummg'lu 1.36 - 1.31 - -
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HAIINNSANYIAUTINElA/AnAR fonN133ANTTITEUTILUY 5E Hauuinnssy
ANS19NLUAS (Lattice Method) wavuuadn Gamification v8stin3eudulszaudnundi 4 Tneld
en1sUsidiuuuaaunuaunanelasiauinsd@udseiduen 5 seeu dnissuianuianela/
anad Tnsramegluseduanitan (¥ = 4.68 way SO = 0.43) fannsresoluil

o a ¢ P v a ) = apal Aa Y] = o
MA199N 2 NafﬂiﬁlLﬂiqgﬁfﬂ?qquwaiﬂmaﬂuﬂLiﬂusﬁu‘lhgﬂllﬁﬂﬂ']ﬂm 4 V]Nmaﬂ’]i"\]@ﬂr]iLiﬂuzLLUU 5E

NATUUIANTTUANTIIINUUAS (Lattice Method) kagikua@e Gamification (N = 12)

Uszrhunisusediu X sD. wiawua

AUM 1: AIUUTIEINALBENITIANINTTUNSIBUT

1. AANTIUNIITLUIUUY 5E a1 Gamification A 4.75 043  aniign
aynauy fudu uaztala

2. dniSeulalidusulunsvihnnsianazasdieufiananssy 4.67 049  aniign
AUALLDS

3. fumounsFeusinnudnnu Wilade warlsiinde 4.58 0.51 1N
il 2: fruuanssuuazdonisBeud (Asamuuad (Lattice Method)

4. winnssumssamuunshgliinAImNNsAMTINIY 4.83 039  aniign
sanevdnldinouassnEtu

5. ANTRINUUATHITANAIUHANAINTLUNITINFLEY NS 4.75 043 1l
NANUAZNTNALAY

6. AegunsailarszuunsnensviaduUandendiemiianiy 4.67 049 3w

wauls nszulviosnizeus
AuN 3: aulslevinazanannidedvinmina1gns

7. thBeuiinasiulalunsihlandnsquadamansiia 4.67 049  3niigw
1Ny
8. tineuiinnuguuasianaividensBeuiviadnamans 4.67 0.49 3w
9. NINTIUYIANATUTINBENTANALIMLAYNITNTY 4.58 051 30w
safuduiiy

Tatavn 4.68 0.43 mm’?iqﬂ

4. Funsaiun / Uiuusaudl A (Act)
4.1 agnaunan1snau (AAR): WnansussiliulagdodunnannnssuIung
ByududghanssuguyLIinIsEEuIMINTn (PLC) Tuiuaslunguansemsteuiadinmmans
4.2 uilwazthemdedFou: dmsuinGoundduauzeinsuinuumuedly
unete aslddaianssudomaiulnetiiniss Lattice LuuszUwALonudnintsnuziiufay

JnSeuta

enunansUjuanidude/smenuuinnssy ddnouweiuiinsfinvissaudnuauns we 3 - wianginem eeaian



4.3 ayiiATURURTITwAR (Best Practice): Tausmuazdaviguiansoay
wansltuinnssumsaamuunssandy Gamification iWeifuluemadunuulunissanisifeud
AdAFanS SedduY

4.4 wWeunsNa: wWeunsuianssuuaySU TR duAATuAnslulssSeu
uaziaTetenensAnwIkuTessosulatlar niinandsuEous

SunauwarISUUATI TR (best practices)
Fupouves masnsedunadugvEnamIGeundamand dos negausuaumaevdn fe
N159ANISITEUIUUY 5E NaUWInNTIUA1T190NUUAT (Lattice Method) uagludAn Gamification
dsuiinGeudulszaunu B 4 Stumeuds Flow chart deluil

Ny

~

Aavamwilykiua:iinsihgissullusisyana

(Jaymimspaususukanasdn a1sao@uliasokdn

lazn1snalay)

OQ (mssamsiByusuuu 5E + usanssumso

Lattice Method + wusAa Gamification)

aanuuumsiSgudua:unumssanisiSuug
WoWrIUHAdUANEMYAISISBUAIOMANS Bov MsarU
Fuoukaekdn GromMsIONISISEUSIUU BE Wanuulanssu
mswonuuas (Lattice Method) ua:uusaa
Gamification MksulnEeuuus:audnutn 4

dudumsdamsiSaus
é (SoAvnssumsiSaudiuu 5E wau
A Gamification "Gaaunswe” uazmsm
SumstmnAmalu v
amufaw uaiSguasiowaviu asuyavAnnug I
uanwasuEeus (ayadufindaaauda /
PIC AUnalcE S msaaaskadudewasna)
AgIOMEQS
uazlkdoyadou
o a1 el R (naaousanadugnsmsaeu [ Uszdu
e A wadinssundu [/ Ussidupanuiowalo) [.—__|
ofis
aee
sutnairingalii? - ATy Usudsw Weuun
(8oua: 80 3uld) & (aauvautasuma
Wiu msw Lattice 1wy
wasuimsiSoug / mudsewamn s:eduenkan) ‘

(3rs1KnamsiSous hiadownaluwouun é)%
ASUOUMSIEEUMSDU)

asdua:sigviunanisdanisisausg

(Sarndusigviunamsiduinnssu
Best Practice)

p0auaa
58misUjUa mUutan(Best
LAIHEUWSHAVAU
Q 4
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4. wan1saiiueu
4.1. waﬁtﬁﬂﬁumsqmuﬁansiu

910 Foidos msenseiuNadugvENNsBsuadamans Bes msgudiuIuvatonan
AIUN1TIANITITEUS WUU 5E Na1uudnnssun1s1aInuuns (Lattice Method) wazuudfn
Gamification dwi¥utinGeutulszaufinul 4 Usngauringuszasddal

4.1.1 f1unINAUINIRNTTL: ALNUAITIANITISBUT waTUTANTTUATININUUAST
(Lattice Method) $amfuuAn Gamification HiunszuUMTEANTEEUTUUY 5E Aifluszansam
reuilgninisnsdnavlinsmdnuaznisvaaaianaialdegrndugusssy wavanunsaunluly
dan1sFeunsaeulaat

o

4.1.2 gunadugmsn1an1siew: UnSeutulssaufinuiUn 4 91w 12 au duadugns

Y

MNNTBEINIAAAAENT (589 NSAUTIWIUAENAN NdaSeUgINIInouSeueg 1 ltud Ay Tny
v o ' 5% o a a
UnSeurunaeifesay 80 auinvualiludmung@eUsunu
4.1.3 druanuianelanazianad: Tnissutulssaudnw Ui 4 danuianelovay
ARARTIARDNTIANISITEUTLUU 5E Nauuinnssuassmuunsilasudfn Gamification (Fanssy
Asfasiadu dnaryuming) lunmsiwegluseduunnian
4.2. Yszlgunlasu
NISHALYINYENIANAILIUNIANAFEAT 1599 NTAUTIWIUVAIENAN @111l
v A % (3 d‘gj Y v Qil’
UniFeuusTaTngUssasRmunaaly dadl
1) sugiseu: giseulinadugrsnianisSeninedamansgadu Iinvenshnd1uIud
wiuguaziiuszuu andedanatnlunisninaga tinarudaladaulusied (Conceptual
Understanding) wenvniifisfimnuan aynauiu enudule wasiiinuenisvhausuiuduiiuiig
nanssu Gamification
2) auag: AsHaouladauazuinnIsun13dAn1siTeusIgesn (Active Learning) 1l

Ve

Uszansam ldsunstamvinu nnsdnRanssuiiiiugFeududfy uasifansuaniuaouEouss
UM wamrunszuun sy Gouimeindn (PLC)

3) UINIT: Juimsiiuinnssuuaznanudelssdnduasanrufnuilunisensedu
A 3oy anunsnihgUuuunisdanisfsunsaoudlulfiduuamdunisiinanislu uas
duaduliingyinuduiluussyndld

a) silseSen: T5e5ouiisufoanduda (Best Practice) Mdusuuuulunisensydiv
wadugnivansSeniviadamand fudusngiuddnlumsenssfunanimaaousedund (W
NT vi3e O-NET) wagthoadiaussennianisBousiviuas

5) shuse: funasesuasyuruiimudesiutaylnddelunisdnnisfnuveslsaeu
delfifuypsanuifauunnismannsiaty Sueefiindensunlsideu waramnsntvinuenns

AnAwaniluussenaldludinyszdriuldegnegnies

enunansUjuanidude/smenuuinnssy ddnouweiuiinsfinvissaudnuauns we 3 - wianginem eeaian
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ad =Y
5. 29n15USsLUUNE
A5 AkAzUSELTUNANISANLE UIUTTN15US LT URUURNANKAIY (Mixed Methods
Evaluation) Ineiiusiusiudeyarnadalsunauazidanunin aseuaguaudadeiigi nszuiuns
NANAR LAZNAANSUDINITANTUINUY N1ULATILE tatA WUUATIDABUIIUNT LUUFWNS LUUUTZIY
wuvgeuauadNdienela n1sdunivel wazn1siesiesiienas tnedinseideyaldeliununiey
A1AND Sosay ARy wavdulonuuiInggu dudeyalsnunmldnisinseriiloniuaznis
AvdauteyakuvaInd Wetnan1sUsedulUldusuussnaswauinisanduauliiia
Useansnmmazenudsdiunaly
5.1 nMsUsziiiuaudadeudn (Input Evaluation)
ad a
29n15Us3LUUY
1. MIATIVHOUANINADARG DIRALINATIENANUMU L AUYDINANANT UHUNTT
IANT3IIUIUUY 5E UAZN1TRBNWUUAINTIU Gamification
2. MIUTLHUANUNTDULAL AMAINYBILINNTTUHBNITABUY (NTEAIUATITINM
4 . a a v o 1% Y
uuAs Lattice Method Wag#aUsznaun1sNITHany) AaenIuANUNIaNvRIde
= o
LASD43I
1. uvuuszilluanuaannaed (10C0) Y0uKNUNTIANISITEUILaviATedladang
lnendeIvgy
2. WUUMSIAEBUSI8NS (Checklist) USTLTUAIMUNS BUVBIED UIANTTY LAY
anwndedlunisianisSeus;
5.2 NM5USLRUAIUNTEUAUNI5ANTUIIU (Process Evaluation)
ad =
29n15Us3LUUY
1. mMsdunangfnssunisiseul enunseiiesedu waznsldmsauihaududiy
YouiniSeusEnivhinssunsiasiadulnayuning
2. MyvseiiiusesseeMsuiinuuazmsuitaymilandnisaudiuiunaigvan
MENTEUIUNIANTIINLUAT (Lattice Method) Tuseniamsdnfanssunseusiuy 56
o o
CERND)
1. wuudunengAnssumsiseusvaenisufuReungy (Rubrics Score)
2. WUUUSEHIUT U / 75290 UNNNANITANUIUAEUIANTTUANSIININUUAST
SEMINNS U
5.3 nMsUszifiudnunandn (Output Evaluation)
ad a
29N15UTLLUU
1. NMINAERUIRHAGUGVEVNINITTEULALTINYENTARAILIN (389 NTAMTILIY
o o a & ¢ Ny a ~ ~ | = o
PANYNGN VBIUNBYUTUUTEOUANYNTN 4 WIe Ui unNaUB o ULaL S 8Y

enunansUjuanidude/smenuuinnssy ddnouweiuiinsfinvissaudnuauns we 3 - wianginem eeaian



12

2. msdmamwfiselanazianafvesiniFeuiifinenisdanisouduuy 5E
HAULIANTINANTIINUUAS (Lattice Method) Wagkuifa Gamification
\n30sile
1. wuuvageuianadugrisyanssoundamani Seq Msgaudnaunaendn
2. wuvgeunuauianelavesinizey sdaunsidiuuseidiuan (Rating Scale)
5 S¥AU
5.4 N15UsERUAUKNaaNSLazNansENU (Outcome/Impact Evaluation)
AUy
1. msAanuauauisavesdniseulun1sininven1sfnduin (N13aumae
psraimaund) lseseauszandlilunisuflandtamademansiidudeutu
2. m3Usziflunansgnuitinannisiisufoaniduida (Best Practice) 14
WpuWIuaz v Nagiiaunsluan ANy HLUNSTUILASTITULRINSBEUE TN (PLC)
|30l
1. wuvdunwaliniEeu / LL‘U’U‘U?%Lﬁ‘umiLLfﬁ%%éﬁ@ﬁﬁﬂﬂ@ﬂ?ﬂm%%ugﬂ
2. wuuduinnN1sUTEYUYNYULMINITISBUTNIIYTN (PLC) wazuwuuduiinnis
dnanieluy
5.5 M3AAszidaya
fAfeldudumsidoyadetiinanrinseilaglivdnadinanside il
1) fAaud (Frequency)
2) Sowaz (Percentage)
3) fiade (Mean)
4) Ehulﬁaqwummg’m (Standard Deviation)
fAfeldiiumaidoyatoyadenmnmaninseilaglivinataininiside fdl
1) MsesEsiiiem (Content Analysis)
2) MIduATIERUsTIUdRDY
3) NIATIVABUAINNABAARBIYDIVBYALUUENILET (Triangulation)

6. Tasuusnrudia/ unBeuilasu
6.1 Jadeurisrnudnisa
nad3aveInns snseiuRadgVSNeNISoundamans Foa mIguduvansvdn fe
N133ANTISBHUIRUU 5E Nauuinnssuanssmuues (Lattice Method) wagluafn Gamification
3% adamans dnsuiniFeudu UssouAnnd 4 daannsatuayuanmieaududei

o w

lsaSsutnudiagu ddnanuweiuiinisdnwussaufnwmasuns we 3 dninauanenssuns

De

NSANYITUNUIU Aatl

enunansUjuanidude/smenuuinnssy ddnouweiuiinsfinvissaudnuauns we 3 - wianginem eeaian



13

1) Aoy aunseieIesukarausudevesdniteuluninlasuisAnAiuin
suuuulysl Tnetannzanuaulaluianssy Gamification (nsfasvadu thangumin) Miduusegdle
ddy lidnBeuesniidiusay Hndunsldmssmuunidenuesegrsaionaslideri

2) fuag Auyatuvesagiasulunisfnuinasimuiuinnssumsannuuns
(Lattice Method) TildfiuuSunveddiew naenaun1Teankuun1siieusiden (Active Learning)
AINTEUIUNS 5E AfinnmBeangu nmsliteyadoundu (Feedback) viufl wagnisguatieinde
Unzeuluseynrasg1dlnadn

v v [y Ly

3) fuims MsiidediminialnavesuimsiianudAyiunisensedunadugns

<
Y

madnms Taelinsatuayudunineins degunsal msdnanmuadeniidesenisFous siuds
mslmaRnmusaualiidslaudasiufoRauogisasiane

1) silssFeu msilussemandnnsiduuds duaduliAnnszuiunissumuuns
M3Bsudmaindn (PLO) nelulsadeu shlviagadinmaniuasagnauaszdu 9 Iaifufiuandeu
Feus azvieulym wagsiuiumuwImsimuIinnssy

5) shugury AnusilevesunaseslunsinaunanisGeu aesturauazlvigsle
doypsvanuanunsavhenudlademadamanifieeduiymiddigs vliAsmuideulsuas
afuayunsBouinnlsaSeugiuediseiiles

6.2 uniFoudilasy

1) sudiFou dniFeuldizeuiindvedamanslilyisessnuazindeoaely ns
Uszgndlding (Gamification) $aufuiadesilefithsanmududou (Lattice Method) Heaunn
Fudn q ilidhdewinnuivla nddafuin nduantesn wagldsunisiaunineensiiay
gy

2) dung agtiundeuinmsihdymvesdFeunndugulunsinsed ududenld
uinnssuiingega (Msrenuuasidymnisnaadlinsandn) naufugluuuiidegalaisiFou
(ansfiasimie) annsoutiamaadugrienisSeuldeie wasliasaundunsaeuanniu

3) fusms IdumBsuistunsuimsiamsiitedaasuanuduiiimdnnisues
a3 nunsilinlenidlviaslaAnauiasnaasslinssuiunisasuluy 9 sgredase aeldnnstuue
wagnstwakuuiaeaing ilignmsuidymemningiseuliegrauseansnm

1) fulsadeu Tsadeuldsuuvumsdanisiseusiidudna (Best Practice) dailuy
ﬁuquﬁmmmﬁﬂﬂﬂizqﬂﬁi%ﬁummﬁﬁzwﬂmﬁamﬂa’fmmamfﬁ'mﬁ'u 9 I OVUIBNANITIY
uinnssuiludsrsutulndifeaiesnsesuradugrdlunmsivesaniudny

5) fuawy yuvuLaziUnasewnszmindsauddnueanisiansSeusiniugFeu
Huddny uaziAnanudesiuludnennvedssFeuiineromassiisnisinl o svisanauaden
TumsSeuvesin dadunsadnuduiussufssninusulazanudnw

enunansUjuanidude/smenuuinnssy ddnouweiuiinsfinvissaudnuauns we 3 - wianginem eeaian
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7. ¥YAAR/MUIBIUNMEURNTINSENSY
7.1 _,__‘]J_']_\‘]ﬁ_'l?,@iﬂd_,,_‘.U@JGLMIU,_ 15915 EJ‘U__,_'Jﬂ']/_\l_fl_j_ﬁl__,_ﬁ_'lu,ﬂilu,t_?!ﬂl!ﬁﬂ A NIINNHAIUASL.
lé’ﬁw/ﬂizEJﬂm‘isuiwawmﬁmiﬂgum/‘umﬂsim Lﬁsaﬂ,_mjﬂmmuwa_a_ugmﬁmﬁm_ﬁ_@ﬂu_ﬂmmam_Lia_ﬂ.

8. NNSLNELNS
8.1 NITLHELNWS

1) wewns fuduled Vichakan.net (Guinisaeviin) https://www.Vichakan.net
ﬁagjé”mﬁﬁ (URL) : https://publish.vichakan.net/show/2243
Fuiidndunisweuns - ufl 31 oy nsnqAn A, 2569

2)  weuws Wuduled kruchiangrainet (Ag@oesneneviln)
https://www.kruchiangrai.net/
ﬁagjé”mﬁﬁ (URL) : https://publish.kruchiangrai.net/paper.php?id=2138
Fudidfiuntswewns - Juil 1 6eu doney WA 2569

QR Code WUURBUSUNSIHEUNS Lazn1siin1seeusy

q d

enunansUjuanidude/smenuuinnssy ddnouweiuiinsfinvissaudnuauns we 3 - wianginem eeaian
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9. UIIAUIYNIU

nIENTeANYIEANg. (2560). AaddauazansznisiFeudununans ngusznisieudadinaans
(aUfuUFUUse w.A. 2560) AumdngATUAUNANINSANEITURUgIY WNsANTIY 2551,
N3N LssiusiguytannsainsinensuiaUsemelng

TS WnveAUd uazneiend Bufau. (2561). M3lEeuiiesn (Active Learning) A 5E aussaue
WATWIANTTY. NN ISeiuiuiepinaansalunine1de.

£ a 3

WaAnA giuns. (2563). MsUszendlfuunAnnuiifiiadu (Gamification) $amfumsianisBoud
adinAnanfiiedadiuussgslauasnaduguinienisGeuvasindeulszaufinw. 133
winnssumsitews, 6(1), 89-104.

andudaaiunisaouinermansuasmalulad (@am). (2562). dllaagmeiviugiuadnaans
Tulszandnunlil 4 1du 1 mundngasununarsmsfnentuilugu wisAnsy 2551
(aduuFuuge w.e. 2560). namme: drdnfiuiyainsaluning de.

Sums a0, (2558). MswFeuifisunadugvsmanisGeuadiaaans Fas n1sgas vastindey
Fulszoudnuii 4 5ENI19IN1IRULUVUUNALAZNSAMUUUAS1Y (Lattice Method).
MTATIVYBATNAIUINITAN®WN, 10(2), 45-56.

Bybee, R. W.,, et al. (2006). The BSCS 5E Instructional Model: Origins and Effectiveness.

Colorado Springs: BSCS.
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10. A7ANUIN

10.1 wnun13INNTSEELS /duiinundsuny /aiensly (i QR Code) (9nd)

%
.»' )

h

ST L

=
miaal=omues

b, : F ¢ é,.“‘. , ;,»v # :}-‘ :
. a10ariaan aovasAd|
As) @ﬂ@mmﬁ)

IsvisguvuatNgu
FinovuwawuRmsAnuIUs:nuANLESUNS Wwa 3
dunviuAtuzNsSUMSMSANIUWUZNU
Ns:NsOVANLISMS

SCHOOL

QR Code uWuNTIANSBEUIATTUNNVAINTTHOY

e

F18UNANTU Q JuLaA/5189UUInATIN mummwmwuwmsmmﬂs“nuﬂnmaium R 3 - ‘L!’N?I’Tlﬁﬂﬂﬁl’] mamam



10.2 99508/76NF1UNTIANTFEUT/NaTU (13 3UnW 1AgATRT QR Code) (9n3)

: aumuuwn

uﬂB'lﬂ&lUﬂ
:

nfuasMsvuatinaand Huuse

Taadeutudimgu awy. qiund wn 3
Hongu vindnauda :

swioawndnnguil
1. (Ué)
2. (Infuani)
3. (fving)

gﬁ: 1 un mauun
=

y h«?wﬁmd‘mm\x any. q3und wa 3

Fongu tindraudi :

udemninnguit
1. (fusu)
2. (dindany)
3. (ding)

£ iruii 1

e — [ ee—s

Fudmnmdgnnlog: - Faommadimoalong:

- Fufeminidoatlond:
BRI (atios Witilstion B

AEsuEAMSANINY (K/P) ‘ nzuvAREIARNG (A)

ﬁﬁﬁi}i& ® 6 @7

" AaaouanT
22 T InananuUn
:

LGHEREEN G adlaAnans Suuszoununiil 4 - Tl

Tsadewdhudumgu awy. gun wn 3

Fongu tnddu :
swiomndnnguil
1. (i)
2. (ndwon)
3. (g

(vmuduuiania: | induduyuiomide:

- dufammniinonlond; - Aufommndinanlons:
RN (Lattice Mutpisetion Boend) el (attice Mtipication Bawe)

ASMUUHANTAMAN (K/P)

e i i} T

" 1 aumﬁﬁﬁn—-
:;EE* UNAAANUR |
\r“‘ CYEENRETCT) mAnans Sulszoudnundii 4 !

Tsadoutmdungu @, fiuni wa 3
Fongu e <

sedonunBnnguil
1. (fUdu)
2. (indnn)
3. (Avind)

2. i

&

- fufemnadinonton:

- Fuftomuaignoailend:
RS (Lattios Wittilction Baanf)
/| w
/
/
/| me
/

ATUMUHAMSAILIN (K/P) AzuuuAuATARNEY (A)

i}ﬁrﬁﬁﬁ E

- Fufiomndgnoailnd:
T ER0S (Lattios Mittilction Baanl)

wadéwsunmﬂi
ALMUURAMSAIIM (K/P) AzuuuAuANTARNEY (A)

ThNNT QO @

wamuﬁm‘%au / mszmuﬁm’%au (4 ngw)

enunansUjuanidude/smenuuinnssy ddnouweiuiinsfinvissaudnuauns we 3 - wianginem eeaian
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AMNAINTIUNITIANTTIBUNTEDU
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QR Code @unuginlanisaau

QR Code JfAlan1sdau

WUUNAHBUNBUTIULATNASEY (599 NTAMIIUIUNAEAN

QR Code WUUNAFaUNaU-Badseu

waa &

FeuEan1sU§URT AR/ enuuinnssy drdnnueeiuiinsfnvlssonfnvaiuns wa 3 - wsanayinn aeaian
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wuuyssiiuauianalvestinSeudulssaufnenti 4 fdlden1sdanisBeuiuuuy
5E WEUuIANTIUAITIaIMNUAT (Lattice Method) waguafin Gamification

QR Code huuUsziiuaunenala

wa
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m il
o V&
=) ods,
7)) w .
c ™ L
- =
s
(T
-I..._U

=) m 5

TE € o

c 2w &

5 7

- &G un -

~ ) e 3

oa (") (= U & -

5 2D 0 G

I (=l | e

5 D G ) L

53 CC 2 n

RIGE VN @»n

07 E m (=

b a4

3€ 3 8

-5 &
JW w
2 e
=1
[ (=

v P - . A .. " \PIVI.?V.le\'\\I&I‘_mm - -
P T NAG lJW.J]

— - —— - - . NA—— - = =

a v & - e » A -
A R e e T e e . D e e e R e o e R e R o e e N R N R . e e e e B B . i e e e e R e e o




   x -

