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Abstract

With changing situations and educational paradigms. Thus enabling
teachers to adjust the way of learning and to change teaching methods to
keep pace with the world context. Learning Management in Elementary
School Students for the Alpha Generation Learners. This is a challenge for
primary school teachers to plan effective learning management. Game-based
learning teaching methods can therefore be considered as a strategy to meet
the active learning that produces the most effective. This gives students
long-term persistence in engaging learning with classmates, teachers and the
environment through action. It also makes students fun and enjoyable. The
teaching process is easy and simple. For this article, the author synthesizes
the steps of active learning management by combining with the use of
game-based learning, divided into 4 steps: preparation step, games playing
step, conclusion step and assessment step. It is called PGCA Model which
consists of principles and objectives. it is used in the management of active
learning in elementary school with game-based learning for Alpha generation
learners. However, the use of games-based learning for learning management.
Teachers should take into account developmental psychology and cognitive
psychology. Including the main characteristics of the alpha generation

students as a key element in development to arrange content and environment
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suitable for elementary school students to help them maximize learning

outcomes.

Keywords: active learning management, game-based-learning, Alpha Gener-

ation Learners

1. umin
Tarlugaiagtuiinnuduasimuinsmanaluladlndidatunaoniian
Mlviaudeussuiiasusum Iumsﬁﬁﬂ%‘imﬁammagﬁam ANULANALaz Uy
frupnuwaeudvilresdnisanuszrasndudedinsouarirmanisian
Tszmasing q lulanldifunseuuumdlunmsianneutmnensimun g
Wave 17 9o (Sustainable Development Goals. 2019) (United Nations, n.d.)
lUdnisdnunugnsmansyd 20 U unuimuiiasygiawasdenuuiand
wagunuimunsanyvesAtulagiuliienuaenndenalndrdalunisiaun
aulvisinaunmluantunisfnwife agdesdinunmlunisdnnisseul damans
‘17|u’qmm§ ANNaEEnse vinwensldmalulaglvidnSeulugafdsia (Digital age)
lumsdanisiieudegalivsedniam wazenszdunmsdnwivelvdamninain
ety deandestumsideuudasluuiunlan 5m?|u’amilﬁ%8u§‘lumm’;iwﬁ 21 A
FoadsuiBnsvesmsine Aowdsudmnean “Iianug” Tug “iinwe”
Wasun “agdundn” 1y “thiSewdundn” Gasal widw, 2556) melé
ﬂssmuﬁﬂﬁﬁﬁadwﬁﬂSaua’umaa%'maqﬁmmiﬁwmmmmﬂmﬂﬁ%'wszaumiajma
YA unsalnsasunlatiarnszuiuietianan n1sAnwves
Ussinelngludagduiianuneewaiimdnansvionisissunsaeulaenisnau
9NM358USAT93U (Passive learning) Mitfungiuguédnans snufunsBeudiden
(Active learning) AwfutiniFoulugudnany ImaLuuﬂiwmummauimmmuam
Ao (ns3dinn$ Yeyayd, 2558; yayiiu Bungys, 2555) ﬂizmummﬂugmwﬂw
dni3ouaunsadenlosesdmnuiing q Meeldduan vieaunsaatisannud
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TAnTulunwessen1sasiioUiRasaudevisenanssunisisouiang o nllag

Dugliduugih nszdu viersesinenuazmniieliinGouianisiFeus
Juwnld (@ams ngnding, 2558) lesarnnszuaumsdnnisidoudauuuiin
1430 (active learning) danand asitulviniseuliasiiouUiainseasimanu
IngldnszuiunisiSeudvitliianisiSeushudedn (Coller & Scott, 2009) Fsanansa
HenszduliinGouinmsGouslfiluodd fengassesiddansimudnonm
NeELeetniseY sulsznaulumen1siniasiyi nmsuAdyn waznisiily
Uszgndld WWalenaliiniSeuliaussaus wiinnusulngou waziurinwenisan
JEAUG (39A Tunaq, 2560)

uenaNduLIAnues Felder and Brent (2009) ket ﬁfﬂﬁangmﬂﬁau
UNUIMANETUANNS (Receive) lugnmisildusilunisasianinug (Co-creators)
Bamquinsasisanudiienuies (Constructivism) unsiSeuuuiugumsiiou
fypsnuieuarainsesiauiluddenumes Tnensdsudgnitansyanauay
enguaelifansauifivszaviam 1wy msdaunm Madou mavaass mMseiuse
nsuAdamuaznsyaaeefuideiieusifunsiSeudamuuunfndgn
finiFoudusnlunsBeuvdosuiuanssusng 9 WelmAnnsiFeuieened
ruving Wunsdaasunisdeuiluszdudn WednSeuaianudilauazdum
arumansventomanslneideulostulsraunsalifuiiflogannsnysannis
Anuniduanuiifn awnsausadu sediunazaiiudununfnueinuies
Faunnseanisnsdouilussduinfuiiuiunsiudeyauazansdeyauiniu
swtinGounsldiFousBnsideu (Leaming how to learn) dsfidoyauomoiidy
(Morrison, 1984 813l 951y GUAAS, 2556) ﬁaﬁ’uayui’]mﬁaauﬁfﬂﬁaﬂuwﬁu
Uszoufnudu agflenusufusoadlasssuminiadoudvesindeutednam
Nneddesng 9 wui dniFeuteussanfnuiBeuslaananlaensioudiden
(Active learning) l¢asiionsysi1 (Learning by doing) Iéimdeulm Fusesduda
Souandefiluresaseinlszamdudadiusg q SeuainUszaunisaing
MnMsdTIRanInden Laznmsiufduiusivau & uazdsmes deya
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\LuaLITuLean (Alpha Generation Learners) Ao Auflinuasidmsifinsening
e, 2553 - 2568 vi3eT a.A. 2010 - 2025 Fadufinnguusnudelatueistuusn
fiAntuluamssuil 21 auluaesiull dulwgidugnuesaiueistuneuay
iweistuenduasfiugunaesnutisUamsvesiudyuues Gy fufigas,
2560: 25) dnwarresissuaualtuloaIzidnuuzveuAuTINGT Bnny
sonsseneelaliui wasiiulaumeniuaius seudu anunsafumdeyauu
Tanduwmesidnliodnedasy danuannsalunmsléinalulad Jadudnmuants
fvlsisuuuunmsSeudivmnzautueauaueistud Suwldufiuasuly (unsel
91308, 2562: 280) ?NL“ﬁlummﬁwnaﬁﬂgﬂizamﬁﬂmwﬁaq’mLLmumﬁﬂmiﬁau
SielvGowaiueistuneaniinnsBous

AR glunsinnisiseuivesnsussoufnuliwngiseuaiueisdy
woarfenans Ensaeulagldinunisieudilugiu (Game-based learning)
JefulsidunagnsiiasteugnildiiniGouddnuasnanusenaues nszdu
iARANUARES19ETIA N1SARIATIE anYesinserintniGeulazag suialiin

Y

vinwrnsSeuinaeatin lnsmsiGeuitderhofisumumvesinGeuneluesou
LazanuUNUIMANTUTIENenTvieaieuas dengazusuunumundugdiune
mmazmn‘[mﬂhummﬁﬁé’ﬂwmzmiLﬁuLﬁamﬁﬁ&mi’ “Play to learning”
TinquszasdiiielrminGouinmsiFousluvazsiendsnnisiauns Soulse
wazaunlumendouiu viliinSeuinisseuiegaliamnumune FBnnsaeulaeld
numadeudifuguisdunszuiumsiiaglflunmsdgliinGeuinmaious
ugUszasdiiiun Tnsidunusuniinuasiiiionuasdeyavosnu nofinss
nsiau 3BMsiay wasnavesnsiaunuvestniteudunldlunisagunmsiseus
ietaeliniFeuldiZouiiowing 9 sgrsaynauiunazymnANaINNTa
vostindeu vililduszaunsalngs nanalean inunsiseusidugundunagnsnis
i‘]’mmiL%‘auiﬁLﬂmIama’Lﬁﬁ’aL%'&Juﬁdaui'm’lumsl,%'auqa (AU NN, 2561;
Boyle, 2011) %qiuUMﬂqwmﬁajqﬁwLauamsé’qLﬂswsﬁ%umaummnflﬁmmiﬁauﬁ
Bagnlpenaufunsldinunisiseusifugruiioduuuimsdunisiaianssu
mMsBeudidagnszivlszanfnumenslinudugndmsvdisouanestuear
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2. AnavngYaRNUNIsIEuzitugu

&9

o

M
\Jugu w30 Game-based learning w38 GBL l3aganainuansuaneneiu &

[

anslulszwmalnewavieUsemalinuaneva wnunIsseus

waln waz wiuges (EL-Said & Mansour, 2008) nanain nun1ssewuiidugu
WuuianssumsmsnvilszinvmisildsuuuunisTineunasanuaynauny
younuiiausmugtuiomileglusein fiiniseonuuiliegludnume
ffiaunannarudeinSouldsuninnuduazanundamaulunioudy
dumeuueed wazany (Connolly et al, 2012) loinandia wnunsiseudidugu
filvitodunald 2 Ussidiuin ﬂ’]iU’]LﬂmlﬂIﬁUUiU%WNﬂ’]iﬂﬂ‘tﬂ’]LW@Uiia’manuaﬂﬂ
yamsing inuvanioradunuieanuiuisfeinunisfinm Sweeemim
1§31 inuiloaruduidldunisesnuuuniitoauaynauiua i
waztfununmsdundn dunumsinundadundudesveanuiiosnuuuaniiions
Anw et vnendnuesnisldinunisdeuiifugiu fe nadouduay
nsiasuutamginsswesinideu venani Talaasle way Tudeu (Cojocariua
& Bohian, 2014) léﬁiﬁmwwmEJLLaza;mﬁﬁz:yﬁmau‘Ladﬂ wnunsdeuiilugu
aseonuuulinzauiademuasaruaninsolasiiyasimnedieluldludie
Uszdniu dmsuinidelulszimelne ngaidns 83 (2561: 480) Na1231 1WA
Boufidugiu mnefe msBouiildinuduedesiielunsiioudeiniFeulssu
nsnseiuauaulalumsssuiuarlasumsdaaiuinue audngussasduag
iiesjslugnadnsvesmaiFoudiiimunlunden q funislédfumnutuia @
fimun wdl (2561: 365) Trieuvanglindeadsiufugilinnumnedesiy
wilsifisdulneliinGousimsedueiioasumsioudanmaninaunslisne
NNITIATILVANUMNEAING Blsuasadunszvinazaglai
U958 dugIu (Game-Based Learning : GBL) vinefia winnssunsiiens
othanilsiioanuuulaeiitmneieWiRnnsSeuuasmsiuasunUamaingsy
yostinidou sausanansoirlUFludinszuld TusasdeatuinGeuldsy
Armaynaunmsawnilundontu fedaggaeuazaeaunsnieviuneu
asltlunadieliiniFeuldsunmsnseduliAnauadlalumsiFeudiinsldnou
wazldFunsduaiuinueriernuaansanuingussasdiigaouimun Suldun
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ANHANTalNTSAn InednsiruanAninisay wasdlausilent Teyavesny
WANTIUNTIAY TIN15LaU Uawtilonudugaasasiinistmnanisaunuuntdlunis
afuseiieasunisiteus aunlinvuasadnsveansseushy

3. ANUKANANSTERTINNLAZINUN S BUS TN
iieliAnaudlafidauisnnuunnmssninanalaeinlufuing

msseuiidugu fdsuvethiaveneazBeassudieuliiiunnuunndasening

1y (Game) AutnunsiFeusidugiu (Game-based Learning) fannsnel 1 il

a ~ = ! ' Y] = v
A19199 1 LlUTPUNEUANULANAITENINNN (Game) ﬂULmeiL‘iEJugL‘ngm

(Game-based Learning)

. wnumsBeuiidugy
T19ALLDYA tnal (Game) )
(Game-based Learning)
aUsTad Wuaruduis A3u WunsEeuii N sLELNY
aunawuvseliiigauseasd
WensFeus
v v v v & v ovg = v A Y Y oA Ay oie YA
Huue/fu duugviseruiiludiunis | dousviseduiiasivieldileiliesnin
YouNy fausrasdiitomsFens diufanssy
Tudnwarvsany
ANwaENIS ASLAUNULDAN T msiaunuazidunsiaurufanssy
B wfeu dsefaenneedl | msBeud aeliselanseldld
= e v
y3elifld
A1599NWUY AsES1eNUdANEIN MNIRUNUILINTES19INwaTTUTDU
a51any wazdudou nadly mndufanssuasdeaiinisesniuu
ineanuuukarRELINY Juegad fng niinnsiauitaau
a v a v
5P 51A1g0N Hesnly 1Uunans Wesnldymainslunig
ypanslunisadiainy aSassAgURUUYBLNILaZRINT TN
L Talannuaglidudou

i : Upside Learning (2562)
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e 1 §iTeuagulid inumseudifuguiamuanmetuinaiily
filundvesgauszasd frusvidofuilunaduny dnvaurlunisaunuiidy
diensBeusiludmnendn fing ninmsiauidaou wazsmildlunsaiis
wnalsdgannniin Feduiamnzdiagiufoinisaeutnioussdudssaudng
ageenuuuanunumsFeudidugunasinldfudisouaueistuueariitels
poulavdmunadnsniaousinaly

wnun1sEeuiifugiu BnmidaeansiansGouiidegniiiussansam

NSIANITEIUIMULLIAALTIN (Active Learning) AB NT¥UIUNIIANTS
FougithiSeuldasdlensein uazldlinszuiunsAnfedvasidniFeuldnsevi
adly shailinGeuazgnivdsuunumangiuaug (Receivers) lugnisfidausan
Tumsa$reanug (Co-creators) (Fedler and Brent, 1996) Aufilsina1nanudn
F9 uuaRu (McKinney. 2008 $19lu wusd A3§umnsdv, 2554: 27-28) lenads
HetiBmsiansBeuiiaztigliiniowiansiGousidegn (Active leaming)
16 fognaneds Fndsihiranldie msdouslaglinudugiu Wunsdafanssy
naoudiiegdufiiinumdsannsluniaiounisaou ansaldldidutuns
tidrguniFeu msaeu nsueurIey LagietunisUssiliunadenseuIums
San1siouddenaniuihliAamanisiiousifatuie 90% il Faiidan
\a (Edgar Dale, A.A. 1990 - 1985) FNARTINTENNNSANYILAINNTINGIRY
Tolal am (Ohio State University) fl¥fiidauufnnisidoudidegnilaglsimun
sUsuUNaFeudideaniidend “fssdauiansdoud” Sulu aa. 1946 uasti
nsBeusidsniliunsBeuiineliAnyussavsuagsga (Dale, 1946) A5 19d
LARINITSBUSLTIIN (Active learning) vilvtinSeuamnsasnwmanisiseus
Teglanmuldunuas wundnssuiunsiieusidesu (Passive learning) donADs
fumsvhauvesanesiieadesiuaud sildiniSeuaansafivuazsiasils
Boudoshaiidaudan fufduiusiufiousandy ey uerdaneden sumsasie
U U SnvedailinEeuinisiiunusisyezen (Long Term Memory) uae
yhlvsnsdnTesasyemansiousiuimadiinnnit wasdusninii deesunels
Faamii 1
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reoDINWLIUIGD 2 AU Iso:pald

10% DA @

meldEu 20% pnavldeu e
N € passive
msuevIfiu 30% DINGOAIAU ®
msld&u + msuevifu T
= 50% pn@niAuIcIcEy e
ru padu
MSSIVIEADANLAAIAUIRUSSENE! 70% DNdoiwa e
@ Acive
MSANURUG msiiaenamumsuimnuUs:aumsi 90% pIndoiwanam e

AN 1 Asedaurianisiseuinuananisiseuiidegniasnsiseusidanaiy
1 Meyers and Zones, 1993 914@1¢lu Abhiyan, 2008

inawdl 1 ideuagulenn Aselauianisiteus wiswendu 2 nssuauns

Y 9
[

ol
1. nszuruN13Eeudidanciu (Passive learning) tunszuaunisideus
TngnsenusnoauesiniFouasdiludsiFouldifios 10% nsiFeuilaenis
flavsseneidonifissoiafen TasfiinGouliflenaldfdusniunaious
shefanssuiiagiaue Wenaruluagdildifiss 200 mnlunisFeunisaou
tnFeuilenalfifiunmusznoudne asilsinanisGeudifistub 30% nssuiums
Boudiingdavszaunisalifuindouwiutu wu nsligameuns nmsanse
ns¥niingsenis saskenswiineulusiaudnu wiegeu vilianisdoudiis
iy 50%
2. NFBUIUNITEBUSIBN (Active learning) tHunszuiunsitens

U
£

AiniSeuiiunumlunsuarsenuiiasiteuisgsdiujdunusauinaiug
AU gunsatluussyndld anunsadeeiest duasien Yssliuavse
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a¥eassAAwig 9 uasimuimuesegaiunnuaansa safansindszaunisal
nsiseusliiniFeuilonasmeduse \Walenaiinvinuesunisieans vils
wansFoudiiutudu 70% madeudanianssuiivarnatsiifinisufduius
sufleferunaziu 1wy nmstiausuminms maseuiluaaunisaldiass
saansinufoaluanmass uasifeulosfuaniunsaisng o awviiliAaua
NsiSgusIINGs 90%

Fs9nfisefinnsiFeusvide Leaming Pyramid uandliifiuin msiiousids
fa3unde Passive learning Ao M3flvussene wde Lecture Faumaidsudannms
langyifissdneiontu S8nmmaGeudvie (Retention Rate) luszdutiosiian
fio 5% dhunsiiinFeuldomaduihewsviodeuddu sasnisthanuduld
Vi WniSuarsnsINsieusta 90% (Polovina, 2011) Fatuazidiuldogng
Farouin mmwduazsinueiilasunnmsBeuslasldinunsGeudiduguaziivinw
FoyalfununiBnaousty 4 uennndmsiamsFeudiuunanidnaennos
fuumBauazkansIfefiifAnu ndnie msldinuiufienuduiusmeuantu
waé’ws‘miﬁaufﬁuaqgﬁau (Wilson, Bedwell & Lazzara, 2008)

4. SneaTdIAYYINTIREUIAULUIANLTIN

e

WeouladuaseidnuaeddguenisseuinuuuiIAndagn (Active
learning) aninn1sAnwilng wazsnsUszwadsanunsaasuidudssiudfgle
5 9w (ana Junsiung, 2557; lgee Sosaassny, 2558: 21; Auius wnveaUd
wazmien Bufieq, 2563: 35; Meyer & Jones, 1993: 20) ail

1. funisiidausanlunsieus dnSeuiidiusulunisn nsila nswe
Mseu MaTeuns aslensgivioufiRRanssuuuuiAe) wuungy uazn1si
uslunszuaumsFoudniunewhunsadsanunmsaiiieliladnsosasiioudn
(Reflecting) agneiufdunusImiu
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2. guvinwglumsiFeus dnSewiaiinuylunisuaimmanuiannnisng
Fupt uazysanmsdeya 1mans asaumalugnisaieeuAnsiueen s
Fsunaimutnuenshaduiiugiuluginuenisfnsedugs

3. gun1saienus tniSeuainesdnnuininazdnseuualenues
Wunslguuuunsaey FBnsaeu wazimadanisaeudsannsaiiesdninmg
TWhuinUsedriula

4. grumsaieandneasduislszad dniseuldiseuilaelasunis
UL AMAN BUZTUTNUTZAIARAAR 017 ANUSURRYEY ANITITY Nimw
ANETIN UazadiunAtunuedlurusFeug

5. frun1sdndsatiuayunisideud dniseuldsunsdausseine anw
wndou de JangunsallaeiingidugdrunsauazmnliinGeuufoamenies

U

5. JunsunsdansBeuimunuaAndegndeinunadeuiifugy
MndssfiudifguesnisdeudnuuunAndgnie 5 dudindndisy
Adeuldduaneidunouroinisinnindeudnuuunfnden (Baldwin; and
Williams, 1988: 187; Moore; and Quinn, 1994: 22-23; Hazzan Lapidot; and
Ragonis, 2004: 59 - 60 #19fdlu 451 @ NTeud Usaly Aeguses wazosiial

v v ¢

ASduWuS, 2560: 69; Matveev: and Milter, 2010: 202-203) fan15199 2
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1. fuiSeundon (P: Preparation) (HutuilagindniFeudgidom
ieasaussgdlviiniSeuAnaunssiiotefulunsosniiasSeuiddtinade s
msfinanvaneuarainennaTmeniasuvesinidou ndmniueginaueiny
PuarBmaduuazninnsduliinioudile

2. SuufiiRniaduny (G: Games playing) (uduilliiinFouldizeus
agafldusa InefindndaufuiunszuiunsnguiainSeusglduaniasy
AnuAnLiudstunas fuseninanisiawny ihlvgdeaguanuaniiuveangy
TutuiingazfugsnnsnnuasmnlumsaunaliuiinGeu

3. %”uaiﬂmmj’: (C: Conclusion) Lﬂu%u%guaxﬁnL%'&Juaﬁﬂimﬁ'smﬁu
HANTSIULaYIsNIIVTeNgAnssuNsdwvesinsey warliiniseudnaueninus
fasratunmaiauny TneagasdudfiunumminasuaruiidniFeuldidous
flavun 14@Lﬁummﬁmwaawé’ﬂLLazLa%uLamﬁmﬁammmﬂﬁauymﬁ

4. fuuszifiuna (A: Assessment) Lﬂu%y’uﬁﬂgmmaaum’]wﬁﬂa
YDINTEUAIBITNITA 9 LaUseiliunaaINnIsENANgRANTTUYLLEUN
nsgnatu TuAanssu wutiindavseduiinnisiseusannsiauny

Nann1g

1. madansseuiidagnsgiussanfnwiiesinunisseuiilugiudmiu
ASsueLItuLeanInuUuuUidTe (PGCA Model) Wunszuiunsiseus
WevanngiFoulrilaussausifaeusioonis

2. Wnsguiumsiseuimenues MaSeuiiuusinie WuNszUIuNsAN
nsfldudanlunisasilioufod uaznsaisrasu feinunsiFeudifugudle
duaSuanssougisoulugaelsiuweam

ngUITasn

1. WewaundiFeussduuszonfnulanansoaiienudiunszuiuns
msfiduslunisasfieufifuaznsadmanuienunisiseudidug

2. \odaasulvifiSouaiuestulearhsefuuszandnu Anaussaus
nMsian1sseusidegn denunisseusidugiu tegld PGCA Model
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A29819N15UFULUUNDTLD (PGCA Model) luld

MsdansBeuinuLRAMgsnMmenun1seuiidugu AzaINsaeeNLUY
AansauliAntulsvisluieaiounazsuontioaou fefififeuiiaueogaguuy
ms¥an1si3oudnuuuiitiie (PGCA Model) deluil

Aanssny “laverlslasiin’ fgauszasdvesnsdnfanssufioliniiny
msuInvesituiu Insutsdumeuntsdnianssuniadeus 4 sunou
Suasunday (P: Preparation)

1. asudagaUszasAves iy “iaverlslasidn”

2. agteunwauniiduny “laverlslasian” Liluinu Ms-Power point
fiasretu WhinGeuwaduwnulaedondanminsouiauniutuy wdmeiiduas
orls

3. agnazdulifiniduseulirsunneu udmnduessmnouudagii

4. 1ni3suna Spin iedungulunisiaulny
%”uﬂﬁﬁamﬂaumm (G: Games playing)

5. aguurting “laveglslasidn” wiewisedue ninnisdu il

1) AguUangu nawaz 5 A muitinEeuna Spin liedungu $1uau 3 Ny

2) agwanUnsiuaulvinguay 1 4a & 4 uiu loun dnsduas 2, 3, 4 uae 5

3) AguansioesesauATias 1 uiu

1) andnnglunguiieufauazihinsiiaunadudesdivdesiag
Trinauanluwuidunssisauuundiwinu fnmd 2
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Ani 2 wny “lavezlslasidn” uardnsdaay

5) iiniFeulunguiniviavannaadneunasgniosiiodndugouy

6. abidyaauazinSeulunguasiowung “laveglslassdn” mundim
fitmualilugile Tnefiagfuddiuisenuazainlumsiau

%ua@mwi (C: Conclusion)

7. Weann3nnguilauny “laveslslasidn” Miasadunguusnesnin
oAUTBasUna nieuiies e iBnsAninTgidneufinaliiiounguduils
wazdnau Mﬁﬂmﬂﬁuﬂgaiﬂmimmi’”nmuﬁuamﬁmam

Sutszfiuna (A: Assessment)

8. asdanangAnIIHTinSeuvMzIALINY “wverlslasidn” Juiinluiuy
dunangAnssy wazUsediuainnisnsianuulniinyenisuan

PNFIvgINTIANIEELinuLIRAMGgnMmenunsSeusiduguding
HuinumaBeuiagitanuniues lasesnuuvaansdulimngautugaussad
nsiseuinurangnsvasnsaeuluasemMteudivadinmans danuaenanes
fuidlomvesuniGeu fistiagmsdilidsiuautnidounasianssuiidaluntsian
nuANa lnefiansandedan aunsaliarisnisdamsiteus Inildnnuieme
detinsunariivuiafiasnsanondiuldodnsiiis Snsdanmnsausudsu
Idlanuvnmesuavausavestnseulane
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WU UR 5 C finguszandnuinnunsdeuiidugululdlumsGe
nsaaulvitineunseiasaiuy

nnfgdeuldnaniasaiuieiunsianisieuiidagnmenunissey

£

SlugmdwiuinSeussanfinu sumisiegsfanssununsiseuiidugiu

3
1udrinediy ileuveriausiuufln 5 C faguszanfnmmsufiRielming
madeudifuglillunsdounsaeuliinGeunseiieleuinuszansnm dail

1. aueE19i1M1e (C : Challenge) inun1sieusiugiudesaisaaunisal
TiAneuime wszarnwimslunudundnnsiugulunisesnuuuiny
TiAnemayn ansimisannsoutadulssnnlddd mnuimielasiing
mMuualan (Time Challenge) QLa'uéfmva135%U1ﬂ9&i?@1ﬁLa§aﬁunmﬁﬁmum
Wi AnuvimenmesuAaAaedaal (Dexterity Challenge) Hiauagsiowiivinye
nsnsgviueEsiidesenderuuaindesiodh fadulangnerin eomue
guassAluny ANAVyNes UMY (Endurance Challenge) wnufiazsinig
fuananlunisuftRnishe mmvhmesregidiauazannsasgluanimuwindon
ounulauIULALIY A79819 1UNN PAC man ANYIMIEnINnIuA3IUan
A143 (Memory and Knowledge Challenge) QLa'uaw%ﬁaﬂ%ﬁuawmﬁm’m?ﬁ
U9egnAaNn1s vise Usaunhunud winsesn wieilUufuinisfauiseens
vielulifegeiifioans mnmvhmigfuaieain Tnssneduauin (Cleverness
and Logic Challenge) fiauagsiasldanadlunsaamuasanininvzuiladym
Tagnals wAUIAUIAIG 9 AUNINIBNEIUNITIAFTINTNEINT (Resource
Control Challenge) lsiiUszAvSnmanniigadsaziugvuy Wuinunagms 1wu
wannged vanngn iusu (Michael, 2011) lneaganansassnuuunulilaueayn
91alinsHaLNaTIANNTMevaInva1esUkuUlumeiu vilvnudanuuuanl
LAY AYNAUILATN DY

2. Fosneduus (C : Communication) tnumsiFeufifugudesimuinis
doansszminsinideuseiu iesniniFeumsivfduiuidetusasiu WetnGeu
fdusumaznenemiiagussquivmeveny (Zapata & Awad-Aubad. 2550)
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3. i"mﬁ'uﬁﬂui (C : Cooperative and Collaborative Learning) ot
nsi3euslagliinudedeldindunumeiivhliinGouiuu s ddms
LLasﬁLﬁungﬂﬁmaqﬁﬂﬁaummgﬂﬂ’ummﬁﬂﬂLLaxmmmﬂqﬁ‘LﬂumuLaq
uaaaAnnfnafiisdestuinmsuazteliinEoulsegndlikiiuniadd
s'mﬁamﬁimmiﬁ'aufluu%wﬁLLmﬂﬁmﬁ’u (Chen et al., 2012; Howard-Jones
et. A, 2014; Jabbar & Felicia, 2015; Ghazal & Singh, 2016) L“dmamﬁu‘ﬁ"
(Carini et al., 2006) fina1adansilarusangn msfdrusinveninGeuisdodus
UsiaapnudSavesinBeuldednedaau uenani GBL Suanslidiuiniina
ASENUNIIUINABNNSTHAINTINYBITNSEU (Chen et al,, 2012; Jabbar & Felicia,
2015: Tzuo, 2013) fati mﬂfﬁmmmn%‘aui’ﬁflugmﬁmaﬁawaé’quémwmsﬁau
SN RIS

[ a

4. 39gn13An (C : Core thinking to high order thinking skills) 1nun13
ZoudidugruseathiliiinFeulininuemsfntuiiugiluginuenisdnssdugs
5. WNB9AAUZ (C : Conquer knowledge) wunsiieuilugiudos
WalendliniFeuiinmseAuneiieasumsseudansanisiaunslivny sudu
mMsaseesAnNimenues Jsaenadestundnnisdifyvesnisiansoud
muumﬁmﬁ?mqﬂﬁwmma% nod wavidsualmu (Shenker, Goss & Bernstein, 1996:
1) Wlndnnisvesnisdanisdoud 199 dniFoulidusuluduboulneade
nszvhmeurisliudeyatounduasoumuaiudunisinnsGeusivoans
Titniseuidusnluunuinnisiseuivewuleninniin1ssuausunly
Tnandugsudheden
agslsinunsiinunisseudilugululdlunsdanisdeudmuunujos

[

fananlitivssannmdudesodondninine winuniswasdninenasous
fidnilsfsdnvazveaiBouaiuaisiuoar unlussdusznauddnlunstamn
domsdnemuaraniminedeslimnzaniuinGoussdulssonnm uenanil
Tuns¥afanssununisiSeuiidugiu (GBL) wazniseenuuuinuiioativayu
nsaoufitusyansnmlussiulssandnun agmseenuuuliinGeuasnsodenen

ANusAlaTudanIun1salludingse dwiu Anuianudilavesrsussaudnm
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Aerdumslfinnduitnsaeudiauddyann Snfanssurumsdanindeus
AenfuinufleanuuulasagaztensedulitinguasinSeuluudvoswadnins
Foufuarussgdla Snvisdsmeatuayuanmuandounaiouidaiuassdiansedu
TAAnAauLaze1suaidudneme (Frossard, Barajas & Trifonova, 2012)

6. Un&asy

nsBeuslagliinudugldivasugaiuanmsianisieudineisnis
ussBLarMadeu swiiungnsinmatoudisnumaiouiidugu
ffunsiGousannuszaunsaings Seudiunsufod adlevh aensious
srenuetaziuldindududdyresnsinwatelml msfidnSeudszaufnw
adulaluduanndnildsumandonaomdusgisiogludseusmatodusniu
Fesilinninarnudsimgluinugitugiuvesniseuuaynsideu Fufuny
nseudiduguvide GBL SuluniduiBasuiiannsaihussgndlfluieaden
fulumnuvimevesnguseoufnuilugrusidugeenuuumsasuluanissui 21
Ifufismauaisiusearh inunadoufiduguiddouldinaueimunenas
lailddmeuaninefiaaiunsianlflumsiamsisouinuunandegn uiidy
WedEmaniavindy fdhdnie mmG'T’ﬂwmﬂﬂuﬂWiLLa’NmmmiLLammﬁﬂ
Wwemslud g TunsdanmsiSeuslviudnteuy Tnengrgiuesnuuunisdnnig
BougnnszunammwaulavesinGou WiinGeuldsuussaunsaluasviglsiiniGeu
Aunudsnistud o Tunsvieududaisesdanuiegnnseiiesedu auusea
Wmneuazfnguszasdvesnsioud elvgisouaeistutearnaziduaud
ddnluswanludnlaifddmd fFeuganuasdutandunadioiiddy
vosdanulny dnneondou wardinulanluswansiold

KKUJ 11 (3) : September - December 2021



madpmadudidenasiinlssoufnnhinumaFeud fugudwmsudiFouawaiaiulaah 191

7. @NE15919D4

NeANANS @nn3. (Wwiew - fguigu 2561). YuLaimNssuwedwIsAanIssey
SawnuRdviadmsunsfinuusendlng 4.0. 2759753990190 I0UNA]
wszuaTivile, 28(2), 477-488.

nssdinig Jayayd. (2558). wan1sdnAInssunInsoufidegnaaulauiieonnmu,
HadugnEensSeirneuiames 3 veninSeutulseufnwdi 2
(ngninusAnwimansumdudin) Uusiil: aninerdemalulagsny

@ =

IAABEYUS.

@9

wiunsal 91304, (NINYIAY - AU 2562). NSANWINIUGEN: JULUUNMTLTEY

q

o o o o

Hdndydmiuaeistulear. 295975 ¥es AmumIansUmsIm 8(3).
270-283.

lwpea 1Sosga3504. (2558). Active Learning. duf 16 fiugneu 2563, 310 http://
www.drchaiyot.com

59A Gumaq. (2560). Active Learning 1849417 Uaka Pisa vaslnemaaluluinau
Al Wulail widlaivi... Fufu 20 Sugneu 2563, 210 httpsy//www.
kroobannok.com/80916

firun wunwdl. (2561). mansnsaey asrnIwdiiionIssansEUIUMITSIUFIT
Uszdnsam (Raninait 22). NN ETINRNAUIAINTAIINTINENSE.

yaydu Bumgns. (2555). wgAnssunsdoudvesinAnyiinunaiounisaey
AelauuIfnreansiseuiidegnludvnisdanisendninuns a1e3un
WNWATNTIN UNINEIa8Lesivi. Journal of Humanities and Social
Sciences University of Phayao, 1(3), 12-16.

WY FURYIY. (2560). Loiaisdumoan : walstululudinulneemssy
71 21. ngamme: diinfaniwisgwiaensaluminende.

TS WnvzAUd wagwiend Bufa. (2563). NIl TaNUUUTIINGINY PLC
ilon i, ngamne: Tssfissiuwieginasnsaluvninede.

21SASUNUNNG UMNdNENaguoUInU anunbyuemacsia:aonumans 11 (3) : nuenau - suonAu 2564




192 KKU International Journal of Humanities and Social Sciences

wina YunsAvna (2557). nssanIsiSeuntsaeuiidugiSoudvaisys e
nsrvUnIsEeusUUlEiSe (Active Leaming). dufu 23 fiugneu 2563,
3710 http://edu.nsru.ac.th/2011/files/ knowlage /15-24-02 12-07-
2013 activelLearning.pdf.

wun3 A3dunstu. (2554). msmeuihAnyingulnglusieinsiedn) Gsoc 2101
yuyuAun i leelinisaeuuuy Active learning uagn)sldumseuuy
e-learning. AnIzULBEAARSUAZEIRNAIENS UM INeaeTvA el

31 13U, Usaly NeuSes uazesiios ASduS. (2560). nagnsnIsdnnTs
Seudidasniionannmshauszenssunan NmsANMIEIMSURRISSHT 21
(Farindafi 12). unsUgy: ingsinwamLRY n3U.

Fa150d Wi, (2556). AgtieAve asreipaSunduN . njawne: ledonsuEuRs
wialusend 1.

A0S WeMANg. (2558). LeNaSUTENOUNMSRNBUTY “ANAMEITEY. ... AinN
NsTUIUMISSEUS”. duAu 16 dwneu 2563, 910 httpy//km.buu.ac.th/
article/frontend/article detail/141

o\ BuR3. (2556). wangasuaznsiseumsaeulussAuyszaufng @i 6).
NN AINRURUMINRETIUATNS.

Abhiyan, S. S. (2008). Active Learning Methodology. Tamil Nadu in Partnership
with The School, Krishnamurti Foundation India: Chennai.

Baldwin, Jill, and Hank Williams. (1988). Active Learning: a Trainer’s Guide.
(Blackwell Education: England).

Boyle Susan. (2011). Teaching Toolkit: An Introduction to Games based
learning. [Web log message]. Retrieved 24 August 2020, from http://
www.ucd.ie/teaching

Carini, R. M., Kuh, G. D., & Klein, S. P. (2006). Student engagement and student
learning: Testing the linkages. Research in Higher Education, 47(1), 1-32.
http://doi.org/10.1007/ s11162-005-8150-9

KKUJ 11 (3) : September - December 2021



madpmadudidenasiinlssoufnnhinumaFeud fugudwmsudiFouawaiaiulaah 193

Chen, Z., Liao, C., Cheng, H., Yeh, C., & Chan, T. (2012). Influence of game
quests on pupils’ enjoyment and goal-pursuing in math learning.
Educational Technology and Society, 15(2), 317-327.

Coller, B. D. & Scott, M. J. (2009). Effectiveness of using a video game to teach
a course in mechanical engineering. Computers & Education, 53(3),
900-912. Elsevier Ltd. Retrieved 19 November 2020, from https://www.
learntechlib.org/p/67279/.

Cojocariua, V. M. and Bohian, . (2014). Teaching the Relevance of Game-Based
Learning to Preschool and Primary Teachers. Procedia-Social and
Behavioral Sciences, 142(2014). 640-646.

Connolly, T. M., Boyle, E. A., MacArthur, E., Hainey, T., and Boyle, J. M. (2012).
A systematic literature review of empirical evidence on computer
games and serious games. Computers & Education,59(2), 661-686. doi:
10.1016/j.compedu.2012.03.004

Dale, Edgar. (1946). Audio-Visual Methods in Teaching. New York: The Dryden
Press.

El-Said, M. & Mansour, S. (2008). Game based learning creating a triangle
of success: play, interact and learn. International Journal Intelligent
Game and Simulation, 5(2).

Felder, R. M. and Brent, R. (1996). Navigating the Bumpy Road to
Student-Centered Instruction. Journal of College Teaching, 44.
Felder, R. M. and Brent, R. (2009). Active Learning: An Introduction. Retrieved
26 September 2020 from http://wwwd. ncsu.edu/unity/lockers/users/f/

felder/bublic/Papers/ALpaper (ASQ).pdf

Frossard, F., Barajas, M. and Trifonova, A. (2012). A Learner-Centred Game-
Design Approach. Impacts on teachers’ creativity. In: Digital

Education Review, 21, 13-22. [Accessed: 25/05/2014] http://greav.ub.edu/der

21SASUNUNNG UMNdNENaguoUInU anunbyuemacsia:aonumans 11 (3) : nuenau - suonAu 2564




104 KKU International Journal of Humanities and Social Sciences

Ghazal, S. & Singh, S. (2016). Game-Based Language Learning: Activities for
ESL Classes with Limited Access to Technology. ELT Voices, 6(4), 1-8.

Howard-Jones, P., Ott, M., van Leeuwen, T., & De Smedt, B. (2014). The
potential relevance of cognitive neuroscience for the development and
use of technology-enhanced leamning. Learning, Media and Technology,
40(2), 1-21. http://doi.org/10.1080/17439884.2014.919321

Jabbar, A. I. A, & Felicia, P. (2015). Gameplay engagement and learning in
game-based learning: A systematic review. Review of Educational
Research, 85(4), 740 — 779. http://doi.org/10.3102/0034654315577210

Matvee, Alexei V.; & Milter, Richard G. (2010, May). An Implementation of
Active Learning: Assessing the Effectiveness of the Team Infomercial
Assignment. Innovation in Education and Teaching International. 47(2)
: 201-213.

Meyers, C., & Jones, T. B. (1993). Promoting Active Learning: Strategies or the
College Classroom. San Francisco: Josey-Bass Publishers.

Michael, E. Moore. (2011). The basics of game design. Boca Raton: A K Peters/
CRC Press.

Moore, Kenneth D. (1994). Secondary Instructional Method. (Wm. C. Brown
Communication, Inc.: New York.

Shenker, J. |, Goss, S. A. and Bernstein, D. A. (1996). Instructor’s Resource
Manual for Psychology: Implementing Active Learning in the Classroom.
Retrieved 26 September 2020, from : http://s.psych/uiuic.edu/~jsken-
ker/active.html

Tzuo, P. (2013). Reconceptualizing pedagogical usability of and teachers’
roles in computer game-based learning in school. African Journal of

Agricultural Education, 1(4), 67-77. http://doi.org/10.5897/ERR11.072

KKUJ 11 (3) : September - December 2021



madpmadudidenasiinlssoufnnhinumaFeud fugudwmsudiFouawaiaiulaah 195

Wilson, K. A., Bedwell, W. L. and Lazzara, E. H. (2008). Relationships
Between Game Attributes and Learning Outcomes: Review and
Research Proposals. Simulation and Gaming. 40(2). 217-266. https://
doi.org/10.1177/1046878108321866

United Nations. (n.d.). Sustainable Development Goals. Retrieved 6 August
2020, from https://sustainabledevelopment.un.org/?menu=1300

Upside Learning. (2562). games vs game-based-learning vs gamification.
Retrieved 19 August 2020, from https://www.upsidelearning.com/

custom/infographics/games-vs-gamebased-learning-vs-gamification.

21SASUNUNNG UMNdNENaguoUInU anunbyuemacsia:aonumans 11 (3) : nuenau - suonAu 2564



