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I Abstract

This study aims to develop an augmented reality (AR) game application for public relations at the Faculty of Informatics,
Mahasarakham University. The objectives were: 1) to develop an AR game application as a modern communication medium
that aligns with the behaviors of Generation Z, 2) to evaluate the quality of the AR game application, and 3) to measure user
satisfaction with the application. The research instruments consisted of an expert evaluation form for assessing application quality
and a user satisfaction questionnaire. The samples comprised 67 high school students (Grade 12) and 41 undergraduate students
from the Faculty of Informatics, totaling 108 participants. Data were analyzed using mean (M) and standard deviation (SD). The
findings revealed that the developed AR game application functioned effectively which met, which met the research objectives.
The expert evaluation indicated a high level of quality (M = 4.02, SD = 0.54), while user satisfaction was also at a high level (M = 4.10,
SD = 0.94). The results demonstrated that the AR game application served as an effective interactive public relations tool that
could effectively attract attention and fostered an engagement of new-generation target groups.
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B uni1 (Introduction)

walulaganuduaseasy (Augmented reality: AR)
Huwinnssuddniiddadasundas finiussevineyud
fulan@dvia lae AR nenun s ingiatiouasatniulanase
Ul uiudn wiendes nieunisuszaianasie
goNALIs (AR engine) vlvigldauaunsaneaiuing
3 3¢ ﬁﬂiﬂﬂgmﬁaﬁuﬁm’%aw%mmsLﬂ?{aulmasmam'%a
(Sarkar et al., 2022) U3yt AR gninluldnernsluvany
a1 1gu Tuiie nsunng Aade uaznsine lnedidnenings
Tumstaueifemdudeulusuuvuidaldneuilifiunss
d1u3IUY0EI38U (Schmiedinger et al., 2020)

Tughuvesmsdeasiunguidmnegalu Tngiany
N Generation Z duAulmnniouaninliuuazdodny
oaulau nuATenun dulrgldnandnunnluduinuiiete

wazloeadinie (Kus & Baser, 2023; Sharma et al., 2023)
Feii msieuetoyarunudadunagnsiiszavsam
lunsisganuaulanazasianisidusiy dregray
U Pokemon GO uwanslmduiafnaninues AR Tunns
aunaulanaseiuuszaunisaliaiion nszsuliiglauesn
drsaiufissaiievinnsio muadediduduinnisld AR
Tusudneruaznisussvduiusdiaiindszansam
Tunsansuazvinanadlademlamtuse (Lubis et al,
2022; Peter et al., 2023)

Tuusunil AmzAnginisasaume uminende
umnansay Fatesetudiot wa. 2544 Taefltusialunis
HARUUNRAUINEINTTABURILAES nAluladansauine
doRdvia uazgilansauma Wnszndndsanuddnuesnis
UsuusanagndnmsUssnduiusiitefageiin Seutsondnu
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anansnadansdduiunddinoufinsaiunginssuves
nau Gen Z Isoehauviasa Sadududosinnndoussuduiug
Alnraiuali TUGETUS wezadeUszaunsaiiunneig

PNMINUMLITIUNTIY WU dTefiAeadeeiu
nmsUszgnalimaluladnnuifuaiaaiudmlngiiulud
Frumsvieaiien wu ueUndintuiitiouuzianiuiivierh
wihdulndiadouaiaieifiuusraunsaiuaganuiionele
‘UBGELJLEJ‘IEJ:J,J"UQJ (Keowsawat, 2022; Jattamart et al., 2023)
warluuSunveansysannsiiunsiBeunisaeu Wi N5 AR
Lﬁadﬂlﬂ%umiﬁauil,l,azngﬂﬂu%uﬁau (Sirapanuwat
et al., 2022; Sangchai et al., 2024) MATewEEayTeu
#nenmved AR lunisadanisidusmnasiiunanin
n1sseus eg1alsinu n1sussendldmaluladingn
ilomsUszmduiuslusziunuzvesantugaudnuilne
damuldlaiunsvans Jadulssfuiimslifunsfnuiiuba
WiewuaandeuFuazuunamsUszgndliidsu§oad
fiusyAvsn by

Feiu uATe Rl g UszaslunsimuweUndiedy
A duataasudniulssnduiusauzineinis
ansAuIA WIneTdeumansay woUnAiaduinuiiamg
Juniioifunagnslunisussaduiusadrsnindnuald
viuady Inenaiunalninulifledy Wy nisazaudiazas
N139UlaNA Wazn1shagey Waiulayaniaiv) nangns
wazAIarATANIUTETITUVRINMIINGIRY LAk A7U3
Fon nuFu uazanena Lilellunagndnisussvduiug
fneulandnguitmainegaddsia lnslawizngy Gen Z
Tansaeusifsrfuamzldiiunisaunudsiney
fnalanaziuszansnmannniniBnsssnduiudioy
Sy

B Trqilsza9An13338 (Objectives)

1 leWauiseUndaduinuainaduaiaasy
FMSUUTEAIEUNUS AUEINGINITATAUNA URINGIAY
UAITAN

2. ileUsziiiugunmueundindunuanuustaay
FMSUUTEAEUNUS AUEINGINTATAUNA URINGIAY
UAITAN

3. WleAnwiAnufisnelavesfléfiddeniswaun
weunatadunuaauduasaasudusuussanduius
AEINYINITANTAUNA NP INLIEEUAIAITAN
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Hl N19UNIUITIUNIIN (Literature Review)

Asduaaeiy (AR) e waluladinauesiuszney
AR WU A LEES viTelARAUER ATUULNNBIRLlaNI3e
wuuisalng nawiurnuuiugilunisdadumisingaiou
fudandonas wagsesiunslineuseninagldtudeya
Advalaegnalisesna wmalulad AR Hiwensedun1ssul
waznsdadulavesdltlunainvateaivy wu n1sdnw
QAAMINTTUETUEUA N1TUNNE kaN15I19RET09 Fen1sT
Touaideusunilaiunisueaiiulanaiauazidalonalviin
Uszaumsali@sldnousnniu (Arena et al, 2022; Mendoza-
Ramirez et al., 2023)

wnudiliady (Gamification) Ae nszuIuMsinaln
BIAUTENBU UATNENNITOBNWUULNY LU TEUUATLUY
(Points) W38gyms1 (Badges) sediu (Levels) n3gaAugii
(Leaderboards) a21uv11918 (Challenges) 3095717
(Storytelling) wazn1slvikanausu (Feedback) unUszandly
Tussunitlilding wu msfnw msiineusy videRanssu
nag3na leaiaUszaunsalfivhanle nseduusegsle uas
daaSunisidmsinvedld (Khaldi et al., 2023; Pelizzari,
2024) psFUsznaumVE Bteasdlassadontane
warstalaiioussa asenuidnd1de uazanudnami
ugld Sedamaroussgdlaisneuenuazansly vhlvlds
auaRfiATusiofanssy uasianiaiiouuieuiudsy
woAnssumutoaniuuls (Pelizzar, 2024) uonainil 113de
wuin et Gamification Tl luszuunsBeuieeulai
panuuuegseunaulngdananngu) el xeandn
nsvianeenanumanrlasy iunsTdusin uazensedy
wadugnsmensdouesiiFeuldednaiidudidny (Knald
et al., 2023)

uATsRAgTesRUMUiuN IR LUy
A duaiuasuludlaguilnuideiiausuazaiiy
vinmeglunisinludssgndldau tun 9u3deves Koum-
pouros (2024) ANTIUNITNUNIUITIUNTTUTITEUUVRY
unauddeiifsatestumalulad AR lunisAnwld
UnAAATEFIUIY 73 Fos senined 2016-2020 WU
woundaduduluglimalulad Marker-based lngwmun
dmiugunsalszuuuuRnis Android UuBENAKITVRS
Unity wazgauduld Vuforia @onaasifiui1uifess
Jiang et al. (2025) lisausanunAuide 117 Sos sz
U Ap. 2010-2022 WU AR UuaINSalNY uazuiuide
Insumnullengegaluseaulsvaudny lneidunisisous
WuUdnIuNTal (Situated learning) N13EUIUUULINY
(Task-based leamning) wazmsBeurunavdoRanssud
nafuusegila (Game-based leaming) wan15Anw1AHmn
AR HreanHadug SN suLazusgdlavesinGould
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p8198llEdIAY WarUITEUBS Du et al. (2022) NUNIULT
seuumiadelunsansiiiesdestu AR lunudunisnann
Fwu 99 unaw aguladn drunisussyndld AR
Tunsmaaivinegnesinds salugiusiuanauiiumg
wazAIaINMa1ereIsanslutidlifdiiiuan Taeau
dulngldis3d@UsuasuLuUd I anIon1TAae g
wagnipseAnwInslian AR vuiledeluuiunesulal
Jumdn :nmsimszvinuin liea Technology Acceptance
Model (TAM) waznsayu Stimulus-Organism-Response
(5-0-R) gnianldesunsdnngmisnivesiian vuzdifiud
Uszgnidndnyues AR Tumsnann lsiun mefnuan msvieadlen
waZNIIAYN

Tudvesniswalulad AR luuszandlde muide
284 Lampropoulos (2025) dauauwuinienisuaiutyagn
Usgug (A) Wiy ARAVR Lileadessuuiumedsanies
wud1 AR HglinisSeuiuuulineu (Interactive learn-
ing) fiusvansnmanndeiy Tnstaniznisilunaauii
ﬁﬂ%’uLﬂﬁaumuéﬁauié’uuuL%&Jalwﬁ LAY UITBVD
Homhual et al. (2024) WanndeUssanduiusiviesiioade
AR @508 LN 0T19NAN 9 TnuATATETINTIY Inelau=
Zappar KuInfuntsdensiiin wan1suszliunuianela
Yo4ElY 400 A wu Tanuwalalnesalusyivas (V = 4.46,
SD =0.49) #9ARaBIRUNUITEUDI Ang Wei Liang et al. (2021)
WauwaUnaAdU AR-UTHM Tour uusyuuuf) iR Android
Tnelinalulad Markerless AR ilelvigailaanansnd1se
91T RIS LIEANUAAINUDIN IV Tun Hussein
Onn Malaysia Ima;:ﬂ%’mmm%ﬂé’aﬂﬂé’mﬁuﬂmﬁaa%ﬂq
srunuiaiiounazuanslung 3D Jeaurmdoyanniivled
pgnudun1anIsuazLUULUaNBIANS NAN1TNAADUNY
nfnw 30 Ay wansliiuddldmuiuseeas 50 awnse
THaulalagldddefanatn waviiuiovas 56 Tiazuuu
ANuianelags avvieudsdneninves AR rgdaasy
Fousznduiusvosunine dels

wuuTIaeInIseansumalulad (Technology Accep-
tance Model: TAM) {unseununfndildsunisuensuegig
wwsnangluniseSuiemseausukasMsmalulad (Davis,
1989) Inedd1 JadendnaesUsznmsiidmasoniseendy
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laun n1ssuianudglunisldeau (Perceived ease of
use: PEQU) LLﬁzmﬁUiﬂiﬂEﬁUﬂ (Perceived usefulness:
PU) Weaesdadeiidninadesiaundiiidenislday
(Attitude toward using) wagthlugngnssunisldauass
(Actual use) $1UITBTIWIVLINTURAINRAIBUTUN 19U
M3AnY1 N3nann way ARVR Buduin TAM [unseunged]
fensnsnesuionsmeuiuvesliliegiausiugh (venkatesh
& Davis, 2000; Du et al,, 2022) 1Adeiisadentd TAM
Junsounguijlunisiinsezinisseuiunazaiufianela
seusUnAladuin AR Mty
PNATAUATIEIITTUNTIN U waluladanudu
Suatuannsasnsesunsiaueiom lnafiuanudile
wazlsealavesldiunisteuriuteyandviauvulanase
YuzlReaty nalnnudifadu WY ATWUY SEAU WazAL
MY Elf’J8?1%’]&Lﬁ‘u%’]ﬂLLViﬂﬂ’J’]&Iﬁ’]L%ﬁ]LLﬁ%LLN@Q&Lﬁ]E]EJ"NEQJLqu
(Khaldi et al., 2023; Pelizzari, 2024) wang1ueUsedny
Tnaaselusunmsane nsviesdien waznsnanaEzTiay
31 N15HEU AR waz Gamification @unsawiunisidiusay
warUszansninwesdoldediedniau (Du et al,, 2022;
Ang Wei Liang et al,, 2021; Homhual et al., 2024) wonani
NFOULUIAA TAM %ﬁwmiaam%‘uLmiuiagﬁuagiﬁ’umﬁui
Aanddglunsldeou (PEOU) wazn1ssuiuselewd (PU)
FedsmarevimumRnaznnsldeuase (Davis, 1989: Venkatesh &
Davis, 2000) 3afunseuuunanddaluniseduienmsneusu
vosliviododandva Tnsiamzlusmiiiunisldnouuas
nsas1sUszaumsalialouass agralsinny wiagdiaive
F1auIniidnuinisszgndld AR uay Gamification
Turareusun win1siauIlarUssiliunawe Unaiaduny
AR titemsUsenduiudanysedugaudnuilnediiusing
lajannddn 30@%33LﬁuﬁmﬁﬂmﬁmLamﬁammﬂmﬁmmﬁ
wazmsUszgndldluiuniiionenizasty

Bl 35a118un153498 (Methodology)

e ldeonuuuitaudunsisuliaenndsiu
TrnUszaAvein1side JslAoenuuunsouwiIAn N33
#14 Figure 1

3 of 14



B K. Laitaweewat et al.

Figure 1
Research Conceptual Framework
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Dependent Variables

walulad AR Game
(Bamudunny/laneu 3 48) | —»

ASTUIUANTHAIU LB UNALAT LN
(SDLC Model)

AU NTBILBUNELATY
(Usziulaediveav)

naln Gamification
(LL&NQELLUU/?%V:{U/WHE*{S?I&J

fagAs) (PEOU)

nseeusunalulag (TAW)
1 Ms3uianunglunisldanu

1 n33uiusslent (PU)
B YiruARABNIS I (Attitude)

Anufisnelave sl
(WUszidiulaeyld)

w3aedian1side

1. waundiaduinuanuduasuasudmsunis
USEdUNUS AL INGINITENTAULNA  URIINGIEY
UAETAL

2. wuvUsziiununinuoundaduinuaiiudy
ATUFTUAMTUUTEVITURUS ABNEINEINITANTEULNA
URMINYFYUNEIAN

wuvlszifiuatuidaidudeldtaguainves

weUnALAFu Tagrunisnsiaeununsadaiion
(Content validity) meigaviiauaenadesenineUaiaiu
ﬁui’mqﬂizmﬂ‘ (Index of item-objective congruence: 10C)
mm@ﬁf&nmmﬁmm 3 Au JeusaztoronuldTunsusdiu
Teglutisaziuy +1 (donnded) 69 -1 (liaenndeq)
HANNSATIVEOU WU AGAEl I0C Yeusiaydagsening
0.67-1.00 %"’aqmdﬂmmﬁ%uﬁw 0.50 wane3 isesiiefiany
asadailemlusesuiivensuls

3. wuvdsziiunnufimnelevesiliafivensiaun
waundadunuaaduasaasudnsuusenduius
AMEINYINTENTAUNA UNTINYIRIUAIEITA

wuvgsunumnLaneleassduite Saseduay

Lﬁuﬁumﬁ;ﬂ%lﬁ'&nﬁumﬂ%’muﬁﬁﬁamiﬁwmuaﬂwﬁLﬂ%’u
Tagrunsasvaeunan sty sugidemey
$1UIU 3 AL NANINSITEBUANLATIFLIE WUT A 10C
ae/lur39 0.67-1.00 UARI1 WUUABUNINEAILILNZAY
wavanusainlulglaass

Uszvnsuazngudlegng

Usgsns laun 1) J8nameinennisaisauina
uvTingndeumansay Jadudlinuataneluan e
azvioulszaunsalnisidanuneundindunazainugnies
yeadomithiausldlaenss uas 2) Thidoussiulienfngm
poutans Mauladnuirelusziugaudnu Taslamzidn

SruAanssuUsEATUS LUz LuIMaNgRTTeIAMY Tiie
Hungaidwanendnvesieussmnduius ey

nauegeldaInMsdenLUUIRNIEIANE (Purposive
sampling) lngiansananuaennaesiuingusyasinside
frjaiauuaznaaovdeyssmduiudidainoy Tuuiun
YOI TATAUNA NFuFBEeTINRAY 108 AY
windu fAnansinenisansauna 41 au (Gudi 1-a)
uaztinBeuduiseudnundi 6 $1uau 67 au Sedndrunas
unSeulsenvaefndulszanasoas 62 voinguiiogns
v agvounnuasnadosfuiimanedUsyanduius
fyjsdoansludsfauladrinusioiduddy vuzieity
minnguiiantagiulitelvnsnasuanugnieswesdeya
Rendunnziazanumngaulunslinuaieaneluansy

Fumpumanaueuniiatunuaniuatadiy

AIdgandunisiauineundinduinulagUssendld
N3TUIUNITITUUALHAILIAUIATTIANTHAILIGONAWIS
(Software development life cycle: SDLC) wielsildszuy
fiflgunmanunnsgu wiseendu 5 duneundn deil

1. MFIATIZRANGDINT (Requirement Analysis)
Tudunoudfifegaudunisaiesngrudoyaiiiold
woundintunaulangnisussmduiusedeliusednsam
fail

1.1 M3fnwenans wdénns uaznguiiifeitos
AdelsFnwmdnnsuazguiifeatumalulad AR wudlihy
MIAAIL ARAIUNG WM UNUTATULaYN1TRBNIUULNY
iioidunseunudalunisadrsueunaiaduinaunany
awaynauuthfumsieansteyannlsiogamnza
1.2 Mmsnurmdoyaiitisateaiuanzinginig

arsaune fn1sinudeyasiuaziBenroiudayn1aivg
IauA NP TWAMIERS A1PIVIENTAUMAMIARS N1AT
walulagansaume AA3YINEINTITABNRINRS AR
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dounfin wazmalvglasaunamans utoyadng
Usgdnguvemingrdeuviansany tawn 9143 denn
u3u uazgeana Jeyawantgminndeslestunalaina
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Ul Design)
2.1 n1sednuwuUnaln (Game mechanics) wag
AsTUIUNISIELLNY (Game flow) Flauasiiiufiazasves

AULBILARIBEUUAUMINTSHIUTEUY GPS uavildlayns

Figure 2
User Experience and Interface Design
nIseenuuvYsraunIsalilvhazdumesing
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AeATLaTdR fUsE U UUIRLTILUUEN flauaninsa
denshazasiileirgidinuazauusiy waziudulusiing
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Figure 3
Game Character Design
nIs9RALUYIAEATA I AL
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3D Modeling of Game Characters
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3.2 MsWeuneunaiaduinuaduasaasunley
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Figure 5
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script) 5¥UUNTGUIANYBaFIazATULLNLTA (Random
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¢4 Figure 5

Augmented Reality Game Application Development in Unity
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I¢ogneuiu

5. MsUsziiiunatazn1suingadnw (Evaluation and
Maintenance)

5.1 n1sUsziliuauninveswaunfinduiny lay
TWiideawgy 3 viu Uszifluguamueundiaduludiy
Functional, Usability kag Performance

5.2 M3finwanufisnealaveaweundinduing lag
\Audeyannnngudiedna 108 au ileUsziiiunsseusy
walulagnunsounwifn TAM uazanuiianelalagsiu

nsiiususIndaya

A3deanfunisiiusiusindeyarmeuuuyssiiu
A wsaLeUnadunummdustuduangdeivgy
w3 auuaziuTnsIuteyannnguiegns 1w el au
oA TANANEINGINTATAUNA UNINGIFEUMAITAIN
FuT7 1-4 F1uau 30 Au wasinFeusseuuaeiidiay
Aanssu Open House 91u3uU 11 AU lagviuuvdouau
ANUNINelanIU Google Forms

nsAATIzidaya

Aadediasizndeyananisusziiiuainiuuyseiiy
Aaun nvaaweUndinduinuauluaiuasy uagnanis
Ussiuanuienelaveanguihminefiironeundiaduny
anuduaiaaiy sheriads (Mean: M) uazdudoauy
1M591U (Standard deviation: SD) ngldinauainsuseiiu
5 sysuTRsaAsm (Likert, 1932) Fsrmunnisulaninumng
vosnzuLUadY il
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B nan153d8 (Results)
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WAEITAY

Figure 6

weunAndunuanuiluaiuaiudmsuusseduiug
ANEINGINTANTAUNA UNVINGIFEUNIANTAY LARY
funauniseenuuiuasiauaUNBIATuILA NASTAIYysal
uazRnsauaundindufelnduuana apk dethlldouuy
gunsalaun iy seUuUfTRnsUeURTEYATITE3U Google
ARCore TasnsldauueundiatuBuangiauamsideu
ioasnatnyd & Figure 6 (a) Mntiudigssuunuiinandy
Figure 6 (b) wazazingntininu lnefiauasiiudazasves
FLDIUUAIIITTIVDS GPS VoeINIANYIELAUN T3 LND IV
widl wazaziiumazasUsrdfulariazasvosnaivd
AMUAAULLITEU 9 91A1IAMEINEINITANTAULNA AININ
Ficure 6 (c)

Registration Screen (a), Login Screen (b), Home Screen with Map View (c)

wilasmzden (a) mindrgseuy (b) vilusnuanausnd (c)

970 Figure 6 (c) Lﬁ'a@léuﬂmLﬁaﬂﬁaazmﬁéfaami
sgazannvtuNu? wiheegusnguihddnuligidy
{fuazas fanm Figure 7 (a) Wiotdusinu flauazanunsa
Uandenuazazaufazasiunarldfusatadurnzuuy

mufuandlunin Figure 7 (b) uasiiloflduavausiiazas
AMelunulansu M0 9rTUTANULEAIANUTUR S9N
Figure 7 ()

8 of 14



B K. Laitaweewat et al. Journal of Information and Learning (2026), 37(1), 281772 B

Figure 7

A Mini-Game Where Players Press Buttons in Rhythm (a), Successful Performance Earns the Player Points (b), and
After Collecting all Characters, a Congratulatory Message /5 Displayed (C)
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Y
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q

Figure 8
Uncollected Class-Mascot Animal Characters (a), Collected Class-Mascot Animal Characters (b), and Department-Mascot

Character Collection Screen (c)
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dlauaiuisauiazkuuntaannisiauidnuanld  dagaswaneneiy Suandauana 1 faanad 4 uansly

@

suinsnfazasvawauls lnsluudasiang avldnuaeues 2 Figure 9 (a), (b), (c) wag (d) AuaIAY

Figure 9
Level-1 Player (a), Level-2 Player (b) Level-3 Player (c), and Level-4 Player (d)
dlauiana 1 (a), glauiaia 2 (b), glauiaia 3 (o), uasgiauiaia 4 (d)

( nuTTaz2 nuTtTaz2 ( nutTaz:2 < nuTTaz22

sTaTus

diduannsanadugleyasigazideauiazniaivii  Wenalueniaivszuaniteyaiiuazidenninivinag
s UNandU AslanwnTenIv fFigure 10(@)  vidnansilaaeuds Figure 10 (b) wag (0)

Figure 10
Department List Screen (a), Screens Showing Department Details and Course Offerings (b, c)
wiuanstenIaI7 AY Figure 10 (a) uanstoyasigazidennInIvIuasvangnsiitaaeu (b) uas (c)
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awovidauny
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s

VLI LD
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HTTPS://IT.MSU.AaC.TH, E

nan1sUszifiununmeaswaunaiadiunuanudy AaduladinsigdeyainuuulssiiunmnInges
P[uasudmsvuszvrdunusansinenisansauma  weundedunuenudussaasy InedWeiwn S 3 au
INYIFIUNETAY IngagveasunansUssiiuduseiiu wanwis Table 1
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Table 1
Expert Evaluation Results of the AR Game for Public Relations at the Faculty of Informatics, Mahasarakham University
o 3Uszidiunain s UNanFiunun T S ua ST S UUSY RIS AaMY TNEIN T SAUIA UM INE BN IETSAIN
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AuMsUszliu FTAUAMAMN
FUANILMINTANVDINNTUN15Y91U (Functional Suitability) 3.86 0.74 47N
FNUANEINTAIUNSTITU (Usability) 4.06 0.45 110
FulTEANSNIMNNI59119U (Performance Efficiency) 4.13 0.35 11N

JERERH 4.02 0.54 110

310 Table 1 wan1sUsEuAMAIMYRBUNGIATY
wnuanulusuasudmivussmduiusaneinginis
ansaumA uAvedeumansana Wunsagusedu 3
sy nansUszdiulnesamu egluseduinn lneiiede
(M) wirfy 4.02 drmudesuuiasgiu (SD) wirdu 0.54
anunsoasidusesuifeadegean leun fudssavsnm
mevinuegluseduann Sauadewintu 4.13 dudeauy
UINTFIUYINAU 0.35 T898911AD AUANLENNTOLUNITIH
oglusziuann flAnadewiniy 4.06 dudsauunnsgu
Wiy 0.45 wagauAMIIaNYeilantun1sineu

Table 2

oglusziuann denads 3.86 drudoauumnmsguiniy
0.74 MmMUAINY

nan1sAne1Ausnelavainguilivaneiide
waunAtaduinuanuluasuasudnsuussvndunus
AMZINYINTAITAUNA UAINYIRUNRIEITAN

iIdeladiasendeyaaniuuasuniuaiuiianels
yoanguiimmediilieusundinduinunnudueiauaiy
WoUssorduiusanzineinisasaung un1inende
UAAITAIN LAAIHS Table 2

User Satisfaction Assessment Results of the AR Game for Public Relations at the Faculty of Informatics,

Mahasarakham University

WamsAnwInIuAInelavesngutvsnendseke Unantiunuarudussuasua sy rduiusnaz e 1s

FITTULINA URTINIREURITITAIN

s189n15UszIIU M SD szAUNanela

AnuianelasenumsnuvIiiazasUsEIINA I ke dniUsEIN Ty 3.97 0.86 ah
pufianeladenisildsunlasdnuazvessazasieduiana 4.01 0.98 110
Uszaunmsaimsidnnuduasaasy (AR) Tunsdsianugineinsensaumea 4.09 091 170
ANUEANTSWBINSHAnHafIazAsuflstuauduasLasy (AR) 3.97 0.79 170
prusnslunsianuaznsuansHavosuNLinassazas 3.98 0.89 11N
AUNInelaResTUUsULaATRIMIaLAS 4.09 0.94 170
AnuianelaseszuvavauiiazasUsENIA It uazdn dUTEIT 4.12 0.93 Gl
mmﬁawdﬂﬁiamilﬁﬁﬁﬁa;&aLﬁ'mﬁumﬂﬁﬁmmumm 4.20 0.98 1N
anuaulavesteyanmuyinensansaunaLardn iUy dsuuNsauNY 4.27 0.96 1N
AuEzmNtuNIsauURUgUNsalaunsaliy uazwiuide 4.23 0.97 1N
Anusnelasen v snulunsUsTuduRus Ay 4.21 0.93 1N

Tngsau 4.10 0.94 11N
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310 Table 2 Wan13ATIEYvRyaAINTanela
voanguitmnedisleusundiaduinuanuduaiaasy
dmTuUTEnFURUSAMEINGINTANTAUNA UNINERE
uvnansan nesaamuin egluseiuinn lnedaadewiniu
410 dhudoauusnasguwiiu 0.94 Ssensnsaaguidunede
i edegegn liun mnuaulavestoyanusineins
ansaumawardnduseaurunsiaunueagluseduuin
fAnadeiifu 4.27 drudosvunnigiusindu 0.96
509R9UNFD A1uANazAINtuNITIauNUINIugUN Tl
aundelunazuiiudnoglussivann fanadewintu 4.23
wavaudenuunnsgumiiiu 0.97 uagdueuienela
sannsinvetnulunisussiduiusauzegluseduun
Tnedfldindowiiy 4.21 dudesuunnsgiuviiiu 0.93
AUAPY

B anilsnawa (Discussion)
Han15ITeNIsIRLILeUnAAdunuAI TS RESY
iensUsznduiusaagineinsasauna uming dy
wynanseny uandlidiui weundiduiiasduinunwly
SEAUNIN mmmiﬂimﬁwﬂm@'ﬁmw (M=4.02,5D =0.54)
wagngudleg1aiauianeladanislidaulaesinly
s¥audnn (M = 4.10, SD = 0.94) wan15UsELIUMINa?
agvioudn weunfiaduarunsanevaussaingussasd
TumsusenduiusiazaiiaszaunsainsGousiinauls
Twngldlaagnaiusgdnsnm
WeRarsunBednniusienisnanisusidiiy
anuitenelafildzuaiadegegn i mmniaiavestoya
AzUAzdnIUTEII UMWY (M = 4.27) 5838380
AuazantuNMsEaunuNIugUNsaidn S lNuLazLIUES
M = 4.23) wagauianelasiannsinveany (M = 4.21)
HaanSAInaarioudn Jliunuaivesaundindy
Tuaosszidundn Ao e (Content) uagauazaanly
nn3infa (Usability) Fesiavesnaizuaznainiignysannis
WhAugULuumsiduny vilgldsananlmseusadn q
sgnaynawiuwazliilunienisauniuly Tuvazideniu
mMsfausadulsuugunsainnwfiduaesisangUassa
aunsiinfeazidlisanaunglasenisldam
HaN15ITeAINaIEINTAeTUIElARINNTRULLIAR
TAM (Davis, 1989) Fadlvidiuin maaam%’mmmiuiaﬁua&uiﬁ’u
mssudruielunslden (PEOU) uagn1ssuiuselewd (PU)
Tagluruidded ezuuueufisnelafigenuazaaniy
Msiauny agvioudisnsfiglisuiiueundinduiamde
wazidufinssensldaneds (PEOU) wasifieaiunsifld
whud demnianmiaulauazsliddedeyanuslfog
fUsgansam azvioufian1ssuiusslevivenaunaiatu
Tudansdeansdeya (PU) Sevisanatiadeiidauddaiivili
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HliinimuaRlugauiniaranuisnalasienisidaulag sy
(Attitude toward using)

wenani AuftawelasenmsanvenudazTiouds
nsesnkuunalanuiifliady Wy SyuvdsauAlIazAs
nsdUiana uaznslasunaiaaiiousds Seisaiausegda
LLﬁSﬂ’J’]@JQﬂWUGiE]LﬁIEMW Aiaulsdiiesursuivoyane uads
SEnfemnudiiuazeufmihanmsduwny dnuoeil
aonndosiunan1sITees Khaldi et al. (2023) fiszyin
nslisedaaiiouasativainuseglauasduasuinunag
firvoRanssy

dleiSsuiisuiuniddefiieades wu Homhual et al.
(2024) and Ang Wei Liang et al. (2021) fisnea1ui Q‘l%’mu?ia
AR Tanufenelagsluviunmsvieaienwaznisidena
g0l nadndvesmiteilaenndosiululsuiuiiin AR
mmmaJﬂizﬁumiﬁamiL%asﬁa;ﬂaslﬁﬁmmmaﬂammsﬁu
KHuUsyaunsaiididansay

namilagasy N keundedunuauluaiaesy
Tuadailuanddiifiuitueudinuainuazaiuisaadg
Uszaumsaimsldauipungld nansiesevidatduangu
wnfn TAM 41 msfufeuielunslinunasnisivs
Usglevilvesnaluladiidvsnalaunseneviauafuazaiiy
fewelalunslion sy woundmduiianiusdody
winnssusumsUssudiusiinasensefunsdeanstoya
YosAEAINeINTaNTaumAlaeg19lUTEAnE N

B 31na (Conclusions)
ideiijaianueundinduinuanudurinasy
warunalanufiiiady el dudeussanduius
ANYINGINITATAUNA UNINLFBUMAITANY 1Aeiing
Ussidiustsinuamnmvessruumazaufienelavesldass
namsUszdiulnedideang wui ueundinduiinnnimes
Tuszaunn laglanzauuseansnImn1siauLazaIu
ansalun1slia Jeassoudnisesnuuuiidaauuas
nsmevauessansianeuLuusealnllneg1afiusyansnm
lunnaasuiunguldase wan1suseliuauiimela
Taosawegluseiuinn Tnesonsildsuazuuugegn loun
AanuaulaveslayanmzkazdndUsEITURIUNSIALNY
AnuazmntunslinuuugUnsalaunsalviuuaziiude uas
ANuRanelanen M TINveRNNIUNITUSEINFURUS HaanS
waniagvioudn flildauanlaiadonfiuiaulauas
AOARABINUDNANYAITBIAME SIUTIANNETAINIUNITANGS
warlianuliass mananudeyanindn nangns uaziazns
Usgdaagindunalning Wy nsazausiazaThaynig
gUlanaveIiay a1ansaiausipela AnumEnnaEy uaz
AnuRnusian1sTuiveyalaegeliussdnsam
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oedlafionu sAdedssddedninuissens nanide
nsiienngudlgITLuuLanIzianzadluuIunves
winInedeiies o1avilinan1sideldanunsaasuidunim
sl amivendeiu q leimun Sntanisussaduglally
AsRUARNAUAINNUABASEYRITBYA (Security) wazlilain
WOANTIUNTTUATILUTEEZE77 WU NsaliATSEUnIanIs
Wrswfanssuvesrznenainisidnuleundindu dmsu
torausuuzlumsiaunsioly msifinsoaziBeaesunui
uazgaulangluing leiunsiagesuazunaununiiieasn
ANANTI WimsEUUUSULAaazAS uazeenuuUnalng
Tisetaszererniionsefuussgdledieseides uenaini
msianarinsUszdiuiinseunquenueuUasnisves
Toyanaznadangingsy iielinsidelusuaniinusen
Funaragvioulszavinavesnislinulddnaudeu

Tudwgu] swifedatvayunsouudn TAM Tag
wansliiiug Jadednunisiudanudiglunisldau (PEOU)
wazn3suiUselevd (PU) dwasevimuafinaraiufiansla
vosffld Faaansauszyndliifunuimslunisesnuuy
douszrduiusidddmevluansunsinudu q 16 Tuds
nsUfiRueundindudnuusisearuisodosenlug
nsUszgndliluuiuniindistu Wy mamaa msviendien
visonsieansesAns ieiumsiidrusiuasnisdnfiees
nau g

Feaguléh uounAedunuamudusSaaiuiiamn iy
A111508NTEAUNAYNSNITU ST FUNUSVDIANE NGNS
ansaumnalaegaliusednsnm Mmensiaulseaunisel
wsloudniunalninuiflieduiiaenadesiusndnualvesnas
danalvianunsafagaanuanly ai1ansidisiu wazvee
nsddanguidmanglddniiitusseduiusuuudaia
Snnsfadusuuuuiianunsoussendldlaluuiunnsding
wazmsdeansasislmindosnisaiiansiidiusmednaddy
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