UNANYD

¢ A

MyTeaTeiiinguszasdiite Laimuiuinnssuauniseunilsdeysenaudenisiious

9

AR application Tnan1sUszyndldasunivisenguusznaundsdaidniunudiulne

]
1%

2. museAnBamvesdenisiiens AR application TiiuszAnSaimmuLnme 80/80 way 3.Anwn
aufiawelavesyBouiiisodonisiGous

nquaegs Wun 1dnFeudulszanfinudd 6 S1uau 5 Tsadou T Tsudousvide
TsaBsuinunmnoyasal Inrassd lsaSeunasstunin uaglsaSouiyagudud $1uau 400 au
flFrnnisdonuuuiaauasduesisiisninsutnieudulssoufnuni 6 AdnwlulsaFou
é’qﬁ@ﬁ’ﬂﬁmmﬂmzﬂiiumimiﬁﬂm%uﬁugm nsznTdnuISNg way 245 5sutulszonAnu i
6 $117u 60 AU AFIBn151denMs BRIz RSBuTineaeslddensiTous dmdum
Uszdnsnmdenisiiou; AR application muLnausi 80/80 La3esflefildlunisiduuszneude
\nsesiloflilunmsveass léin dentsi3oud AR application waziniesileflilunaifusiunudeya
Ioun wuuussiiuannmdonisiious wasuuunaaouvdInsious

Nan1539 wudn Iédensieus AR application Insn1susegndldaeuniwisanguuszney
sifsdefmuiutiulne Fos ineuyinizuan Aiszansnwvesdeagluszdu 86.08/92.42 il
UszAnsnmganininas 80/80 inmunly uazngusegsiianelasedenisiFousoglussiuun

a

7an (x=4.60)

9

Ay : Lenndladuaiiouass, naluladiaiiouass, don1slseus, winnssu



Abstract

The objectives of this research are ;1. to create a medium learning prototype which
can be used on smart devices with Augmented Reality (AR) technology application.,
2. to find the learners' learning effectiveness after learning by AR medium, and 3. to find
the learners' satisfaction towards medium.

The samples were 400 students from sixth grade in five schools, consisting of
Rachawinit school, Bangchoad school, Klongd school, Klong Ban Phrao school and
Piboonuppatum school,. Sixty students were then chosen based on sampling.. The
efficiency achievement was employed based on a set of 80/80 criterion. The instruments
used in experiments were learning AR application and The tools used to collect data were
learning assessment test, and an achievement test.

The results showed successful AR learning media for a folk tale named, The Cats and
the Mouse Island, Songkla, Thailand had its efficiency of 86.08/92.42. it was significantly
higher than the criteria set 80/80. The samples satisfied with the learning media in the
highest level (= 4.60).
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