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ELEMENTS AND STEPS FOR DEVELOPING AN EDUCATIONAL VIRTUAL REALITY SYSTEM
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ABSTRACT
Virtual reality (VR) is technology that simulates images, allowing users to see 360
degrees and feel like they are physically in a different place. Currently, VR technology is
mainly used for entertainment, such as in gaming and movies. Recently, however, its
application in more academic fields, such as medicine, engineering, science, and education,

has been of interest. In particular, this technology has been used in education to teach
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complex subjects that are difficult to explain. Another advantage of VR is that repeated
practice sessions can be conducted without causing harm to learners or damaging

classroom equipment, as the learning materials are all virtually generated.

<
=]
~
N
Z
I
N
>
ie]
=
1
C
c
>
N
Q
©

This research presents key elements for the development of an educational VR
system, including steps for its design and development, as well as knowledge requirements.
The ultimate goal is to provide guidelines for those who wish to improve classroom results
by designing and developing VR systems for immersive teaching and learning.

KEYWORDS: Virtual Reality, Education, Immersive, 360° Video
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winzaufuingUszasdiivosnisiniaue ainduneunountni SeneaziBeavessniauiiuay
FanAuIsUNITHMUITEUUAINRSLLdllau (Virtual Reality System) agnaniluiivedalulu
UnAINE

6) PENLUULAZAS AN MLIASaEToUT3 21NAUFBINISVBITEUUTLFTIUTININDIN

Aapunaziiseulutuneuneuviiiil

Y

7) Uszdivaninianasuialouaseiunguunges Weinesniuukasiaunlaimuissuy

uass JahlunegeunisldauiunguihsesdsenssdudaeuniefiSounquiandiuiu 4 - 5

Y

aw Wl definnannniedaunnsoswingg vesszuy

8) USulasuanmuindeuaiioununisuseiiunalutuneuil 7 wasvisnludui 7 uay
8 aunidudiinele

9) Usziliuanmuandeuaiiauaseiunguidnung 1U%UWQU5R]SL%UH’13M®68URHﬂﬂ@:m

val v ° v a a 19 v a ]
Alinseailuldauasen e Jaounasiseuianug

1% (% '
o o v

10) USUasuan munaoaualausun1sUsstiunaludunaui 9 wazying1ludun 9 way

10 UNIRTIANABINT elnlasyuuauysaluuunaanioutluldeu

gunsalasawasdmiuadnuasaaiiou (Hardware Devices for VR)

[

nsdenansawdstuegiuszaumsldnuluanmuiedeuaiiouaseigiaunldeaniuuld

Y

WU AIUENITI (Realism) n1saudsluaninuinaoutalou (Immersion) n15UJduRusS

(Interaction) sgAuAINIANTINEIUTINVRLY wazaududeulun1slsulusunsulvinseniy

=

4 4 I = yee Ao o 14 d' a A %
AMUABINITIEIY LTusY szqﬂamgaﬂwauwalmmﬂwqmimw‘umﬂmsqLauauiuﬂwuum

' (%
[ a v A

nsuewdiu nsladu msldfieadioulunisianismvauingdwedld wazdsiuiiolunindude

9
a

nsnseauluaMuIdnfianasa wu nMsianmileududaiuia (Surface) ¥89353 MITUTTIRMUNNT

Y

1% =l a I v = U o a & a v Ay v v 1
INADULELDURTT LUUAU %QBQWWUWI&I&J@ LUUQW‘LW]‘VI’WHUW@BQWWUWﬂUWalﬂUBUWﬂ@

¥
a VoA %4

Tuunaruifidsuraitulyigunsalansauismduszuuamnuasuaiioudnvus

Y

Immersive 9ziinsldaunsaliiiay A 20N MLUUAINATYY (Head-mounted Display: HMD) #13]

4 [ 14 4 3 v L3 g{’ Y v d’{ 1 Y A
NUIIDVUIALANATUNRUIVDIN TN DIV Q‘Uﬂim VR ‘Ui%Lﬂ‘VIu‘l(ﬂ3Uﬂ']iW{§lJU'15UUIU“U’NGI‘NU
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A.A. 1980 weluvianaisenatiauduldlanimiiuazidennazai1usa (Resolution and

a ! =

Speed) laiiiganenagyilviuszaunisainsldauvedldsdnausse deulud a.a. 2015 Sudl

Y

' ¥
aaA o 1 )

naneanidvineg Felulagtuligunsaluiu VR nangsuiiidmingegluviswnain luunadiuil

eXp  eX2p

WeuvesniiegesunsuaudeulaowinaunusIniagseaunsauas ey (Immersion)

oV
O
N
Al
=
K2
c
=
F
(=1
|
=
K2
C
D
2
oV
s
=
Q
oV
<
—
(o]

Tunguusnde ngus1Agn (Low Cost) WipszdunsaufAss (Low Immersion Level) iU Google
Cardboard (Google, Mountain View, CA, United States) a2 Samsung Gear VR (Samsung
Group, Seoul, South Korea) Iagtiu VR Mﬂejuﬁummzﬁ’ué’ﬂwmzmuﬁlﬁé’mmsmwmﬁxlmﬂq
inTEdsUTEIanaimnsfnideeanzieliiAnauounar sy fuiusaldldauatann
\leanntedinvesgunsninaunu (Remote Control) uaznguiiaadde ngusIANGs (High Cost)
%’%aizﬁumiﬁmﬁﬂq\‘i (Acceptable Immersion Level) L1 Oculus Rift (Oculus VR, Menlo Park,
California, United States) hag HTC Vive (HTC, Xindian District, New Taipei City, China) Liu
VR lunguilinune fudnuazauiideanisainuanasetsludunisuansninnsiinuas
msufduiusiulanafiouddlunguiagildmnindesmniinsussinanaiineufiames usluud
nsldauilulilduszaunisal VR e1aarliiaganuindunguusnifiesnndaadeuseidifu

Aa

a s dl v & ' ¢ ° ' a a ¢
ABUNILEDT &L‘Llﬂ']WW 5 LLaﬂﬂIViL‘WUﬂQNﬂJBQQUﬂimLL'ﬂu@]"l VR WNQW“UWEJIUL%QW']N%EJ

| |

[ |

Google Sarnsung ; :
[CardboardJ [ Gear VR J [Ocul.us let] [ HTC Vive ]

Cost

.
High
e

Low User Immersion

A 5 gunsadwium VR Niidmingluganidivg (Commercial VR Devices)
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Tum5199 1 wandliiiunadnuazrdnvesgunsaliunt VR Adidmigludandyd lag

wiargunsalluunanuilladiasizieenundunmseduietnudnuuswdanaadl

- Google Cardboard Hugunsaiiildeudieuassiaigniiantunisnaaesivaninwinden
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VR gl fuaunsnlnuiluiifiduwednsiatunisindoulns (Gyroscope) USEM Goosle 1¢
ponuuuliuadananlaelitannsznuuds wazniseenuuuiieuieinae dudeyadiids
dmsuuvudrassivhaintandug ansalifvasnsvlnulpedigldaunsasonliueuniintunay
nuFelauinle 360 asn I8 gunsal VR silusznaudreiaudannuenilifaruin 40 wu. uas
wiwndnassdudildlunisfauiusiulnsdmi dfofvesgunsaitfe siagn fidewn (Content)
unanglagianizegndaiile 360 asm wazdieunyszasdiiesaniiuannsaldaldiuaunin

A = 5

Truldvanesu luvazideldede fauamaniodifsussaunisalluaninwindon VR uas
Auldarainlaesiuyeanisiy A1eg199113 ”&Jﬁﬁm{h’fqﬂﬂizﬁﬁ A Rozinaj, Vanco, Vargic,
Minarik, & Polakovi¢ (2018) lé@nwin1sWauInsidousnuinuies “nsvinauvesliirod
(Firewall)” Tngldmaluladanuasaaiiou sessuivausvlnuleunsesnilay Google Cardboard

- Samsung Gear VR 1fugunsai VR fifllassadaudenss uraulasnndu dagudnual way
sl uiiasaanauienin Goosle Cardboard fldulszneuifintiunansegisluniuni VR i
audinndt Feanean mdininedia 96 a3 J37nd1 Goosle Cardboard waznsfinan n13
wdoulmvesisueiiituiomnyaveniueesindfanziomsnsaduiiuaiug) uliiea
ity wifdiliunanniindiegdol oy dadevesgunsaiife sesiuiameiulnsdmiaunsy
Tnuviagurosdugaiiiiy uagszdun1sanis (Immersion) SsAaudnemn fregraeuidedld
qﬂﬂiaﬁﬁa Hsu, Chen, Chou, Huang, & Chang (2018) la@nw¥n1sWmuiLn VR LV\IIE]L%‘EJui n1g

v

VITOINTLUYUaRANY T89SURUANNSNINULOUATEBATINAY Samsung Gear VR

M19197 1 Aauanwagnanvesgunsaluium VR ildmieludonded

Google Samsung Oculus Rift HTC Vive
Cardboard Gear VR

Screen Depends on Super AMOLED Dual AMOLED Dual AMOLED
Type/Resolution Smartphone 2,560 x 1,440 px 2,160 x 1,200 px 2,160 x 1,200 px

Refresh Depends on 60 90 90
Frequency (Hz) Smartphone
Field of View (°) 90 101 110 110

Integrated No No Yes Yes

Microphone
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Google Samsung Oculus Rift HTC Vive
Cardboard Gear VR
Controls No (Add on Touchpad, Xbox One Two Wireless
“Bluetooth VR Gear VR Controller Controller, Controller
Remote Control”) Oculus Touch
Sensors Accelerometer, Accelerometer, Accelerometer, Accelerometer,
Gyroscope, Gyroscope, Gyroscope, Gyroscope, Laser
Proximity Sensor Proximity Sensor Magnetometer, Position Sensor,
360° Positional Front Camera,
Tracking Base Stations
Connections No USB Type-C & Micro HDMI, HDMI,
USB USB2.0, USB3.0 USB2.0, USB3.0
Minimum Smartphone Galaxy Note9, S9, NVDIA GTX NVDIA GTX
Requirements Based on Android S9+, Note8, S8, S8+, 970/AMD Radeon 970/AMD Radeon
or i0S S7, R9 290. Intel R9 290. Intel
S7 edge, Note5, 15-4590, 8 GB RAM, 15-4590, 4 GB RAM,
S6 edge+, S6, S6 HDMI 1.3 HDMI 1.3
edge, A8 Star, A8,
A8+
Approximate 180 3,990 20,990 25,500

Price (Baht)

- Oculus Rift gunsailfaidudufiiavesnisufifmalulad VR edreuiiads Oculus Rift
\ulasansn3Balag Kickstarter daduuwanwosunsszamuilvafigalulandmiulasnisi
asvassfuarlumendsldsunistenianislay Facebook Wl A.a. 2014 Fsdrusznousnsauasii
dndfyfisameglugunsal VR 1 dud seamluwium VR wieuyilaszuuidesseuiianma 360 asm
wazidumesfitufinnsindeulmvesismegld ud Oculus Rift feansnenfiumessyiugauay
JefpaiinSanananaysednsnings Oculus Rift Luifliduwesnieuen (uguusn uilusulagiud

Wuleasn1euen) kasinniziduwasnsiatunisedsulnivesdsesmedunsisanisluwiv

1
v =2 IS a

WY Aetudalyanunsansiaduniseasulminiglumaiouass (Virtual Zone) lawmilauiu

=€ v = U

HTC Vive @adaidsvasguniniiliie nsindeulmivesgldndrdalunuinidesaindediiniided

a ad ] o Y o a a ¢ o | av g v
a']EJLﬂLUﬁV]L%@Nm@ﬁ@mﬁﬂuagaq?Jﬁiy]fg']mﬂqw HDMI LUNNAULATDIABUNILA DT m?@ﬂqﬂﬁqujﬂﬂﬂiﬁ

[
6 a A

aunsaiilAa  Zikky, Fathoni, & Firdaus (2018) la@nwin1sWau1vieuSsulalouuuiiugy

NsSEuRUUTINIR 139 UUgSEEdnTINa Wagly Oculus Rift wag Unity3D fiaiun
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- HTC Vive gunsalillasunisiaiurdulagusgnguanlnsdniilefs HTC sufu
Usgngnaninlewny Valve lugunsal VR 19:in153uds (Immersion) lusgdugailosainni sl

47U VR stick controls auldfiilevsaestreviligldaunsaldneuiuingnigluanimuinges VR
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16 wasiduwesnieguuntisieniioadsiuiialioussdadldansaniouilded1sdase

'
a

WuReaiu Oculus Rift Sndusiedldnaufiaunesszaugsdmsunislyd HTC Vive feogrsuide
THgunsniiifio Liou & Chang (2018) léfmunesuftinisiaiionatdlunismaassfAzenad
warneIniavesuywd agld HTC Vive Ufduiusiuviesujiamsiaiiouass
nsazidengunsaiansauasdmiuiamszuuaruasateulufunsdnuidy dos
firnanansulsznalunsiauwastuneumsosnuuuwasiasrUUALas tatoulunmi
4 9zRnvdannaoiiUingUszasdinIsitous sEAUANNANASY AN MWIndeNYRIBISYULAlaY LAt

AN av o & A a i a = [ & = =
ﬂqimﬂgaﬂiwuﬁﬁiﬂﬂf\]ﬂiium’mﬂ IUIaﬂLaiJ@u GUQ@%IUSUUG]BUW 2094

FANALITEIMIUNITNAIUITZUUAIINIUENDU (Software for VR Development)

a QIJ = = (3

s euluswnsy VR waundatulagliadedeszuvansawisiialaauimiduieegiaiu

[
[y

TuagfiuszaunIuaNITWarn1THUSFURUSABINTT N13aT19@NINLINRBUWUY 3 TR way
a

(% s

N5 lsulusensuiialiidnasufdunus lurraiusuvainisidenasiaun VR (A.A. 1980)

Y =

wounaiadugnivmunIunlagldniwlusunsussaugeiandeainuivazaiiuneg1811ee1911n
= - IR TR o = 1% & o s § = o Hda
warluvmzifefunldddniauiniaudeivgaiuauiduinin genduisidediuidng

AUANNNTONINSYULUTNTULAZNITATINENINLINADY 3 LA LAZNITIARDUVBIFNINLINA DY

f YV o U

HuAdgdlill wenainfiiliesannauannsasunsiinvesniwikazaunsaliifedtaunnlunaniy

¢l o

naansTileaalirseAtnAgIfuLIguN MDA MWINGEN VR (Aaidnued1AyageBslunisi

=

Tgldaunsadaniunn (immersive) asluanmuindemaiiouldedrafivane) Tulseuni
nsitwungUnsal VR Aidnans@indidtu uenaininszuiunisvnudaieduuiiinedod
aidmmgiunisdeulusunsuduegiann lulla. a. 1994 WWiawlmiusngfduie
wansliiiudannudussaation 3 97 Ao VRML (Virtual Reality Modeling Language) 34gaaad
nsldauegluuiensdl

Turanane i usnaruiridusiadiide | datuayunsinueendud VR luidd
Uszavsamuntulaglinaneniiniiitusazifiuauasaanlunisidau venaninuass
Tuea 3 faldsunisusnesnannisifeulusunsudaidney fedurenduasludagiuilily
nsaL VR @unsasiwuneeniduaesuseinnudng loun senduisdmsunisarslumnaias

AWAFDULIM 3 U5 wazwanAkISAI NS UNRUINISIERRUAUANINWIRADULEL DY N8 luTaNALIS

¥
aa L4 =

Uszbnnusn (@ondwisdmsunisainaluwa 3 Shuaznimaiouln) luiea 3 Ifasgnasisdulag
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TwmatinvewaniLls CAD WuAeINUAUATNYBINURD (Surface) NNSABIAINUBIENINLINA DY
HANIENUVBISITUYIA 1 Ll nuen U1 vounad wilusnsaluuadq 182 wagynylinves

A & I Ko a & a ol ' Iz &
amadeulm gendnasussLaniddaldlunmsuannineuns Ialowny wazlasin1seiee gennuas
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- Blender (Blender Foundation, Amsterdam, Netherlands) vJusanfwisdinsvasia

aadeulmuarling 3 7 Adeuiigalutagtiunassld (Open-source) uraifulzesenniiay
Seudnisldau

- Autodesk 3D Studio Max (Autodesk, San Rafael, CA, United States) In15bta1uan
faplusumadavesanAmnssy aninenssy waglumsairaifleiny Mawevidufliunenn
wazanunsaseuinstdnulaliennin

- Autodesk Maya (Autodesk, San Rafael, CA, United States) LU ue a6 w2 $9feu
nldlunisudnnmeuns deunniewmdnfeaududeulunsseusldeny

dulugensdniussaniiaos Sogvanedegninunldan ddluvenduninaiaiiedosile
Ve “LBUIY (Engines)” Fretiniamilunsadadusunsusmanng uazadiensiiin (wavdedng
amuuulinouildluinleinuviouaundindu VR 1¢) Tugnamnssugonlsduasain “Buiu
(Engines)” munedalusunsunielausid (Library) Fatanldifioveuuisussinn wu g
grudoua Munisdanismsuuendu funsiiin Wudu 1n3esilonisiamun (Development
Engines) aediflsriduiiugulaeialuiivaslusunsuseiviedniauilunisadaueunaiadu VR
lAun n1suanswa (Rendering Engine) Weasensadin 2 35 waz 3 37 msnTvaeunsTaudeiu
(Collision-Detecting Engine) N15UJduRusn3alAnouiuanInuwindon LAuIuaznuns
Awadaulin ey Usehivg mMsfeasiurdetns wazn1seanIIMeRILe

uananiiadesiielunisimundsldauirsuazatuayunisimuiunanresudieg
\w3esiions1fin (Graphic Engines) Aifesldfusnniian fsil

- Unity3D (Unity Technologies, San Francisco, CA, United States) LﬁuLﬂéaaﬁaﬁwm
a3 fAfiennnigalutagtiu esniinieslonilniidaveuiisesiuninenslivainvans
Fadudefvdnvosmendniisil amnsovhaudiuunanresals Waunsuftdsoonuhlldauld
Tuszuuufiinisiiediests Android uaz 105 wievuszuLUFTANsAENRIADS AR TY 19
Windows, Linux ag Mac OS sauismnniadaseauleaimloin uenainidsannsaldnusiud
uwannosy VR Iikasdulssleniagnaedmiuniseenuuugenduiiidluuuy 2 83 uaz 3 04
felunindu Unity3D dainesenisidouduarnislion ndouiedadinefdulinadinanniud

[y

2199 AVDINNAUIUTENS
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- Unreal Engine (Epic Games, Cary, NC, United States) WuwpSesilanaiunsavinay
Pruunannsunanunlaltuiy wagdliusn1sWSaaal a.A. 2015 F9 Unreal Engine 1Ny

dmsuniniasosrsulganuiildaulalutagdu (59u8a Nintendo Switch ¥4 Nintendo Co. ,
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Kyoto, Japan) uenainiifeaivayugunsaliiefiouas VR nnauszian Jagiu Unreal iluiasosile
Tunsiaungedwsdmsuialatnurate s 1 wazweunatadunuiilasuaiiuiden 1esand

ALAILNTAAIUATIAATIAINTINT Unity3D

unasy

TngUszasAananvosunAuidfie n1sunausesfAusenaundiAgy wastunouly

o

'
= =

N159BNLUUBALNAIUITEUUAINISWELUTUAUNITANET I UANINLINADULELDUTIDIDIY

Tadloungaudunisisouslunng 1599 AaUN AR UNSOLNNAUNTIREARINSUNADN TNUSLEIR
U 9 Y 9

Y

D |

veen1sissuinaldaninuindeniaiouaunelvgisoulaiianisisous nsAndasien

Y

[ '
= =

nMsufdamldesnadivsedniam ananunisaidraesiiietu Fdduiesseulaeillianse
inlg sauludsiiansannistiufduiusivaninwindeuiaiiouinaunsalanavedwlslatng was
Anuanass lvaninsaidenanfnuriuazeeriuaslunsiaunssuuldednamengay Jaazdana
fusulszanamazalddnefiasinty Kapp (2017) IMinauenagnsnIseonkuuNIsseuNISaaY
iionsiFeusluanindeuaiiousss Tneuszneulusne 1) nseenuuviansailuannuindou
wedlouiteliAnmsiSeus 2) msaianunsalingasassiienaasumsudladamuesdisou
uag 3) nsilufduiusvdenmslineuivanmundeuaiiousgunsalineg Ssnagnsaingoun
Adeuiungindudshdglumsimunszuuausiaatounsfumsine WensefulifiFou
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