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Abstract

This academic article aims to: (1) examine the roles of digital platforms within online
ecosystems in supporting active learning; (2) analyze the characteristics of digital platforms
within online ecosystems that facilitate active learning; and (3) propose guidelines for the
implementation of active learning as well as the assessment and evaluation of active learning
outcomes through the use of digital platforms within online ecosystems. Active learning is
an instructional approach that emphasizes learners’ active participation in the learning
process through analytical thinking and hands-on practice. This approach contributes to the
development of higher-order thinking skills and promotes sustainable learning. In the current
digital era, education has undergone significant transformation, with digital platforms within
online ecosystems increasingly employed to support active learning. Accordingly, this article
focuses on exploring the importance of digital platforms within online ecosystems in
enhancing active learning management. It also analyzes the features of such platforms that
promote active learning, presents examples of active learning activities, and reviews related
research in order to propose practical guidelines for effective application in educational

management, ultimately maximizing learning effectiveness for students.
Keywords: Digital Platform, Active Learning Management, Online Ecosystem
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(waeelwdu dansal, 2562; Bonwell & Eison, 1991)
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2.2 AsWATiNYEN5ARTEAUGY (Higher-Order Thinking Skills) n1si3eugidegnyaslv
;;Gfauﬁmmﬁﬂmmiﬁm%ugq U MIUATIE (Analysis) n15Uszdiu (Evaluation) wagn13aTeassa
(Creation) waza1u15alyAanssuf MAne 1wy nsaAnw (Case Study) N133EANAIUAN
(Brainstorming) uazmsuntymainaniunisniads madeuguuuladymidugiu

2.3 mMsiseuisuUszaunsal (Experiential Learning) mﬁL§8u§1ﬁ1§ﬁﬂﬁma§jLﬁ83ﬂwsﬂa
Waee1U uAsINEIn1saiion wu n3vilaseau (Project-Based Learning) wazn1ssiassanunnsal
(Simulation) A1 9

2.4 n1si3eufuvusauile (Collaborative Learning) nsvieuidunguuazuaniva sy
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3. wuIARYasszULiIARaulan1enNsAne

sxuuiiAeaulauniansinen (Educational Online Ecosystem) tunwifndithnsou
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izUUU'%mﬁmmimsﬁaug (Learning Management System - LMS) ey Moodle, Google
Classroom, Blackboard

s esiledoansuazyineusmiu (Communication & Collaboration Tools) 11 Zoom,
Microsoft Teams, Slack

izUUﬂﬁW%’WEJ’mimiﬁwg (Digital Learning Resources) LSUIu Coursera, Khan Academy,
YouTube EDU

wialulagatuayu (Supporting Technologies) U Al, VR/AR, Chatbot

¢ ¥ v

TLUUIATIENYBYANTSIIU] (Learning Analytics) 11 Learning Record Store (LRS), xAPI

g =3 v
LLwamwasummwg

(Learning Management System - LMS) ispsflofaasuaznisvieusaudiu
Moodle (Communication & Collaboration Tools)
Google Zoom
Classroom Google Meet
Blackboard Microsoft Teams

Slack

-~

[a)

sruuAdminensmMsEous

szuvdianeidayanisGoul (Digital Learning Resources)
(Learning Analytics) Coursera

Learning Record Store (LRS) Khan Academy

XAPI YouTube EDU

E-Learning
Website
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(Supporting Technologies)

Chatbot
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aviaunanilosumansiine (Digital Platform for Education) waneds fuilaiiouasamse
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nsassUfduiussennagiSeusugaou Tnsunanlesuimanifiniosdiefivarnuats 1wu seuy
neusousoulay 1adeulododans (wu Inlenoumeisus wan Modu) szuumsUssiiiuna uay
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AduHemAVa (Zawacki-Richter & Qayyum, 2019)

Favtaunanviesuvnanisinw fe szuueeulaufilumeluladfdvalunsatuayunmsisen
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Uszgnaly0e19n1199709 A28R auTAT a1 saiiesn Ay luknannosulanniiyniaan
(Einnuiavisnisanimsing, 2565) uuseante 5 Ussiam digsil
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1) iww%mﬁmmimiﬁaug (Learning Management System - LMS) Todmiuusms
TANIINANEGNS 1158997 wazn15UsHLiuNG F108719 Google Classroom, Moodle, Blackboard,
Canvas, Schoology

2) unasosurpsaooulay (Meimesulauuuuids - MOOC) Tuuinisudngnseoulaiuuy
LﬂmﬁmmmL‘%Eluéliggaﬁlmuwa f?haEJ"N Coursera, Udemy, edX, Khan Academy, FuturelLearn

3) indpailodeansuazsianusaniu (Collaboration & Communication Tools) waelvigi3en
LLazsiaaummiaﬁlammazﬁwmu%wﬁuuwaauiaﬁ (?TQEJEJ'N Microsoft Teams, Zoom, Slack,
Google Meet, Discord

a) LL‘WﬁM‘V\Iaifmm'ilﬁﬂul,wuigmau (Interactive Learning Platforms) aamwmﬁma’%m%a
mil,‘%auiﬂﬁumiﬁﬁﬁmiim 9819 Kahoot!, Quizizz, Nearpod, Mentimeter, Socrative

5) Afansnennsuaziniasiierisaou (Educational Resource Platforms) uinisiiionuas
Lﬂ%qﬁmﬁaaﬁuauumiﬁau'g 10819 YouTube EDU, TED-Ed, Wikipedia, Z-library

uenani M3dn1sFeusidegn (Active Leaming) fanasodenmautfvasunanmosuvie
wwiasilofiBononisiausauvesyiiou Avaunanesufiaduayunisinnaifeusidesnisansd
9{1mauﬁ'ﬁﬁﬁhma’%ua%amzmumiﬁﬂ IiAsen waznsasiloufuAed dellauantindnveq

uwnanvlesuLuteanidu 4 muddey woulllefifiy, 2566) fail
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1) Msfiufdusitustugs (High Interactivity) uwamnosuidnesdelyyiFousiaius om
fapaaruaula wagvilvsdnaynauunnanimwinaeuiiausie etluaussgdalunisFeusd
Fund unuadesdiens 1 Ly lesuaunu veswsnuuuidsalng nszauaunuiesulau
vioanFunmmauTINm WU N1SLYSLENANTLAYMTNILNANUUAATIA

2) miafmaﬂ,gum'il,%'aujjl,t,uuéfmﬁa (Collaborative Learning Support) f3vaunaniosuiia
UszAnsnmaisanaiunsihauduiy eedelendlugfouannsafamusuuarasierniaie
TuRanssuty 9 asmefgaamuailavesySeu wivarinszuiunisSeusiilnannsnindilauiy
wazihlugaulafiddsty wu mevilusanaeeulau msedvnedungu niensluedeile
dmSUszaNANAR WU Mind Mapping uaz Whiteboard #ava

3) mm'ﬁwsjut,l,azmiwﬂyﬁﬂhyiwEJ (Flexibility and Accessibility) uwnanlasuessossunsly
suangunsaifivainuats awsaleausutusardeastulavisuuunenuiuagsreying 3 e

aaasunsvhauduiiy wesuassujduiusmedeay sudoilunauaiunsawfeyawasduia
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4) mﬁmeﬁ%ayjaLLazmﬂﬁ%agaJauﬂﬁU (Data Analytics and Feedback Mechanism)
msdamaifeusidegnaesendonisinsznnginssuvesySouuaznislvueyassunduiisanisy
uwnannlosuRdansiszuufnmunginssunisisey nstnazuuusalul® wien1siinszvna
mai3oug delvySeusasyaeuansaUiunagmsnisSeumsasulaogamazay
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M19199 1 NsiSeuiiisuanaudivesdidviawnanesuilylunsdnnisteusidegn

unwanWasuAdvia AMENURA sUnuunsBous A19819N159NAINTTU
atuayu QUEEIVEAE)

Google STUUIANTYANgns | Flipped Classroom MsauaznIseAUely

Classroom fuigouseulau

Microsoft Asdeasuazyinay | Problem-Based msUszaLaziusiulenans

Teams Sy Learning wuuriuiviule (Real-Time)

Moodle 5¥UU LMS wuuila | Self-Paced Leaming mia%wé’ﬂqmuwﬂ@?@au
semayiFoutuyaou

Kahoot! WuunegeuLanY | Gamification NSVAFBUAYILTAUUINY
visouady

Padlet nsganuoulau Collaborative miimmamauwmﬁmm

Learning EJL%EJ‘L!

L%

5. wuanen1sdanazusaliuna (Assessment) Tudaninandeunana

5.1 LLmﬁﬂﬁ’ugﬂwaamiﬂizLﬁuwa"luamwLL'mé"ema%ﬁa nsianasUssiliunalugARava
flayaiteanisianaduguivatsms (Summative Assessment) Wty wasssiudanisUsziduile
Walu (Formative Assessment) warn1sUsELuLUUA oLl o9 (Continuous Assessment) Iﬂ‘&ﬂsﬁy
weluladAdvfauazunanosuesulanidunalavdnlumafureya Rnsgvmginssumalious was
AgVoUNANdUDE T LIIA1 (Real-Time Feedback) s‘z’fﬂﬁdwiﬁﬂiaaummmﬂ%’uﬂaqmgﬂWiaaulﬁ
E]EJI’NLmJ’me LLazr;gl,'%smmmaaﬁwmmummmmSiauzﬁmwi’aﬁaéwE"J"ﬂ@u (Abichandani et al.,
2023; Hopfenbeck, 2023; Scheel et al., 2022)

5.2 nseanuuLkazadauaiasdoUsaliunaludninuandeudave wuIn1enIseanLuY
A3 osfioUssiiunansAIdeis Aufisense Al ey LLazmmﬁwQumaaiwu IR GRD!
weluladnavawnfundnnsiauasyssdfiunanianising welnannsoiaualaonaiioinsuas

mauaummmLmﬂsmiswiﬂmﬂﬂa (Ifenthaler, 2024; Lu & Cutumisu, 2022) Fam19di 2
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a a (% d‘ A aa v i a ¢ =
A15199 2 Ussanveansuseiliuuasanuaeinsesdiondviaunanesuvussuuinaeoulauiie

AuATUNTINNITTHUTIIIN

Useinnuaenisuseiliu dnunizinTasilandsia A9E19 aAuNIInAila
g \n3eile/ \lodaasunns

uwannasy Beuiidesn
MsUssidiunaLitewu wuuiinvinesulau Google Forms, | Wiuvayangfingsy

(Formative Assessment) nsnAdeUAY Quizizz, ASsuLULTuiviule

151w Feedback ¥l Nearpod, (Real-Time)
Kahoot!

N5UTELIUNALTIANTTOUE wlazaURITA Padlet, Trello, | Usgtliuma Rubrics

(Performance/Competency- | (E-Portfolio) Mahara LAZATALVIOUNA

based Assessment) mulasanuesulay IS (Self-

Reflection)

M3UszidiunansTaIuT Dashboard Learning T%SJagﬂaL%awqaﬂsm

(Engagement Assessment) mﬁmswﬁ%a:ga Analytics Tools \eman1saianis
Msii3ou (XAPI, LRS) Beoug
msfiausalunledy

NUTEIURAWUUSRLIWTR (A- | SzuunTIadIney Al Proctoring, | annsziABULAY

Driven Assessment) onluild n1sUsziliu | Auto-grading AT PPN SN MR
Finwe SR Systems MsUsEI
Simulation

v
aa o

5.3 UNUMYBIAIUZIUL Coach WA Assessor ARMNA TUANINLINABUNNTITBUFATIEA

Y

ﬂg"l,ulml,ﬂul,ﬁm@mmuu (Grader) wanavinuNLduns Coach way Assessor Lialnn1suszLiu

Wuaunilaveansiseug (Assessment as Learning) 11nn3nsinnaifiesUaranie (Hopfenbeck,

2023)

Coach vJunduuy nszau wazlnAuwuziiesneiles lnslyveyadinssuudngisn

N15638u3 (Learning Analytics) HIBILAUNISHAILTIEUAAS

Assessor LﬂugaamwumwimﬁuwaﬁLuuamsauz T Rubrics wagnang uAIvia (Digital

Evidence) iieaznaunan1sisousveiseuluvaelia 1w Cognitive, Affective uag Psychomotor

10
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fa081917u A1y Dashboard (Munaevnioiadesilefiluuansueya) 189 LMS Tiasisnnginssy
9Sousves Ty uarlinaseundu (feedback) law1zyararTUTDIaaUlaL \wu Microsoft
Teams %38 Google Classroom ¥ilvnisussiunanerdunsyuaunissauiaun (Collaborative
Assessment) 1NNNsFnAUHALTEE1LAE

5.4 msl4 Learning Analytics tien1sussifiuidedn nislaeyaniaidous (Learing Data)
Jnunanosuoeulay ¥y Moodle, Canvas %38 Google Classroom mmamfwa;wq Digital
Assessment Dashboard (suuniaiedasiiofdviaiilysiusiy inmen uasianmateyansiauas
Jspdunanaideugvesiedlugduuunmaniiulanewuuiui) elesgmnluumgfingsy
N15138U3 1995 138U (Learning Behavior Patterns), nensninadugys n1ensi3eu (Predictive
Analytics) LAZNT I ANAR AL OULLAYAILN IV UABLTBY (Competency Progress Tracking)
Fanafamaniatuayunisianauuy Data-informed Assessment Aflndng1uideussdnuuay
ny1vdeusoundula (Evidence-Based Evaluation)

%

5.5 BWUINTINATALNDWAIUI “STUUNTITIALAZUSSLHUNARING ”

1) Wauas eedenisUseiduuug1uadva (Digital Assessment Tools Development)

WU NSEY Al B8ESVBADU N15H9ANSEUUTNEUNIUDALUIR LAZNITATIVIATIZUNADALUIIR

(%
[

2) LeﬁamimmiﬂizLﬁuﬁ’uauiiﬂuzﬁgﬁau (Competency Mapping) &1 Rubrics AUsaYin
aussauglusyuu LMS Lﬁ@iﬁﬁgﬁamﬁummanwﬁjwamuLmLLUUﬁuﬁﬁﬂm

3) TyuwamensUsediuuuulause (Hybrid Assessment) naunaun1sUssiiuosylauuas
oovllau iielvlaveyaiadeUSunuaraninin

5.6 A29819n15UsELUNALBI3N (Active Assessment) 151y Gamified Assessment
1 Kahoot! wa Quizizz ‘1'7iLLmﬂmsUszLﬁuiu'gﬂl,wummﬁmﬁmmgﬂa

Peer & Self-Assessment 1?? Padlet %59 Google Docs IﬁjciﬁﬂuﬂimﬁuﬁmmLLazawTau
AuLRY (Reflection)

Al-assisted Feedback 1%33w Al 15299708 3meﬁl,ﬁua‘m LLasiﬁszTaLﬁuaLmzL%aﬁﬂ
i oWAIun Learning Analytics Profile (sqmﬁuyaﬁ,gjaL%ﬁmiwﬁﬁ'awyaué’ﬂwmz sULUUNgANTIY
LLazﬁwmmi;mmﬁﬁsmg) maarﬁﬁaumﬁamu
é’aﬁ?uumwmmﬁmLLazUiuﬁumaiuamwmgaua?]ﬁamm:uﬁu “mﬁﬁaugﬁl,ﬁu;;ﬁaut,ﬂu

ALUNANNILYBYATTY (Learner-Centered, Data-Driven Assessment)” &aluiiieswieiananisieous

WU wndewg ‘W’ nsiSeuslnegeneliled donnaesiunaNN1TYee Active Leamning
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Ecosystem LL@%‘UE]‘ULGUWJaﬂ’lﬁiﬁﬁig’mmﬂﬁﬂﬂ’]if@LLaB‘Ui%Lﬁuwa‘ﬁlljﬂiﬁLﬁﬂu’fmﬂﬁumiﬂizLﬁ‘u
\39R3Na (Digital Assessment Innovation)
6. nMsuszgnAunannasuaviavuszuuiiiaeauladlunisinnisFeudidegn

6.1 fir9819R9n35UN159AN1538uSITagn (Active Learning) nauRdaunaniosy

a v

fvainrategusuunenses ks s ulaiusiuuasiauTinuensAntugs daell (Gueuinnssy
NSITYUT PIANTUNIING T, 2568)

1) 19N35UNI5LT U HIULNY (Games-Based Learning) 1y unanvlesuas 19 Kahoot!

.. - ¥ ~ ' ¥ o
wag Quizizz WNBNTYAUNTHAIUTINVRILTEY

2) AanssunuutuunIsun Ygynl 1asee1u wiensalfnwa (Problem/Project-Based
Learning/Case Study) liasesionaulau 1wy Trello wag Padlet lun15usnisiasenishanssungy

' = = = " ¢

W nsiSeukuulasany wiensseulaglyaniuniadym

3) mslanszauaunueeulay wu Fliperid w3e Padlet WadalondlviSeuuansru@aiiu
wazkanUiguauideiukaziu iluiiaanudang ulun1aifous In1swnfinauious
= o . ¥ = ¥ o ' Y
Iannuanewazidun1swaun Soft Skills aunsaeans NISNTRYMILAZNITNIUTINAY

6.2 wuamlumsasshIviaunannesiuustuuinasauladinadausiumsaansiEeuiiten

Y [

n13asRdaLnannesuuusruviliAeaulauliieanasun1sInNIsISousLI8agn (Active
Learning) tJuni1suatuuumifnn1siieugwuuiiaiusindumaluladfdsia weasisanimuinaoy
MIBEUFNTANIN BAVEY WaTAUALRINBANILANANNITYAAR InsluvnslunIsasunannesy

[
aa o w v

AIsIAsUtU 5 SRdAgAIL

[Hd 1 N139anNLUUTTULLLIANSISEU3AYa (Digital Learning Ecosystem Design)

szuvfinmeaulaumamsdnmmsgneenuuulndeulssesausznoundn lawn 3oy yaou
devn welulad wazanimuanasunisious ndauduiusuuuiionaty (Brown, 2016)
nseenuuufInamarsiildenisardasansiuguAdaiidanang im%’umﬂ%ué’uwﬁwﬁu
nninnaatlaglymaluladatsauma wu A, VR/AR Lazss UV Leaming Analytics 1l pas1s
naousundsuduguenarsuasiivoyadednlumeianogweiiios (Sun et al, 2023)

[ndi 2 NSWAILIUNAANDSULUUYIUINTS (Integrated Digital Platform Development)

uwamlasuarsgatautlmdussvuysaunnisidenlssszuuuimsdanisnisifous
(Learning Management System: LMS) ﬁJULﬁ%l@Gﬁ@ﬁi’e]ﬁ’]iLL@ZLﬂ%@Qﬁ@ﬁgﬂﬂﬂﬁﬁmﬁué U Zoom,

Microsoft Teams, Padlet kag Kahoot! 53ufiaseuUdLAs18nveYan15i58u3 (Learning Analytics)

Wielvg aouaiusafamunginssuvesisunvuiuiiulauarinveyaleundulaegad
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[

UsgdnSam wenanl msly Al wieusuguuuunsiseusnuaussauzseyaradadunalnd1dy

o

voauwantlesuyalyal (Lu & Cutumisu, 2022)

l
aad

§AN 3 MyvanuuuiINTIINSITEUSITINUNLWAaANBSY (Active Learning Activity Design)

RanssumaeusBenlussuuiviamssenuuulmgSouliansuesunase kunszuiunsin
fuga (Analysis, Evaluation, Creation) 1y Aanssunisdeusiasledamudusi, nadsugiagly
Jgynndugiu uaz Flipped Classroom (Panigrahi et al., 2018) LLwamWagumiaﬁ’Uﬁuum?mﬁa
wuulAney (Interactive Tools) AiySeuanunsnasisassa wanisy uavagnouauAniuTINGy
vt eulugurunisifeuy (Online Learning Communities) 1t aia3usinugn19d eansuazniada
Biwng (Chula Learning Innovation Center, 2024)

AN 4 NMPNLUUTEUUMSIALazUSHIlUNALYsRAYa (Digital Assessment System Design)

Y]

N157AkarUsel uNaluan I nwINaauAINAaAITHUUKUIAA Formative and Performance-

Based Assessment Ingluipsasilanaulay wu Google Forms, Quizizz, Nearpod #59 Padlet AIUA

fiu Leamning Analytics L 931A512 MY BL AT INGANTIULALAT1S Competency Dashboard 1y

HiSeU wonanil n1sly Al iiensiaUseidudnlud@ (Al-Driven Assessment) uazn13ly Feedback

'
a a

ViUl WIgiUsEaSNINNNSISeuIwazLsegalavewisey (Yuensook et al., 2026)

a

a9 5 nsatuayudaulguneuaznsnadngnin (Policy and Capacity Building)

aa o

Welnszuuidnefdviainauddy aa1dunisfnwiristulevisatuayuniswnis

walulagognamifiey Wwu1ANRaIn3I309waYa YIATUAKITEY ABUTUNITOBNLUUUNLSBY

v

goulau UArATINNININTSNIAINUAEAEYBLAAIUYAARALLINSZIW PDPA (European Union,
2021) won3nil AI5HTEUU Mentorship 38 Leaming Coach tiielnAuuginiseusigyana vy

wnanwesu (Mariyono & Alif, 2025)

Ly

na1alagasy uwamslunisasafdviaunanvlesuvussuuineesulauiioduasun1sdnnis

v
aa o

=} ¥ a = L% “« yr-:l i P IS [ L%
Seugdenenstavan “gseuduguenans (Leamer-Centered)” wanumaluladndviawiiunannis
YDINTITHUTTIINUATNITIATIBNVBYALTIAN Lo lvHISeudatusIneenatiles lasu Feedback

1%
v

wuuisealng uagiamninvensindugeesnsdsdu Vel unannesuaislasuniseenuuvesiaiy

JPUU WouleaynenlsenauvesssuuinenIssuusiava WoenseiuauInnsiteusveseuly

nviulangadayeyUsehivg

EE]
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I

Ar981991uIdenenun1sUszendldadvaunanwasuuussuuiiasaulatdinad sy

= 14

N1SINNTITIIBUSLVITN

Y

o

I )

¥a3q8: M dedadiiifsuvuivfdunusuussuuinanssouseoulausiudu
M3dnNsseugLUUaTRasIAiugu Weimwiauausaluniseenwuununsfindmsutingeu

SEAUTUISEUANYT (FUNSNY @15L0DULAD, 2566)

[
Ao v aa a =

idedffngusrasaiile 1) musransnmvesdediaddifeuuuiufduiusuuszuuing
madsuzeaulay nufumsiamaBsuswuvasassadugiu ewaaruaunsalunisesniuy
aunitn dmduihdsussiuiuisen@numneuny 2) Wisudlounadugsmensiseunumseenuuy
unTindadou senangumaaesiunguAIueY way 3) WisuifisuauanaATuNIoRNLUY
nunTiinundaFeussmnangumaaestunauaunu Ussnnsitlrlunisideadeld fo dniFeududsey
A7 3 TsaSeunsnaeiveyasal dsdangannuviuas $1uau 3 veadeu sautniSeu 108 Ay
nauseens fie thideuduiseufinundd 3 TssSeunsuaaivsasa madeud 2 dnsdnw 2565
$1uam 2 wouFeu 3w 76 Au MvualngSsutuiseuAnudd 3/1 iunquenuau S1uau 38 Au
wazgFoutudsendnuidi 3/2 Wungumeaes $1uu 38 au Taenquitesndlasnainnisgauuy
nqa (Cluster Random Sampling) La3asiiaflylunisnaass laun 1) uwunisdaniadous Fes
nslelusunsulszgnaiiieseniuununsiinussannng 4 2) FedaRfidouuuiiujduiusuussuy
fnanisifousooulay Taudun1sdaninseuguvuasassaidugiu towmuinnuauisa
Tunseenuuuauns1fin uay 3) wuunaaeuianadugninienisifeutaryoaouinnNuaNIT
NN5DBALUUINUNTINN aﬁamﬁzﬁumﬁmi’wﬁ%@yﬁ laun Anede aaudonuuinnsgiu uazadi
NAABU t-test HANFITENUN

1) AesfaAfiReuuuiufduiusvussuuinanisisugooulay TaufunsdanisEsuguu
aswassaidug einuarwannsolumseonuuurunainfivanutudiassans nmn iy
86.96/87.68

2) HAFUONINIINITIT UV T eUiTeuntededaniinewuulufduiusuuseuuiliae

A v

ﬂ']iL%‘EJUEEJEJUI@‘L! i’JlIﬁ‘UﬂWiéjﬂﬂqiﬁﬂugLLUUﬂiNﬁiiﬂLﬁu;ﬁs’m WenmuIANENsalUN1TERNLUY

o w

NUNTIANNAUTIUYBINAUNARDIFINIINAUAIUANBY T TEEATYNEi AN TEeU .05 3) AzUUY

o

Y 9 9

ﬂ’J’]lIﬁ']JJ’]’iE]G]’WUﬂ']ﬁaE]ﬂLLUU\‘ﬂuﬂﬁ’]ﬂﬂGUENE‘\IJL%‘EJUMEQ{QL%‘EJLIGUENﬂqm%ﬂﬁax‘iﬁﬂﬂ’J']ﬂaiJﬂ'JUﬂNaEJ’Nﬁ
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(¥ Digital Learning Ecosystem Using with Creat... fduss  desiedaen  Q yagadi 1 niseenuuuTuasinad

Fodaaidsuuuilfdunusuuszuuinanasaug
aaulaw Saunun1sdanisisaufuuuasnassdiy
7 WBNAIRIANEINTTa THNITDRARULNY
nsann
fFmsuiniSauszAuTWIsaNAnEN
Interactive Digital Media on the online learning ecosystem Using with

Creativity Based Learning ability to Graphics Design prog for
high school students. - A

nreentuvTudines

@ Canva For Education

DE g =

y .
¢

MzeenuvuITLI
29 Cawva For Educahion

5718321 nsesnuULNINNsIAnas Tusunsussane

v a

A 1 MegnsFeiiafilidewuuiiujduiusuussuuiinenisiseugeaulay

Y1 5UNSNE @15L0PULND (2566)

P W) P
Funizduaruaule dunsdyuazidaniadonuanuaule

Qa v‘f'mu'ﬂamw'[ﬂamas'mﬁuiuniu\lizqndaanuuu‘lﬂgdwuuvh»: )

Uszduln
d Wmeedaomi - o ielihasanduriusan i
. ) Youfion roardinn

A - -
O INaasuENY N ]ﬁnlish’luﬂ

O Tamediunau

Ex. Poster 3

matailo

Jssz

L2 o rilenaasnumsarmaliigni
U Wemaeimyorms idan

v - v v .
vunsymuandenirfonmaruauls (ve) Suduntuain
o o dniSsufineacu
vidanmsarsTuanes musuduiymiiiniFouauls i
N uazinufjuiniaadng
% Tuawadanda
- WamesuanstunounsUfin O,
3 4 () F fiaffiReuvudl
} - Wameiuszonduiiusnisdnauvdednui Uffuiuduuseou
- Wawmasswmsauda fuansFouioaulmi
- Wameiuansswazdennisifuni uazaf1atuau
§ T
Suriuaus
asdanag uaz
%
ARABDWNITNNS
<
I & sanuuullanes
=

a
W

Q tndeusmvandusuirzuoonla
S~
: Tow idrsuurRnuastunsunsnantuam [[hw-»-----““"”’“'”“’” I”““‘”I
» O indoulutuid TuRaiuiRyaiu
¥

P x \

wavuvaaiiou waldlunsuiuusliua
o o

uiirsauysainiign

Al 2 MsdafanssuNsEeuzaeIn (Active leaming) wuvassassadugy
WBWAILIAINNAINITO MUNITOBNLUUINUNIIAN

Y7 5UNSNE @50 ULAI (2566)
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aa o a

¥

M13199 3 MIAATIENNUITEMAgIveiUTTUUTNANSSBUIATTALAE N1TS B USITIIN

Fo3du/3se unwanWasy n3EaLEINN1T Wnsiauaz
saulatduuszuy | IANSEEUSTIN Usziliung
HARINa
unagosunsdanisdeusles | wanesun TynsiFeuguudly | Sssvunuuyszdiu
To3sns3ouguuulodamdu | dan1sioug AMs) | dayvdugiu (PBL) | mawg Sudin
gruNaufULAnasNasIA | fiussneums HEATULLIAR n9i3oug
fesluseivdusuulu Gulem s1uteya | asasse el | wazmsdsudu
voamaunludymiluszuy uagnsvAuALTLY | giFeuasaeng | auamlag
msﬁﬂmﬁm%’w‘?ﬁauizﬁu 18930 ImJILLaSLLf?Tj’in’ﬂu I;;L%enszmy, T8N
Uaudindnw lanas AUeNel
(WawdnA HNINA LazARLE, vosyFou
2567) (luuseina)
sswﬁnﬂmiﬁaugﬁ%ﬁa 50 | syuullenig ULV Usgifiury
domawdsumsoniunisdn Feuznavia 5.0 uywoiduguenans | aussousniaidous
nsnudmiunaiileagelva: | (DLE 5.0) iflag A LAYANTATS (Learning
wilageeunasy Ny uariiuiilowes- | Uszaunisnl Competencies)
NSANYIAINAUALIAINTIUMS | NMEAN madougiidavgy | vesidouluga
Feoug (@au alatan, 2567) JFuimmuany Advia
(ludszina) poINSH
GRGV/E

MSRNFULUUNITIANTS SrUUlinenTs auddumsaouly | dnisfananela
Fousuuuleuiamuunafans | Beuspava OLD | dudsuny USUNUDITEUY
Feousidesnmendviaunaniody | dufulsaou Tassassiiugiy | fnaddviaie
Weanaduruaaieyeidva | dsedlulsemalng | Adviafiatiuayy AUUALUNITIN
dmiuinfnuividneg seau nslanusy naiFeug
USyyns unInende sy Guaariﬁau Tududeu
(Umen mﬂf'i)m/l%, 2566)
(ludszne)
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Experiences from a
Biomedical Engineering
Course

(Rios-Munoz et al., 2024)

(P9UsELINA)

Classroom, Zoom,
Educaplay) wag
29AUTENBULNY

(Gamification),

¥2398/637 wwanwWasy n1sdaLEsNNIg Wnsinuag
saulatduuszuy | Iansiseuiidesn Usziliuna
HLAnIva
Digital Learning Ecosystem to | sguuiiiaAnis ﬂi%éﬁlﬁﬁiﬁlﬁmﬁ wumsUssiiuite
Enhance Formative L%‘aug“%ﬁa (DLE) | unummdesn AT
Assessment in Second ANTUNTISIU (Active Role) Tu (Formative
Language Acquisition in Mwiiaes, NISWAIUYINYEAIT | Assessment) Waz
Higher Education. 9 1 Tou W uaz mﬂi;%a;ﬂa
Sustainability, AUTIOULMRATA | deunduLiiefnmy
(Pinto-Llorente & Izquierdo- ALV LAY
Alvarez, 2024) (mnaUszine) sryUynnves
A

The Impact of Gamification wnannlosuRIa I%mil,‘%au;imsﬂ% Tynsuszidiulag
on Learning Outcomes: (o Google Imwmﬂugm \iou (Peer-

(PBL) 5201Un1s
wsduluny
(Nanogames) i
Wiunusuilouas

ANUSURATDU

Assessment) UIN
wazn1sUTLiiu
(FII'EJL{‘JIEN
(Continuous
Evaluation)

YDIALHUUTTINRUA

Uszlevuvashidriaunannasuinan15dnnisiseusidesn

AIVAUNAANDTILANNTIUIRINITANYILAZIS BRI IAINYNTYNLIET Uaga1unTaUTuwAINIg

SHU3 ANINAIUNBINITVDIH T EULULLRNIZUAAR auasunIsiFeuskuulaney dinTesdlaway

iesuassegalalrnisSsusaunauuLazIiNNTImUTINYeS YL uonnTfiaiuayunsieus

paeATInaNIsaEEUglALIazdLSINSAnYILEY
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o

Hadrfnvasnislifdiiaunanrasuiianisinnisizeusiden
Jomnandanalulafuazmannfdumesdnuazgunsnfialumifiossuluumasiud
orvhlmAneumdeumlunisfine msvieinuesnand “a%awgaauuawgﬁau nslaunanmasy
ooulaunesordeamnunwasiumelulad feeraduguassadmivunngy Jymaiuauuaende
wazarunduaiui veyavesieunasyasuaniinnudsmenisgnasdemnlufiininisinw

ANUUABAdELigINe N1TRaNRUUNANansTWIIzal n1sUSundnansivaennaofuluInig

(%
a Y a Y

N33 EUIBINIUANINLINABUARYIANBIBAENITINUNUNR n1HNaUTHLAZNTTAILTIN YRR

YOI ABULALHITEY AINANTOIUNTIANATUANTNINITITU N15UTLTUNANITITIUTHIUTEUY

£% '
CY =

A1 UNITIATNEE UIIINUE NFULDY WU NISAATININELALNISYIN U T

unasy
nsluATTaLnanleTUNSISEUTNEALATUNITIANTSEUSITIN (Active Learning) UNSEUY

¥

dnmooulau iunumeiiddglunswauins@nulugaddia Tasunanesunisiiousia
UseAnsnwesaaiunsiaiusinvesiseu (Leamer Engagement), 13t3ousuuuiiufduius
(Interactive Learning), LLazﬂﬂsL§8u§ﬁLﬂuiﬂaqﬂﬂa (Personalized Learning) 9INNISANYINUI
FEWawnannesy 1¥u Learning Management Systems (LMS), Virtual Learning Environments
(VLE), Online Collaboration Tools, tag Al-Powered Learning Systems ﬁU‘I/lmVlﬁ’lﬁ'znyumia;N
Jsraumsninaideusiifiamnin lnemelugidsuannsodadomlaaznnuasdouglanndiyn

1387 ABUHAUBDIABAIULANANISINYANS LL@%ETQE’I’]@J’WQVT’]IMQL%EJUI@ﬁi’]\?@\‘iﬂﬂ'ﬂﬂzﬂﬁﬂﬁml@ﬂ

wilnnsdananssumsiteugtuinUssavinmuasUssdnsuandagu
v a
51811581989

aMelng

aa a =

sushe asifiouwn’. (2566). Msmwdeiafinewuuiuduiusuuss vulinanisiseusesulay
swfunsdanisseusuuvaseassadugu Weimuenuaunsalunisesniuununsin
dmsuiniseussdutulisendnw. saramaluladuazdearsnisAinyiunineragglysie

5551655717, 18(24), 18-32.
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a

g1 UIABUNS. (2566). NsWAUIFUKUUNTIANTISBUHUUlaUTAnULLIANN ST BUgIBeINAY

(% o (% a IS a a

AdviakNanneasiaauaIIANRaIAN A ITad s udnAnwIvdnaseauliyyng

g

UNINEAY51u9). Journal of Roi Kaensarn Academi, 9(6), 621-636.
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