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Abstract

The objectives of this research were: 1) to develop a workshop curriculum on "Game-Based
Learning Management to Enhance Instructional Media Design Competency of Assistant Teachers," and
2) to evaluate the effectiveness of the developed workshop curriculum. The target group consisted
of 20 assistant teachers from Rajavinit Nonthaburi School, selected through purposive sampling. The
research instruments included the workshop curriculum, a knowledge and understanding test on
instructional media design, an instructional media design evaluation form, and a satisfaction questionnaire.
Data were analyzed using percentage, mean, standard deviation, and content analysis.

The research findings revealed that: 1) the workshop curriculum on "Game-Based Learning
Management to Enhance Instructional Media Design Competency of Assistant Teachers" was successfully
developed using the ZEP QUIZ application; provides a comprehensive integration of theoretical and
practical knowledge aimed at strengthening the pedagogical potential of assistant teachers. The
curriculum development process consists of seven systematic stages: 1) Needs analysis, 2) Goal setting,
3) Content selection and organization, 4) Design of learning activities, 5) Design of instructional media,
and 6) Evaluation of learning outcomes. 2) after participating in the activities, the assistant teachers’
knowledge and understanding of Game-Based Learning instructional design via the ZEP QUIZ
application reached an average score of 18.70, or 93.50 percent, with a standard deviation of 1.22,
which was higher than the established criteria; 3) the assistant teachers’ competency in instructional
media design after the training was at the highest level; and 4) the assistant teachers’ satisfaction

after the workshop training was also at the highest level.
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\edaasuANaNTAlUNTERNIUUFRNTINNTSISBUIURIATEY Y

a a = a a wa d' « Y] = Y .
M19199 3 Han1sUszdiuauianelaluniseusul@alfuRnisises “n1sdanisiseus Game based leaming
feLaUNaATY Zep Quiz”

. - sEAUNTUsEIY
Useiaun1suseiiu —

(X) (s.D) nsulana
auanuianelalundngns 4.87 0.41 wndian
AANEINT 4.83 0.45 1niign
ANUANUT / SEEziian / 01T / Ussnnduius 4.91 0.32 1niign
aun1siinugluly 4.88 0.40 1niign

ALRATINNNATY 4.91 0.33 wniign

wuhanufenelafildiuannmseusiméngnseglusedumnniian dafleede (X) wihiy 4.87 way
drudoauuunnsgiu (.0 wiiu 0.40 ilefinrsanmuussiuaufianslasuduaniuil sseznar/ems
Msgadiusiduddui 1 lnefieiade (X) sgluseduaniian iy 4.91 wardnudeauuinnsgiu (D)
wiriu 0.32 Fumsanudldiduddui 2 Tnefidneds (X) eglussduaniian windu 4.88 uasdudeauy
1Asg (S.0) WAy 040 Fuanudisnelalundngasifudiui 3 Tnefldiade (X) eglussiuinniian
winfu 4.87 uazdudenuunnsgiu (S.D) Wiy 0.41 wagduineins udduil 4 Tnesidede (X)
oglusgfuinnilan wirifu 4.83 uazdrudouuunasgiu (D) Wiy 0.45
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aAUTIIHNANISIVY

MsWanvangnsouT s fiinisies “msdnn1sBeul Game based learning ilodLaR1ANL
ansnsolunmseenuuudiomsianisSeulvesaitie” aunsoeiusonaldssil

1. uansifeludunmsfnudeyaiiugiu Fldanmsduneaiuaenisaunnngy nuhifianudesnssuu
TumsiauméngnseusuiBsufoanmsiidaau Tnevdngnsousndefifinisdos “nmsdamsioud Game
based Learmning Lledaiaiunuaninsalunisesnuuudensianisiiousueangitie” Usznousae 1) fian
LayANNAAYUDINSHAILIVANERS 2) IALIMNEVBINENGAT 3) domnansy a) NsIARINTIUETNAT19ALg
5) ﬁaﬂisﬂawé’ﬂqm 6) szEhIAN 7) ATl 8) MsUssiliunananans 9) inauiussAvanavomangns uaz
10) wnuanssuaiuaieenad  dldumsnsaseuaruiismsnddasadueidomangideng
5 AU aamé’aﬂﬁ’uLLmﬁmﬁugwéfmmsﬂ’wumé’ﬂqmmaqﬁfﬂmsﬁﬂmﬁﬁmwawﬂw (Taba, 1962;
Tyler, 1969; Saylor and Alexander, 1974) ﬁ@hﬁsqﬁmﬁﬂizﬂawé’ﬂiué’wmmﬁmﬁu AaRBdl YALfanang
amteusyaumsal ussmstssdunaluduresianssunisGeu nuhiianafesmsiufanssmdejofin
(Hands-on) Alastdnelddamnenuuiuinvesmy IdadouftRessiueundindy (ZEPQUIZ) uay
finszurumsaziounaliioniswaun GTfﬂLmeqﬁaamé’aqﬁ’umé’ﬂmﬂm Saylor and Alexander (1974)
FiiunisadsUssaunisaiannvanelasiauTinvzlangiu denndeaiulinAnves 3ty 1wdlug (2554)
BemdngrsiaduijatuaussouznsUiRauens wasdadoudes  ifuaiddeves uunelpg ageens
(2564) inausnisimumdngnsfineusudsfiesdusznounaztuneuiivarnrasifioduaiunisidous
vosnslummsTuil 21

2. avwdmnuitnlaluniseenuuudonisianisifoul Game-based Learning sheuaUnaiadu Zep
Quiz WUIMGINTIANANTSUATHYIY 1saseunvidn wunys dauianudilalunisianisiseu; Game
based Learning feendndu Zep Quiz finsuuuadawiiu 18.7 Aniiudovas 93.5 gandnaeisesar
fdmuald Wuluauauuigiuted 1 lnon1sdnnisousunisinnisiieus Game-based Learning
mauaundiaty Zep Quiz Wuniseusudelfiiinisiegliagdvislaanuianlunienguiuasinuelunis
E]E]ﬂLLUUﬂ’]iﬁ]ﬂﬂ’]iLiEJu%IUﬂ’lﬂﬂgum FavilngddreinmnuianutlalumsdnnisSeus Game-based
Learing tfisnnntu saenndesiunuiduuas wafie sumad (2560) Anwinisiannadugsduleinsel
awdangulagld Game Based Learning westinAnwsudil 1 vdngninundsngy uminendoaiundn
wui mmanansalunseunaznmsdeubensainwnsinqurdaGugsnieubulaefiezuuuedowiniy
7.88 wagnaan15InnIsiseuslngly Game Based Learning foukaznain1sdnnisiseus neld Game-Based
Learning unnsnsfuseaiitoddameainfiszsu 05 uenanianufianelalunsBeunsaeulagld Game
Based Learning vastindnwiaglusziuanniian

3, mmmmsiﬂ,umsaamwu?%amiﬁ'euifmmmﬁm Game-based learmning AEuaUnaiAty Zep Quiz
wuin Awanunsalunisesnuuvdenisinniniieuilasunnniseusundngnseusudaujuanis
393 “n153An15130u3 Game-based learning LiledaasuamaunsaluniseenuuudenisianisiFeus
voensie” oefluseiusniign unasnanvdngaseusudafjiRnisises “nisdanisiious Game-based
Learning Wiedaaiumiuaansalunisesnuuudenisianisizouivesnsitg” fesdusznovvemdngns
finsudunazannsaldlunsilinanuamsalunisesnuuudonisinnisiSeusvesaggvieldedisgnies
LazINTaNAINUTUN TIuAenszuaunsianasUssifiunavdsennisousuiiianuasuiiudsdanale
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Anuansalunisesnuuudensdinnisieuivesasitisegluszivainiian Tnendngnsinisdivun
fnquavasognedniau iemanss Anssuaduaduanuivemdngasoususaiiuniseonuuuuazaisde
n5d9naiSeus Game-Based Learning feusUndiaty Zep Quiz daduuvanieuiiianmnsaldliase
Tunnnsruiunistunsdanisiew; swudanslianuilunanguiuaglvdiiisweusuluniaufoavinlv
Hiiousuldesdmnuduagiinufifesnauvisienmnsaimanuildluldasdunsdnmsisous Gwaenndesiu
dthanauiBnsaninisfing (2552) uazdirn uusmid (2567) findnin Msigiinsmeusuldiuuszaunisal
psdlaeidonlowisnenguinasmaufoR viliAaussaunsal Bouduaradaesdauiienuios naemau
anansovinluyszendldlaasa wazaenndeaiuureidevensyy aeves, Juashil ansuw, wasUSayan
yesaou (2562). MsimumdngnstineusuagiioduaiunmsfsinmgivestiniFoussiunsinutuiug
Tsa3vuonay dindinauasiufinsfnuussounudunys wa 1 mamsidenuh astiaruianudila
TunsdanisFeudifiedaaiunisiniiasgivesiinoussdunsinyduiiugundanisiineusugand,

@
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