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Abstract

Environmental issues necessitate early education that fosters sustainable
awareness among children, particularly Generation Alpha who are native to digital
technologies. This study aimed (1) to design and develop the user interface (Ul) of
“Waedlom,” a web application that fosters environmental consciousness in children
using a human-centered design approach, and (2) to evaluate users’ satisfaction,
suitability, and engagement with the Ul. A two-iteration process was employed: Cycle 1
involved 50 general users at the TCDC Exhibition to gather usability problems and
suggestions and to assess satisfaction and System Usability Scale (SUS); Cycle 2 involved
ten IRB-approved participants aged 7-9 to evaluate engagement, content suitability,
ownership, confidence, emotional connection, and internalization.

Results showed an average satisfaction of 4.8/5 and an average SUS score of
59.0 (marginal). Children demonstrated 100% engagement, 100% suitability, 62.5%
ownership, 50% confidence, 25% emotional connection, and 37.5% internalization. Key
Ul mechanisms, QR hunting game, child-friendly illustrations and characters,
appropriately sized high-contrast buttons, and a virtual garden, align with play-based
learning and gamified learning, enhancing intrinsic motivation and meaningful
participation. The findings indicate that a human-centered Ul enriched with child-
appropriate gamification effectively promotes environmental learning and awareness,
with design recommendations to further improve usability in school and community

contexts.

Keywords: User Interface Design, Environmental Consciousness, Generation Alpha, Play-

Based Learning, Web Application
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agoutszaunisal (uuuidaddyd
denAR eIt UNTNLULE oLl en151Tus
AawIndau Active Learning theiasuadnais
anudladaiomuarmadenleadensual
yhlFeuiussgdlaniglulumaGeusuniy
(Bonwell & Eison, 1991; Freeman et al.,
2014).

agslsfianu nuAdaiAeatuniseenuuy
dauuszauily (User Interface: Ul) SERED
iiens3euisudwndeudmiusndsd
$1it Tnwdnilngjazidudunisisoudialy
mMseenuuy Ul imngausuiodinuazasng
Engagement ELumiL?sJuivﬁ"m?fmmﬁam
Tasanizdelugndnwieg 1 dussuy
(Hourcade, 2019; Nugraha et al., 2023) N1
panuuuduUsEaugly (UN) vanefianisda
aerUsENaUA1e o wu Ju wy loreu & uag
#aazs el ldansaldmeuduszuuld
agedreaekaziiaumune Ul i ldifies
eann1szn1aleygy (Cognitive Load) usl
§eas1auszaun1salild (User Experience:
UX) 18 orlonisidausauuazninsoud
(Norman, 2013; Nielsen, 1994).

NISWAUT Ul @95ULA nd9Aa5lH
AUAIA YA DAIULAUIZFUAIUNAIUINTT
Audslunsldau Auayn wagaIy
UaeasiglunisiSens suufieanislduuimanis
sanuuuidugldidurqudnans (Human-
Centered Design: HCD) "Tjﬂig:ﬂl,ﬂuﬂ’]iﬁﬂﬂil’m
wWrlannudeenisuasngAnssuves l¥as
H1unIsLAudoya A15e0nkUULT 1IUT
(Iterative Design) uagn1sildiusiuvesyld
(Participatory Design) Lﬁ'aﬂ%’uﬂqa?{aadw



Jsansalsdionln UA 6 aUUA 2 nsnAW - SUDIAU 2568

woiil ssaunauland nquidmuisldogg
WN939 (IDEO, 2015; Norman & Draper, 1986).

ATedd e Fuseundiadu
“Uandeu” Tagldnszuiunis Human-
Centered Design Wun1siaun Ul Tuges
250v 1fun manaaeuiugldauialdiile
Uszilluauianelanazainuditedenisidau
(Usability) wagn1snageuiuidnialuelsdu
SavuilouszifiuamivanzanlunigFous
dawnden nseanuvuiiunislifansaud
Weulearusssund 1wy MIn1uv QR Code
uazmstaunuiiensGeuidanadensiuiy
Tana3s i eliidnddausaulunszuaunis
\$8UIWUU Active Learning Wiaufuaing
AU UsIsumAs1unalulad de
aenanafidnaninlunisinluldlulsaSeuuas
guvuiiieaiiensFoudmuduandondidsdu
dwsuinlugandvia

IngUszasAvanITIdy

ileponuuuuaziaudUsraugld
(User Interface: Ul) aast3unounaiadu
“winden” tneldnsyuruniseenwuuiiiiu
@%L‘ﬁu@uéﬂmﬂ (Human-Centered Design:
HCD) Wun"seenwuULE g (Iterative
Design) agnsilaus et (Participatory
Design) 1ag A1 9AINULRNIZAUAY
Wawnsveadnaiestusan wWedwady
Indiindudwnndey wazasraszaunisal
nMsBouifiaenndosiuuuiAnnsiFeusniu
n15.8u (Play-Based Learning) agn sy
nalnwnu (Gamified Learning)

Uu2An wqwﬁﬁuﬁm%’m

it alwnrswauns uneund ady
“UWindou” d1usutasuas1sindrinnu
Fundorludnauesdusandulusgnad
UseAnsnm $1uidedld@neuunfnuas
nou A oatedlususng 9 1l o141 9w
wwmsluniseaniuudinyszanully (User
Interface: Ul) wazn1ssnianssunielude
TagdsznausouuAnniseoniuuiitiugly
Lﬂ‘uquﬁﬂa’m (Human-Centered Design:
HCD) wazn1soenLUUITIuE (Iterative
Design) luaueanuuud an1sfing wwiAn
N1338UsHIUNITLEY (Play-Based Learning)
waznisiseuguuuldnalning (Gamified
Learning) wiifnn1sUduiusBedyanual
(Symbolic Interactionism) LLazmqwaﬁ%mﬁ
v1889n (Extended Mind Theory) 323814
LLu’J‘Vl’Nﬂ’liE)E)ﬂLLUUﬁ"JuU'ﬁ%ﬁ’Iur}iyi‘ﬁ’ﬁ
WL ANAULAN %atﬁbgsm’mmﬂ’ﬁ’mﬁu
wunAmmaNTazTelinnseenuuudensviall
W B9RBUAUDIAINABINSITUNATIA LeEY
a9nARINURRININIT ANAR WaENI55U3
YDUANDLUBLTTUSANBE19UMaTa (UNICEF,
2022; Ghazali et al., 2023)

nseenuuud ug1diduaudnans
(Human-Centered Design: HCD) tuuu)@n
pdnfunsfidudauvesdldluyndunou
YOINTLVIUATNAIL Lagtanizlun1swaun
waluladifion1sAnw HCD Faulid ende
LounaLtuiiiauntuneulandanudenis
AMNATAINIUNITITIU LagAIULRNNS AL
aumuIn1svesnguidmuigliegiunasa
(Hourcade, 2019) dmsuihniaiueistusani
Aruasiumaluladfdsia HCD silwdau
Uszanuldgneenuuuliiduiing Wiladney
wazann1szn9laygn (Cognitive Load) Tu

91 61



Design Echo Vol.6 No.2 July - December 2025

A1519U (Antle & Wise, 2013) n15M6n1S
genuUUBuTT (terative Design) 333U
HCD waglvinssuruniswaundanudangu
Tnusuugsdmuszanuildmudeiausuus
I¥anmsnaasusisluusiazsou Feigaina
n3ldsan (Engagement) Tigeuiandu
WrvesnsFeuiuindu (Yilmaz & Seifert,
2017)

nsifgusiunIsiay (Play-Based
Learning) Tdn1staudunalnudnlunns
duasunisiieus lnawnnldSeusniuns
d1579 neaaes wazuAlyniegreaynauiu
(Hakkarainen, 2010) ﬂumzﬁmit,%‘auil,l,wi%’
nalnuny (Gamified Learning) Uszgnsinaln
VBUNY LU ATUUY 51978 WATANYIINIY
Lﬁaﬂizé’jummaﬂﬁ] (Deterding et al., 2011)
N3y sAINSAIART WAL UG
welstudan inszdonleewgAnssuAdva
WhAunsiSeusdanndey Wy Aanssuns
MM QR Code n3omsugnéulsiluin 3
lidndoulanfdviatusssumniatdldesis
Jusssuwn@d (Lillard, 2013; Hwang et al.,
2016)

wwiaAan U dunusdedydnual
(Symbolic Interactionism) 85UNE31AUMIE
vasdanwaliinann1sufduiusviadeny
(Blumer, 1969) Tuusunvoaey “winasu”
Wnanusafnudydnwal wu lenousy
auldl Judlen wiomusnimesdniian o T
udunuvessssunduasnisnsgyinia
AaAviodIndey FarrenseduliiAnnis
Arunaganudladedin vueinguiiad
Yg1899n (Extended Mind Theory) (Clark &
Chalmers, 1998) afutenafvesuyudlile
$1itnogluanes usnszanslgiaiesiiouas
dwandeuseud datu weundindunas

91 62

AanssuRIviaausavirtn iy “druveny

'
a1

19930 ” fivaeliiand1sie Feus wazade
audladandeusenues (a6, 2010).

n1seankuvdUTEaIu [dmsy
Winfiaanudndnyesnede iesnidindidesiin
ﬁ”wmﬁugﬂuaxam%ﬁ'LLmﬂm'Nﬁ]'mr;ﬁ.mg
(Ghazali et al., 2023) dudsyanuylddmsu
Wndemsiseudte THude dduanla vun
Juangay uazdaiusninesq wdela
(Hourcade, 2019) $1u398999 Nugraha et
al. (2023) Fauansliiiuiinisldnalning
(Gamification) Tun1seenuuudiuyszaugly
Pgiiumsiidiusin uazadausegdaniely
(Intrinsic Motivation) l¢agsdniau fay
mseeniuvdLUsTalives “uanden” 7
fandnnisivanil llifisagagannisens
Ugyayn (Antle & Wise, 2013; Sung et al,,
2019) usidaireUszaunsainisSeuiayn
finumuy wazdsbu,

nalagasy N15YSUINITHUIAR
msaamwuﬁLﬁ’u@ﬁz’flﬂuqu&fﬂma n13
genuuUiaIugh N3 EUTHINNTIEY N3
Feuduuuldnalniny wuifanisufduiudiae
drydnwal uazngquidnfivenseen fumdnns
ponwuudUszalddmsuan dzvioudls
wnsieseunquitadiuitang welulad
Lard wandeu vuidedseliiieadng
winnssusunseaniuudUTEaUE LY ue
ﬁaﬁuﬁuﬁﬂamwmmﬁaﬁ%ﬁahmiﬂqﬂEJ&
Fndnfindud wadeuTviud niaiueisdu
Savhoeadaiiu



Jsansalsdionln UA 6 aUUA 2 nsnAW - SUDIAU 2568

s2iaulsIe

i Ted 0 un133 T ewaun
(Developmental Research) Tagldiug
nsnrseenuuudt s 19 d uguednan
(Human-Centered Design: HCD) AUAUAS
Teusimvewld (Participatory Design) e
Warnduuszaugld (User Interface: UN)
YosuloUnalaty “wndon” dmTulEiuas1e
Indnfindudanndenlufinaiueistusan
55UIUN1TITEe1AEN1T00NLU LT 1T
(Iterative Design) 311 Ua839359U (Two Cycles)
Tnelunrazsouln15as19AULUY NAFaUNIT
T iudeyadslSnaunas@nunm uwas
USudgeduuuuegedelied wuamefing
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Uszauil 14 (User Interface: U) uagnase
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N13tEUNY QR Hunting nslanauiudy way
MSIUEIUA ¢ Voo UNALATUY
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3) anAnidunvas (Ownership):
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1) QR Hunting Game fwesfiliiin
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Auwin Inelddduanla gULLUUﬁmmxamﬁU
WALINI96in wazausnimasiazasiiiawiy
Engagement LagAINAUNAUIUTENINNIT
Ttau
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3) Wrvasaduduld (Virtual Garden)
Lﬁﬂmmsaammﬁwﬁwaamsa:aw?jyudau
fulsimdanisaunu QR weasannuidndu
WIvaLarAURNRUAUAINTSY

waUNALATY “UInaou” ANBankuUMAIY
WWINIY Human-Centered Design lagl
ANEIAYAUAILI 18R NTITITIIY A
wnzausey waznsdadrutuneuiidile
478M10LUIAA Play-Based Learning Wag
Gamified Learning i alifiiniinnnnudila
warmsznindennudfyvesdunndonetig
fafurnunsBeudiaynuaz sy

1. wanIsWaLA Ul 58Ufi 1 (Macro
Usability Test)

nsIvelandunisnaaeunINdse
AM5LEaU (Usability Test) vasiunaunaia
Fu “wanden” funguildauludiuu 50
AW 181U TCDC Exhibition laglu
11915 wmaansldaruassluaniunisald
TndiAsatunsldauass ilensiaaeuniny
winngauvesduUsraul 19 (U) aauis
wolalun1sidau wazdsednSnnaesilandu
FN4 9

af 1 Suseundnduluieseud 1
wn: 634y, 2568

Han1snAaaunul fldudiulngdl
Engagement @4 sgni13an13naassldanu
Tnetanzlufiees QR Hunting Game detne
afeAaunauIukagnsvdunuaulala
ag19m 0l 83 luduaduianelalagsau
wuingldlvazuuulade 4.8 910 5 Azuuy
dzvioutsmnuiianslaneaudiglunsdnis
AMUUNEUIIURIERU N1T9DNLUUAMINLADS
uazAanssuiidenleatunisousduandey
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ag1alsAny ann1sdunawaznis
dounuANUAnWILYDI L nutynuas
Forausuuziiionswannsoly feil

1) Ynursdaudivuadn vilvinaldenn
Tnganglunguiasisuazianian

2) Henguursedslinauduasnanis
wuilasudaaundeou uarlineuingusvasd
Taeass Wy WendunisneuaAatd #endunis
Feudenedes
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3) A153A2199ANNLazA1a5 UNe Tl
wiudn vl livsdnldidladsutunou
ASlEeY

4) du1edrudiannuadrenuuiniiuld
daalviglduenyssinnuesileidulaann

5) nudfiauaasniuly araviliild
Aagalaiiniiau

st wamsnaaevluseuusnldlvidoya
ddnianansmi i lumstauuazu$ulss
Ul Tuseudald i olfnisldaumunzausu
fdnduitmanennd sty

2. nan1susziiiuaudefanis gy
(System Usability Scale: SUS)

msUseiiunudesensidauresiu
LOUNALATY “Wandon” adunisinyld
LUUAaUAIN System Usability Scale (SUS)
Aunguifldauialy $wau 50 au aneluay
TCDC Exhibition LiioUszidiuszsiuaiudng
fon151T9U (usability) Tunawsau wans
Usgifiunudn A SUS Score Ladeagil 59.0
Fednogluszdutiunats (Marginal) ma
LNEYINISAAINAIYY Bangor et al. (2008)
ey Brooke (1996)

A1ILASITMTIANTUTEAUT 18T ONUIN
Fliuliazuuugsluderiieteaiun
Pelunslden @ 3), mnusilumsseus
sl @e 7) wazanudulalunisldau
(72 9) azroulWifuiweundiadu
“Winaeu” danuuizaunonishdaulu
seuvils wavannsoadernutulaliungly
sEInensioaule

ag19l5fnn 907 L SunzLuusm
laun 99 4 (Anududeaulunisida), 1e 6

(auldasanovesiefdw) wazde 10
(rwdndulunsFeudnouldon Jauands
Wi audmuanududouuislsznis
sewi19ms1dau Tnotaniyludunounis
Wrielandunagn1svinanuila Flow ve9
AanssuneluneUnaiadu

nan15UsgLdu SUS Score luszau
Ununansiiasieudedneninlunisiauives
LoUwdlatu “windon” Inedeyatiliainnis
Uszidudananngninldldiduuuamislunis
UFuuganaziauw Ul Tusaudalyd (Cycle 2)
WesnsyauAudesenisldau Waa
Fauvasasutunounsldiu wazanniny
Fusourasilaiduuisdn elimuzauss
mslfruveasnaiueistusaruaz il
IFagheiiuszansnnuasdsdiu

INANTFIUNALAZEOUNIN UINIVIINIS
Useidiu lﬁmaﬂﬁmaauﬁ’wflﬁ"ﬂﬂ (50 AW)
il

A1INAGBUNITITIU (Macro Usability
Test) A9a3unneluau TCDC Exhibition
wudn glEialudiuau 50 audszduaing
fanelasionisldnulaesiueglusyiugs lag
THAzLULLRAY 4.8 990 5 Yasifieniu nanns
Uszillumieluuaauny System Usability
Scale (SUS) l¢iriode 59.0 Azuuu Tsdneg
lusesu Urunan (Marginal) agvioulsiiiiuin
szuudaidodtnuisUsensiideslasuns
Uiudgadiudy Tngianglusnunuagaan
Tun1snadu vurauazdvetesAusenay
UNEIU ARDAIUANTALAUVDITBAIULAY
thewugihneluloundiagy
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M1579% 1 wan1sUseiiunsldauseud 1 (vl 50 aw)

o e’l’u 1 dl L a

kel AladY sEAUM ST
ALY SUS 59.0 Uunang
ANufanelalng sy 4.8 INNgn

2T 2 AINTTIIINSaUTULRUNELATY
i 1338, 2568

3. p1swaun Ul 9anmsiiayiueunatadunsseui 1

Tumsiamndukeundiadu “winden” §idelddiuniseenwuuiasUiuugsdiulszanu
HlY (User Interface: UI) NIUNSEUILNNSEBNUUUITNIUE (terative Design) $1uau 2 sau Tne
nestu 1 Wunestusunuuiignihluneasudugliauimludiuam 50 au ieiiudeyatiym
wazdorausuuzlumslinu nouflazthindsulsuasianndy nesdu 2 Ssgnvaasuiunga
Winlluelstudar a1y 7-9 U dauiu 10 Au
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A1SBBNLUUINSAUN 1

=
N138BNLUUVAITBUN 2

AR 3 ASHRIUNEINUSEAULBUNELATUTY 2 2958U
wn: 634y, 2568

nan1siUSeuigunuI nestu 1 danu
Fusouludunaunisldau Tnofsruuni
a5t unateni wu ninsend e wii
fManuneusey wasniAanssudidewiestu
nangdumneu ligldnulnsiameidniin
anudvaulugiumsldan Snfeluusdiu
flouadnuardldunnsnanniundanniin
MmbiAnauenauntunsnaldau

luduves westu 2 ladn1suiudss Ul
Widanuseuiteuagiunzaudvg lduan
et Tnwansuiuduneuiidudeulitosas
Inarnuntinsauligennfosiuianssu
QR Hunting Game Jafufanssumaniidinle

aNNaEula WUAULANA19Y89E (Contrast)
senIduiui und wazversvuiny uli
winngaufunsItnuaadin Usunmusenau
WaALINLMBS WlAduAnlE waviiudsuay
AnAd aulMINaINISALNY QR Code Lile
asanuaynauuLazausandnsaliiu
ALy
9 & U 1 & o

NsALIAINeITY 1 lugunesdu 2
TweUndadu “winden” JANUUNLNZALRD
9B BusTenAnuINTY WnauTad s
aag v v | < =~ )
3517 ulasg 9535y dadnudulanay
A anduidiveddufanssy lnedng
Engagement Tun15¥1Aanssy QR Hunting

917 69



Design Echo Vol.6 No.2 July - December 2025

Game lfog 1981l 09 nadnsdang 12
donnaaInULUIAA Human-Centered
Design Wag Play-Based Learning ﬁi@ﬂLﬁﬂﬁ
Ji5vuildusmesafufinasiinnsisous
ogaynau Jaazdunuimedifyluns
WarndensFeudiudundoudmiuiinia
welstudarhensliuseansnmuazdsdu

4. wan1swagausaUdl 2 fuldin (Micro
Usability Test)

naaINNsUTuUTsE Tl (UD)
mutelausuuznglinuilulunsmaaoy
souusn Adeldduiunsmageusouil 2 fu

naunnLupisdudan 91y 7-9 U 1uau 10
A TH1uN35UTesaSessL (IRB Approved)
WeUssidumnumanzanees Ul anudiese
n15ldau wag Engagement fian1siseus
dwandeurunisldauuieundiadu
“UInaon”

asnageuaidunisiulsssoualsanay
Amasunan lagliinnaasddanuiiaes QR
Hunting Game melufiufiass ieUsziiiu
Aaudila Awaule dazwgRnssuszning
M3y sdansdumuaidumdsniside
\egounuauAniuisafuUsTaun1sali
195U

AN5199 2 Kan1sUsEEUNSITIUTaUn 2 (hnaueLstudan 10 Aw)

A%n ALade (S.D.) U8R
AZLUUNDUNINTTY 4.38 (0.92) -
ALLUUNAIITIUAINT T 7.38(1.19) WAILINIGREY +3.00

naaanuTuUsedudsraus l[dniu
TolauakuraNTouwsn Jairlunaasuiu
nqudnendnfefinaelstudani ang
7-9 U 1u7u 10 AL HANITVIAFBUNUIN LN
ynAull A3idIUIU (Engagement) 100%
Tnsianizeg138 slufanssy QR Hunting
Game uazfifdinuugnduld uenaind nns
Uselilusig Rubric Auaus vinve Lazian
ARdazvioulimiudavmuinisigauinegng

911 70

Faau lngAtadenowd13uAanssuey i
4.38 (SD = 0.92) warunaad15unanssy
v udy 7.38 (SD = 1.19) FaamTu
o a v '
WAILUINISIRAY +3.00 AU LAAILIALTALIN
A1598nWUU Ul wagnanssunieluwaud
Anannlunisauasuindinaudaunnaay
otslitadfyy
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v a L4
ﬂﬂgﬁlﬁlﬂﬂ%uﬂmﬂﬂﬂﬂ'ﬁﬁﬂmﬂ

100

Percentage of Students (%)

Engagement Internalization Lost/Bored

Suitability

100.0% Proportion of Behaviors Obsameed, During the QR Code Activity

Emotional
Connection

Ownership  Confidence

dl U 1 L% v 1 v a U
AW 4 andngiumudsauang 9 lunsldnuweunaiadi
w: 1398, 2568

TayalaUTuIuIINNTTUNANgANTIH
auinsErIdldauLeunaindu “uindeu”
WuIANil Engagement Tun1svinfanssugs
14 100% nasANsTUILNTISNAABLlTU Lag
winnnaufidiusnlunisawnu QR Code
meluitufiesegrasioes wagldauauls
Li‘famﬁﬂimgué’qmiamu QR

Am3UTREIY AumINT AN e 8
(Suitability) wuineglusesiu 100% awviou
3 nanunsadlard ownit A sadeaiu
dawandoulsogretaay Tuvazd arwsdn
\uidwes (Ownership) nuirdidadsogi
62.5% Tauanaiuindrlngianmagilale
#@3150M119 QR leAsun1sia

a1u aarud ulalunisiifanssy
(Confidence) ag#l 50% lagLinusdau
aursavinAanssuldogendouaas v
UNNEILTIRBINITANNIEWEB NS ITNA B
wazilerfumsauni OR dmsu ansdeules
1921508 (Emotional Connection) Wuin
finnade 25% laofdifinureauii g eules
AanssuiunsiBeusiesdanaden 1wy ns

ydssuliviodn ifmulufanssu du nis
a2 WlE (Internalization) didiade
37.5% agviouinfinuisdiuannsnidenles
dsiildFouslugnsufoR wu nsuanseniy
quim'wsiu'ﬁywaw%ﬁaanwaﬂqﬂﬁulﬁ
NAI9NT1TWAINTTN LABRaNITNAdoU
WU woundndy “windeun” ddnaninlu
n15a¥1e Engagement figalavansnsansssu
Aauaulavefnauestusanilaoyiedl
Uszansam wieuraduaiosiiolunisadns
A lauaziruaff1ud swndoun1u
Aanssuiiaynauiulazasnndasiuiadin
vounantugatagiu
Togalananmuandliiiuii inuiseu
uamseumanilaidenam QR Idasu uaz
fnnswadedanndon Wy “axlifisueydn
ud” vide “epnugndulsiase” Feazvieulyt
Wiuduwoundiadu “winasu” ddnsninly
n1saseANATENINg LasAuAA A1y
dawndenlufiniunszuiumsiSeusigen
Nan1IAFRUTOUT 2 H3ududn Ul filesu
n1sUsulgsaunsaldanulaie wangauiu
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WAWINITVORAN A5 1ANAUNAUIUTENIN
Seous wazienseduliiinnisiTeusaiu
daunndeuruianssuiiidesledanadsianiu
fuividldognaiiusyansnm

asuladn annnsguIum T muILae
Usudgaivneundiaduy “winden” Wi
LUINI Human-Centered Design W11
weUndiatudianudieenislinuinng siu
i uanusaSouiuazdlatuneunisld
ulded1esinda lnsanizifinaiesduy
Saviiannsaldaulddaules tinninu
aunuazfiduswiuianssuegedeies
danalvdsvdu Engagement genaen
nsruauNsEeud uenaindl woundiatuds
Pedenluslanfdvaiulansssundlaesis
naundukLAINTIL QR Hunting Game 7Y
Wnedeulmluiiufia3mieutuiFousizes
Aunndonlunieuiu Mmundasieulsifiu
1 “wedey” udensBouifimunzauiv
Wniauastudan lngaunsanauauedse
WOANIIUNTITEUS lugARTIVA wazigasne
Aunszminiiudanndenldogisdaiu

dsluazanusena

ﬂ’13’3%’&1ﬂ%ﬂﬁﬁi’mqﬂixm&ﬁaﬁwmLLas
Uspiludiuussaudld (User Interface: UI)
Yo iukoUnaLAdy “wndon” Ingedouun
n19n1508nuuUT L ug 1519 uguenans
(Human-Centered Design: HCD) $a1AUN1T
00NUUUBNUT (terative Design) wawnsdl
dusmveyld (Participatory Design) Han1s
Wawawudn nsedunisaesseuyele
aunsaUTuUaRuLUY Ul ldegesaiilos
seuusnimaapuAugldilu o 50 Au ¥
Trunudgymauvuindu n15led wazns
Fnnatenu Jeaonndosiudoiausves
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Norman (2013) fieSunginniseenuuy Ul i
AnITann1sEn1etdegygn (Coenitive Load)
wagelildidlansvinuvesssuuladng
u ifevsutguarilunaaeuluseuiiaes
AuiniatuelsTusany §1uau 10 AU NU
Wnanunsoldauldsuiuasdemaulege
AENANTTY
MsoRNLULTINAUNIFBuSH1unTIaY
(Play-Based Learning) kagn1ssuiuuuly
nalninu (Gamified Learning) HadaudnAgylu
N13a319n158d9u390 (Engagement) way
usegslaniglu (ntrinsic Motivation) Tvifiu
Win A9nssudieonuuy wWu n15R1uM QR
Code fifliny uaznsugnduldlulanada
A9ARA0INUIUITEVRY Lillard (2013) way
Hwang et al. (2016) AnuinMsBeusunis
LAULAZINLAINTTOASIIANAUNAUIY AL
mANAY waznsifousegsoi e
wonani wan1siTedaziousndnd
anusanludives (Ownership) sefianssu
waziinnunagilafloaunsaiaisiale
d159 FuduusmyuliiAansGeusieiies
Snusziduiidfyde mnudndonles
msensual (Emotional Connection) TiinTu
Hunslddyanvalilazausnmesiu Ul 1w
loneugUiuliiviodnifidulng Aundnite
IS AANITAAILLATES19A NN Y
Bauinseduindey Suaenndostuuuifn
n1sufdusius@edydnwal (Symbolic
Interactionism) (Blumer, 1969) veugLagifu
nn37id eAdtaanusavimdiidues el
Y1N15ARKAENNSIEUSTRLANS denndD
funquidnfiverseon (Extended Mind
Theory) (Clark & Chalmers, 1998) fluoein
afuazAuAnveyvdau1Taveullyg
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LAS 99N BNBUBDN WU WoUNALATULALED

aa o

AR

@

Taasy n939eda Iifuinnislduun
nsnrseenuuudt s 19 d uguednan
(Human-Centered Design: HCD) 7uAun1s
00NUUUBNILT (terative Design) MaiFous
N1UN15LaU (Play-Based Learning) Waznis
Seuilagldnalang (Gamification) a1x13a
Wawndmuszaudly (User Interface: UI) 7
wizgaud v nluestudanildogad
UszAndnm wadnsilalaldiduienns
fimuduszaugliludanadamindu us
fagaiiausegela (Motivation) auaula
(Interest) wagANUyNHY (Engagement) U89
fFousoidevndudauandon suilugns
Ugnilsdmdriinuaznisairemginssudidedy
lusvezen
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