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Abstract

This research aimed to: 1) develop a programmed instructional package in Social
Studies using virtual reality technology combined with simulation games for
Matthayomsuksa 3 students at Srisatad Community School (Municipality 1), Loei Province,
to achieve the efficiency criterion of 80/80; 2) compare students’ learning achievement
before and after learning through the developed instructional package; and 3) investigate
students’ satisfaction with the instructional package. This study employed a one-group
pretest-posttest experimental design. The sample consisted of 30 Matthayomsuksa 3
students enrolled in the second semester of the 2024 academic year. The research
instruments included: 1) eight units of the programmed instructional package in Social
Studies using virtual reality technology combined with simulation games, 2) a learning
achievement test, and 3) a satisfaction questionnaire. Data were analyzed using percent-
age, mean, standard deviation, and t-test statistics.

The findings revealed that:

1) the developed instructional package achieved an efficiency (E1/E2) of
83.94/88.83, which exceeded the established criterion of 80/80
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2) students’ post-test learning achievement scores were significantly higher than
their pre-test scores at the .05 level of statistical significance
3) students’ overall satisfaction with the instructional package was at a high
level (X = 4.17, S.D. = 0.85). The results indicate that integrating virtual reality technology
with simulation games into Social Studies instruction effectively enhances students’
learning achievement and motivation. This instructional innovation can serve as an
effective approach for promoting active learning and developing essential competencies
required for learners in the 217 century.
Keywords: Programmed Instructional Package; Virtual Reality Technology; Simulation

Games; Learning Achievement
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1.4 asdasumseanwuuianssunsSeuinidalonaldiSeuladujduiusiu
doatlouats aullaufUR wazSeudiuaniunmsalitass ieduaiun1sAninsen msindula
wazn1IaiesfmUInIgnuLeet1alusEAVIEA MW
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2. UalauBkULAISUNNTIYeASIRalU

2.1 msfinwnanislduniseudidsulagldnaluladiadoussesiudunudiaes
lusedvdu 9 wu Yseifmans glimans Ine1enans vsen159ueNTn iievetenanisly
walulagidvialunsdnnisiSeus

2.2 AYSANBIFIMUTANULIALAN WY AuEInnsalun1sAniATIed ANEINTe
Tunsuitaymn puAnassassd MinveRdva uaraussaugnisSeuiluanissei 21 el
HaansveInsidmalulagialioussalaogninsaunauungsu

2.3 sanumsideilseuiiguseninanisdanisseuslagldinalulagiailouass
srufuinudraes AugUuuumsdanisieuddu 9 Wy mIBeuduvulasenu (Project-Based
Learning) M3Beuduuulitdaymidugnu (Problem-Based Learning) sen1siseuiidesn (Active
Learning) LﬁaﬁﬂmgﬂLLUU‘ﬁm:uwzamGiamiﬁ’wm;:iﬁwiuu%wﬁLmﬂsmf"fu

2.4 msiinsAnynaniseuslusserenifeiiunisasegvesninug nsihaug
Tudszgndld wazimuninsiwinueidviavesiSeu eUsediuanudsuveinisldinalulad
wleuateniuiuinuastdunmsdanisiinw

2.5 AsAnwINIsHaIsUkuuNsSeuinnauwnalulagiatouass (VR) Jyan
Useiug (A) wazinun1sAnyidicmeniu ieasauinnssunisSeuinnevausssienisilaeunas
manaluladuazanuseinisvesseuluauian

asARuS Tl

a1 JIdeladuaseiesianuiidu **VRSG Model (Virtual Reality and
Simulation Game Learning Model)** %aL*‘ﬁJugﬂLmumﬁﬂmiﬁauiﬁpﬁmmimﬂiﬂaﬁLaﬁau
334 (Virtual Reality: VR) Saaffuinusiaes (Simulation Games) iftosimunnadinnsnisnisidoy
LLazﬁﬂmmsSauﬁummiwﬁ 21

VRSG Model Usznausie 4 asdusznaudidsy laud V @ Virtual Experience n1sisews
| ¢ a a YU a % & | I . .
Hulsraunsaliaiiowasangrgligiseouinlautlomeg1alugusssy, R : Reflective Learing
nsagvsuAnuazvellesUTzauNsalgn1saaesdam3, S : Simulation Interaction N13iSEUS
HNULNLTADIEIUN TALNEWAIUINSAAILATIZY NMsiATann wazn13@ndula wag G : Growth
of Learning Outcomes NMSHAILNATINENITELUIINNITYININIINTFUIUNSBLUINMLABEN
Wusyuu
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N13ANduN15AIY VRSG Model danalvifiSeuiinnadnsdrdny 5 Usen1s laun
(1) HadugnsnIeNIsiSeugu (2) anuilaillonidedn (3) Minyen1AAIATIZILAENNT
ity (4) aussougauAIvia uag (5) usegslawazaruitanelalunisiteus

At VRSG Model uduuinnssunisdanisSeusiveimundiSeusgnssousu lay
TdwaluladiadousSazinudrasslunalndrdglunisadrsdszaunisalinisfeusdng
Usganinmuaydady

VRSG Model

(Virtual Reality and Simulation Game Learning Model)

V : Virtual Experience
e B NS
m‘a“Liﬂu;imm]*szﬂum‘imlﬂuauﬁe
« aeUszaunmsallndidssanuniaiae

a - P &
« Wamsiviuazanaudladiom

3

R : Reflective Learning
£ = § v
msaziouAnuantenlesraug
« Siassiuszaunisalfildsy
dWenlesfuanuimaedannfinm

J

S : Simulation Interaction
msGeujinunudiassamunisnl
« masndula

.
o msuntleym
o NSIUSIUNY

G : Growth of Learning Outcomes
MINMUIRATWENTITEUS

+ ysanmsuszaunsal idesviaudn
usvmsGaudrinunndrassethadussuy

sUwvumsiBeuilasldinaluladialiousienuiuinudiass

W g o wyeda &
ﬂaaw'ﬁn'l'smmgmnmu

(Enhanced Learning Outcomes)

1t Nﬁﬁ’uqﬂé’l’l'ﬁﬂ']‘iﬁﬂuﬁﬂﬁu
(Learning Achievement)

2. ardnlaiionnadednda
(Deep Understanding)

\ 3. ANWEISALNTARIAT IS
wazmsuitiym

(Critical Thinking and
Problem Solving)

5. usegdlauazanufanale
'lumﬂiuus
(Learning Motivation and
Satisfaction)

b /

4. inwzauAana
(Digital Competency)

mwf"i 1 VRSG Model (Virtual Reality and Simulation Game Learning Model)
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