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Abstract

This study presents a Conceptual Design-Based Research (DBR) framework entitled the Play-Act-Feel
(PAF) Model, aimed at fostering environmental consciousness among Generation Alpha children (ages 7-9).
The model is synthesized from established theoretical frameworks including Head-Heart-Hands Model,
Social-Emotional Learning (SEL), Experiential Learning, and Education for Sustainable Development (ESD),
all of which contribute significantly to child development yet lack a systematic integration of play, action,
and emotional reflection.

Through theoretical synthesis, this paper proposes the PAF Model as a conceptual framework linking
these three dimensions of learning to cultivate pro-environmental values and behaviors. Examples such as
learning games, mobile applications, and reflective activities are discussed to illustrate the model’s potential

for bridging emotional engagement with environmental action. The framework is also contextualized within
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the Thai educational landscape, which faces simultaneous challenges of environmental crisis and the need
for social-emotional development in children.

This paper contributes theoretically by expanding existing learning models to encompass emotional
and playful dimensions, and practically by offering a design-oriented approach to sustainable education
within the Thai context.

Keywords: Play-Act-Feel, Environmental Consciousness, Generation Alpha, Conceptual Design-Based

Research

1. uni
WinatueLsTudan (Generation Alpha) Faiinndsd a.a. 2010 Huduun idulavimnaingedwandaui
suussfigalulsyfamans lidnandunnslanfou vafiwmsennia vidonruivesdvsssumfiiiiugedu (1, (2]
NuATeARMsni Winfiialul a.a 2020 wwdifuniuemiudouandannniauiidslunmsss 1960 Sadau
wnunsNseuEsndeusilidunaieme [3] 3@5%1‘121‘1?145&mmﬁﬂﬁ’ﬁgmmmiﬂqﬂﬁﬁméwﬁﬂﬁmﬁamé’au
RaustTeudn
TuvaziAendu iinaweisiusamdadulalulanfdviafiduduningudeu 4 lnefinnsldde

AIviaLRieiou 4
Halus 44 wifiseTulungueny 8-12 U [4] ymAdeluseawsidessnudn wnldiariugunsalidviamis 12 Falua

25 wiiisiedunni luvagilinanfufunaseaiios 12 §2lus 5 uriidoduanni [5] aamdeuarfananduiusiv
TaymaunmAsuagnsnauimiaensual Imaé’mdaulﬁﬂLﬁﬂﬁﬁﬂzymﬁmmimhﬁu%umﬂ 13% Tul 2018 1Tu 16%
Tul 2023 [6] agndlsfimu n1sdrsavarganud Wnuazienwunszmindelgmasnedenssnanieda Tng 72% vos
fnieusisendednisd suvasanmgienniadwanedinuesnaniun uag 77% wiudndududesding
Wasuwlamginssuadsluaiiiesuiietuingassnan (7]

wiihazdinseunnAnnsiseuisnudandeniivarnvans uaddlisinsoulafinaunsiau (Play) nmsasiievh
(Act) wavorsual/Auian (Feel) wWrmeiueginluszuy feg1ugu Head-Heart-Hands Model w83 UNESCO
(8] usfazitfumsitanesdanug adeu waznsasiievh wiliilaliruddyiunsiaudaduinlavesnsiFouslu
Fufin veusdi Socio-Emotional Learning (SEL) Framework wiiagiuniswanersuaiuazdeny usldldidoulesiu
mMItausazn1sasiiorThndundanlngnsa [9] §u Experiential Learning Theory 84 Kolb [10] uiaziinisasile
uasni1sazviow wildldasersualuaznisiaudunnunansvesnssuiuniaious luviueadeadu nseu
Education for Sustainable Development (ESD) 84 UNESCO [11] iiun1sAndeininsuasnisasileviniionin
Fefu wilddFadsunumussmsidunaziiinieesuel vaziReiu Play-Based Leaming wiazlianudrdgiunis
iy widslilldealoadniunisiauensuaiuasandingudanndsusthadusyuu [12], [13]
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2. InqUszasA
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3.1 n3aULLIAN Play-Act-Feel (PAF Model) Aonsauuifnnisifeusiigiduduaseiduain Education for
Sustainable Development (ESD), Experiential Learning, Social and Emotional Learning (SEL) wa ¢ Play-Based
Learning Tngusznauseesdusznouvan 3 @ léud Play AenslinsiduduanEudureansfeus sufanssy
a¥19a35A 1 wazdolBsUfduniug Act Aensasilevindsdaindounasdenuidusedld iedeulosnsidousiu
nqRANTIL939 wae Feel Aomsasvioustsualuazame Aisnensinisiuiuardndidnmelu nseuuudaign
sonuuuLieidenles “msidu-nsnsevii-orsual” Whdetuegraduszu Tnesjatiunsiaduairsdndiingu
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FinUszdnTu

3.3 1AnLaLuaisdudant (Generation Alpha Children) winefla nauUsznsiindoudd a.a 2010 Wuduan
116] Tnglusmideiagsjadudinery 7-9 9 Fadutastofimdmiauwanuda anuddn waeinuemedsauagng
dudu Winnguilfdnvusrufoniadulpludsauddvadiusuuuy msdsudiudedivainas wagnisiiunum
ddglunsivuaerdouveinseundinasdiny vnisforfuifeandyiuingndwndenlussduiidudundiigu
nau 9

3.4 n1s3euiensual (Emotional Learning) vmnefs n1siFeuiensuaimnefanszuiunsigizouldnsemin thla
LLﬁ“%’ﬂﬂﬁﬁﬁuawsmaimaqmuLaq sufsmsiannenauiiuveniiivlagdusasnisairsanuduiudideuan [16] dm sy
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muaunmaauawmau \osnensualuazaruddniunuimlnensasenisvaevasuardeutagnginssui
gonAdaafunisguatnuduindon

3.5 N1534813999nUUU (Design-Based Research: DBR) manefis szioudsideiinanuniseanuuy (design) uaz
938 (research) Whdheu ilewanuinnssumensAneiluiiuneds [171-119] dnwazddyfensiaunuy
e (iterative cycles) s¥minen1seaniuy naaedld waruiuuss Taedidmnedilunsadrsosdanudimeu]
uarkaANALIUATR Tuunauil DBR gnihunldilunuimadisnseu (conceptual guideline) dwsunisesnuuy
wasHaLINTaURIAn Play-Act-Feel Tuszauidauuifn lneddlyldjsdunisifivieyanipauiurionsnsiadeu
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whginsfmuinseunAntaznseunAnsunsieuiifiedunadenmnegseiiios uduraznseudiudl
Fodrdaluddlasairsuarnsi il Tnsanzidefinnsanluviumeadnaesdudarhiidulaviunaidings
Fandeunazlanfidvaltudyu nseunLwiAnLAY 1Y Head-Heart-Hands Model 489 UNESCO, Socio-Emotional
Learning (SEL), Experiential Learning, Education for Sustainable Development (ESD) ez Play-Based Learning
safidgaauaniy uadslianunsaneulandnisysannis nsiau (Play), n1sasiiev (Act), uaznsagfiounis
a15unl (Feel) dognsauysal
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arudesnislumsadne “Anddindudanden” Auaidudngalml nansieseidietinduauduiuluns
oonuuUUNIaULARlMTiSeslomianuaadUsenou Play-Act-Feel liidefu ileadansBousiianduaysedu

Tunsideedstl 33616 Gap Analysis Tngldnsmuyuassanssudanmnin (qualitative content analysis)
KU 3 Junoundn Ihud
4.1 n1533yNBULLIAAVAN (Identification): AaldennseulnAnNsSEusATEvENaiensAnufudswndes
WAZNTNAIUIMIIIUA] LU Head-Heart-Hands, SEL, Experiential Learning, ESD way Play-Based Learning 1y
finadinsfnionnsaukudfn Andunisuunme 3 Usens laun

(1) ruaeandesiudmnenIsimuANLUUBIRsI (Whole Child Development),

(2) anmduniusiuliinisisens 3 a1 (Cognitive-Affective-Behavioral) uay

(3) mmanansalumsuszgndltluiundsnedesuardsaulne

Tumausiazuuugnihaiieseiludaesdusznou auds uazvosin edussziidussduszneundnves

Play-Act-Feel Model (PAF)
4.2 msafnanszd1Rey (Extraction): AinmzilonaisuazaideiiAsadeiioasuamsiu gaseu uazausgiuma
VO UHUeIUAAZNIBULUIAN
4.3 nswiguiiisunazdavuiany (Comparison & Categorization): 3avi a5 U suUg UALAILUSEARY
Loun fAn1siaU (Play), ifn1sasilevia (Act), TAns3an/ensual (Feel), wararuanunsalunisiatuasidndridnau
dawndon nsannsogléann M 1 msunsiieuiisunseunnaansiious (Gap Analysis)

A19191 1 #1519 IUTUIBUNTBULUIAANTSISEUS (Gap Analysis)
NFDULUIAR / NFBU
wu2An

3auds (Strengths) dadnfia (Limitations) ¥29914 (Gap)

Ll “n1sian” Fadurilaves
ﬂ'lsl,%‘auiﬂu*?atﬁﬂ Lazdif

Head-Heart-Hands wuysan1sanug (Head) anuen analnidienles Play uay
(Heart) wagn1sasilovir (Hands)

< = v A < A
PWBNTILIYUILNDANNGIYU

Emotional Reflection 7
lianidntsnmeld
ands

“p13unl” gnndueglu Heart
wnninazgnuenedulnumdn

Socio-Emotional

Wawwinwensnseninilumuies
ASIANTTOITUAS ANUFUNUS Lay
aseinaulaegslinnusuiineu

Tiladuau “n1siau” wag “n1s
agdipviiedsnnden” 1nense

PIANISHT8N SEL iy
QREIRTA T NIl LG
Play taig Action

Experiential Learning

finsBeudiuuszaunsalnsiias
AsavviouAn (Reflection)

lailene “onsual” wag “nsiau”
Wuwnunans nszviunisdenatiu
NINYUIATTWIN W

VIANTTYIUINTT Feel &
Play ThTududfryues
nsiSyuiAwIndey

Education for
Sustainable

Development [14]

Wuiauneug invenishnid
e waznsasdieviniieniny
fadu

LULBe cognitive Wag action
1NN affective

gelalliruddgAulia
asualuarnsauluns
i “Indrdn”

Play-Based Learning

o « (RPN = @
Wi “msiau” Wukilavesns
Seusluiedin

lildynidhiunsiauiersuninse
Indfindudaundonatiaiy
JZUU

ANTOURYLA Play
Wanleanu Feel wag Act
Woas1anaansNdady

MNnMFATginseuLAnifiey wuiludaznseulwaAaiigaudefiunnsiisty wadliansanoulandnns
Wanndndrdndnidanadoudmiudinaeistusanildognansudiu fegratu Head-Heart-Hands Model sl
9zysaINIANNg AaA waznnsasiion winduaziasanuddaves n15aY uarmsazieuensuaid ady
nsvvannmsneluitddasioin Tuvaed SEL Framework tesiamuilidindlawardanisersunivesmuadldd u
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Lildwewledlaensatunisseudanudindaurionisiau @1 Experiential Learing wiaziiduneunisasvioudin

d

(reflection) waifilailAa13 Feel uay Play \uunundnegrudusyuy amed ESD v8s UNESCO iiun1sisousids
ANUIwazNTasilon uilinnudAyiunsiseusideensualreuinates aaving Play-Based Learning wiiazldnis
wuduile widwemsideslsadriunmsaidndiinduduindeuuaorsualiBsane

Mnuan1sdansest wuiwenleaaduayuliinisSeusfiunneatu Head-Heart-Hands way ESD it
ANAALazN15Asiiavi (Cognitive-Behavioral), SEL uay Transformative Learning liudfensual (Affective), d@au
Play-Based Learning 1ushfuindeudaussgslaiidenndifliiinnisifousetnsosdsin 5Ui 1 uandlififiunis
enlsseninadiineuivesdussneu Play-Act-Feel aghalussuu

« Experiental Learning

« Play Theory

Whole Child Education

Eco Pedagogy

Head P[ay Cognitive Behavioural Act Hand

Affective

Feel

« Transformative Learning

Heart . .
« Environment Identity

JUT 1 lnegunsuasunadInnsnumuIssunssy

5. NTDULUIAANISISBUTILUY Play-Act-Feel

NT9ULUIAA Play-Act-Feel (PAF) Qﬂﬁ’(ﬁumﬁmﬁaLﬂuﬂiauLLmﬁmﬁ'ymwmswé’wamma'u (Play) n5a4ile
¥ (Act) waznnsasviounduidn (Feel) iWweiueg1adussuy uug1uwes Whole Child Education wag Eco-
pedagogy ﬁa{mﬁwmLﬁﬂ@&iwaaﬁsmﬁu’qﬁmmmﬁm (Head) N15U4UR (Hand) wazdnla (Heart) nsOULLIAALL
Fnvaupidu 2993nsFeuduvudeidios (Play — Act — Feel) fiazviounaziaduussdatuuaziy ioaianis
Wasuuwasmeluiiddu

Tufifinisi3oug Play Wenlesiufid Cognitive Tneilalondliifinlddrsauazasrsmnudlasiunuuaznns
Fraesanunizal Act \eoulesiuiiA Behavioral Hrunisasiieufjufase elufanssuuardiauszaiu wieudas
anudlaidunginssuiidugusssy @ Feel duiusiuia Affective iiunisagyiousnsual anuidn uazea
melu Fahlugnsasssndnualiudanndeneadin

nseULIARiSdenndauLLIARTes Experiential Learning, Play Theory, 4a¢ Transformative Learning 3
ssatfuayunalnresnsidsuiainyszaunisal nisasiievin wasnisassiounislu Weasdusznausiauyiiny
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Pufusgwauna PAF fuimihiduasmudoussninanisiau n1sUfun waznsidn iiendenasudndriinau
Funndouvatinauelstudanegdindaas gy

A15°99 2 9IAUTENIULAZNALNNITIINUTDINTOULUIAA Play-Act-Feel (PAF)

29AUsENAY ALY HAENSTNIAIANIS f9E19RINTIU

Play (M3au) nsiseudiuUsauNsaii windenuguiunisseus iany NUNISISEUS, N13daes

aunuazaiausigelanigly aulauazaNuynTuAUsTIHYIA an1unisel, NSkt
Aoy

Act (Msasilevh) | nMsussendumifeanmsaug | Wwniauinginssuiiduiingiu nsugneuld, uenvee,

nsasileviase AwInday wazidniennA1vo9nIs lassnudsInden
N3z
Feel (Msazviou | msasviouanuddnuazanani | Winiarnudiladedn wiuauaves | n1snanm, Weutuiinaiuidn,
91510d) IesunUsyaunsal 5550919 wawindnd1iinnneluy msaunuanisulungy

wiumenudagjaiumatauluesludumde uwiilewiuamanideioddinms §idelfiauouuimams
avyaseuLlaafu (Preliminary Validation) s1unis mmaauiwaﬁr?fm‘miy (Expert Validation) tiefiansauneny
gndesandomiaranumnyauesesdusznetliea naeaauns suflsarudnfiuainiieutnisng (Peer
Review) iileaziiouaudaiau sidumeduns wasauaenadesodunaludmaud il ieliluna Play-
Act-Feel fimnniissnsauasnioudonniluiauidjifluszesdely

6. NANNTTHNUVBINTOULUIAR

nalnnsviiuresnsouLIAn Play-Act-Feel (PAF) ausnosungldriudiduresnisigousiidonlsaionisi
drusdadygn wgAnssy wazersualiifiedusgradussuy Fuusn Play vimiiiadensilaugau
(engagement) kagn13AALTAMANG (cognition) Hunsiauiiiitnee sﬁﬂszj"gsmszéjummaulﬂ ANBYIN3OYIN
i warnisaiauuuasseudlaluanuandeudivandy ainiu Act iuthitulasenudlalugnmsugon
A3wdeiieass Tnsnsvhenegedeidesnynssnguvemginssulmiuasaiuadsideiiduinsodwandon
anvie Feel vimihidunalnmelufiazvieusisualuazidenlosuszaumsalfvgma dailugnisaisanumane
dnyanauardRdnuaifuAswandeu (environmental identity) Tgnalnimanidvieusamsuludnuazeeaiss
i uusainsazvioudsorsualogfinusagilanazanumneliifunisiuluseudaly dawalsimgdnssuiiinainnis
avfleviianusunsuasdaiuinntu

Tudsnsideulesiunsounguiiin nseulunda PAF i flveneauidlavesnseuuuifn Head-Heart—
Hands Tagensgdufiives Heart lugnsiugudnansvesnsivasuutasdsmnumng wiuilasidufiosynadeond
o8 uenani nseuwnAndudeuleaiy Experiential Learning 784 Kolb 1agda119ns2UUn15 Play 11AUNNS
SeuiiuuUseaunisning (Concrete Experience) uag Feel 1Wniun1saeyiowdiein (Reflective Observation) flay
agihlugnisdansegsinnudilawagnsu U (Abstract Conceptualization wae Active Experimentation) Snina
fJsaenadesiunseu ESD uay SEL Taesilvisinuenisdanuuazorsual (SEL) gaudaadungiinssuiiedsuwndon
wazvilvinsiseusiftemudadu (E5D) gnideslostumsasiioufiResedusiodldtinu Play uas Act

[ eNAADULALATINEUUTTANE N NUDINTOULLIAR PAF i‘i’aaﬁLfJuﬁaaffmuwﬁ’as‘ﬁy'?mﬁmaummﬁqam
osfdsnou tiud fw Play 1A adunisiidusan annimnisefune waznnenisiva (flow) Tunsiau fu
Act UszifiusinuwgAnssudidusiosld 1wu nsasvezuionissluda ﬂw;?ﬂﬂ”li‘l/i’liﬂiN’]‘uLLaxﬂ’]imagj‘ﬂﬁ)ﬂﬁﬁjﬂﬂﬁﬂ
nsi3eus su Feel Sarnunsliindesfloaviou 1iu nmae Jufinazviou nienimsiannaensual-aaen Lile
dsmmnuandwesadnualinuduanden il NamiﬁauiwgﬂﬂszLﬁumuﬁa%ﬁ’m%mau (composite score)
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o

yosdndriinduduindon (cognitive-affective-behavioral) Augundngiuidanmnin wu Uszifuddy dme
VRIS HY haTHANUTIUTEINY

mnnalnuagit indindn Ssannsadueneiduausfpudafoinsilddummiunsifoussmaaes
leu (1) mstBeusiEuan Play azahumstiduimuazenudiladananagniiisnisaeunss (2) msasilevihil
ausen1agieudisensunl (Act + Feel) avadunnudsduremgnsailduinninnisasiiovifissesaufen (3)
spdureInsazioudosuainasauAidntuagiunemuuduswesndnuaifudunadeunasanuseliios
voemsUf iRl lusres 4-8 §Uai uaz (4) mMavyuiieuvenissay Play-Act-Feel aghstosansndstuluazadns
srdudndindudanndenganimsliifissnsaer ausdgnumaiildifiesasiouinalnvensouuufa uid
Bugadesiuiiannseilugnisianwegasaaounseuuuifa PAF luuunaiswesnisdeuntsasuldediady

JUsII

7. nsaifinw/Adednen1suszandld (llustrative Cases)

dielifiunwnsiinsouuLIAn Play-Act-Feel (PAF) TUuszondldludefin anunsasndogsdonmsious
3 sUnUUTidenndosiulassainsvesnsounwaAn THuA 1nunsza wounaladuAdvia warAanssumsagiioudn
7.1 1nunsza1y (Board Game): tnuigneanuuulyiidinldfidusisinunisiduiiaynauiu iy nsadradunisnis
mfgﬁ’aLﬁaﬁuﬁﬁﬁmﬁw%Ltﬁlmﬁzymﬁmmﬁam winzn1sindulavesiduazyiou “n1sasien” fifinade
dawndeuluny vauzideaiu Wndsldisouifmansenuanmsnseyhueamuesieszuuinmegadususssu ms
unuiuitiensysuliAneugniuasanusuRnve Ut Awandonlnglssin
7.2 waUwaAtuLEIy (Digital App): LLaiJ‘wﬁLﬂ%’uﬁmﬁwﬁLﬂuﬁaLs?iausiaiwdw‘[anﬁ%ﬁ’aﬁ’umiﬁwiﬁlaLLfmé’aafLu
Fima3a Wnanusatufinnsnszyindsdannden 1wy msasveznanadn nsugndulsl vdenisussndandsau ue
UﬁmmaLﬂuLLwaMWai‘mﬁﬂwaﬁauwamiﬂsw‘iﬂugmwv gamification 1y Msyiuudy Uanden badee Wiaidou
seu LleaausuaSumanindiveres Wnlsifiedliau widudoulos “nmsasiiovheds” fu “Prmidnningile”
fiAnTunnmsiuianInsvemuLes
7.3 Aanssunsaziioun/a1nnw (Reflection/Drawing Activity): ndsainnmsiaunsenisasiiovi ifinazgniligy
ydliaziounnuidniunisnanmuionndndesdu 4 Wy “Adiduesniululanouan” uie “drdudu
Fulsl duarvenerlstuau” Aanssumariidaiuiidmiu “Feel” Aonaifoulosensunl ArwAnaiisasse uay
aumelufudunnden Pelidnnseninderuduiudidednseninamuesiusssund uagyilinisSeuslle
Wistoya wildulszaunsaliifinnumine

JUN 2 Aanssunsiieusiuu Play-Act-Feel

fegreiauilaziouliiiiuin PAF Model anunsagnuszendludeviainvatezuuuu Inewdeules Play-Act-
Feel wWhseusgradusyuu udezdaduissnsiiavaduwa wafdlinuidnenmuesnseuiufalunis
asnsseuiivsmdwazdsdudmiunnaueisdudani
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8. afUs18na

WiNTOULUIAN PAF 9gdAs18MaINnIauaIna i SEL, ESD wag Experiential Learning wein15ussendldly
viunlnefinrwddyds mmessvunisAnwaednedmiafiuiinisdeudiiysuns nisiau-nisasiior-n1s
axviouerual egnaduszuu Tnsamglussdulszoniny nsihnseuwnAadluldafeaunsavanniduans
TueaFoulne wu InunsFeuiiaenadosiuiiviosdiu Anssuasdievisudunndenluyuvy viefanssuAals -
nsnanitoaviouetsual el AvavimedidyAentsatuayuainag ndnges wagninet nan1soudi
dioane Fudutedindidosinnsan usludndunisigdlmdulenalunisdeseniuiss —UFoR iteadrouun
yunsaouiaenndestuiarudilnouazsnasguaina

Snuszmsuileiimsfiansan Ae nsouuwdn PAF falimuidssfiazgninlUldifiosunsdiu wu dewe
Aanssu Play Taew1ansmusie Act uaz Feel viawiuiiissnisasiouensuailngliiliaioniase Ssenvanneu
ndavaraasnisifeusas dadu nseuuuiAnidsdesnsgiionisld (implementation guide) uagdiog1auuImIs
UfTRTidaauioaiuayuaguazinnsinwilumsussendldaidluipaFounieuiunyumy

uen9nd ludmgull nseuuwfn PAF Ssegsemrinmsiauuagyaaoy yilwdsliannsoduduldifud
nalnvesnseunAnazannsaldldfunnuiunmsSeudiudanedes Tnslamzidiensouiisuiunseuuuand
1#un1seeniueganneunng Wy Head-Heart-Hands %30 SEL Framework #iivdng1udeszdnysesuunnia
oy fanansideluowanmsunimmaaouluvainuatenauiifou vunmeTausssy uazidendu
Awandonfiunndnetu ioaisgutoyadessdneiudusdeiu

TursunvesUssalng fmsiaunnuidosunisisousifiedwindessgusdiu Wy MsfnwiuuImianis
SoufiBefiufl (Place-Based Education) Hiaia3uadisnuseusdiudwindoulussduisoufng [20] 3w
Aefausuummansiivlnegaduiinssedwindouluszuunsfnule [21] uaznsfnundadoidmasie
arudfavedlsadoudunuunsfnuniideu (EESD Schools) [22] aghdlsfinu suwenddajaiiluseduulue
viosdussndnwidundn vianseuuwAniddninenisBouidmiudnusausuiiysaunnismsidu msasile
¥ waznsavTioumsensusiogralusyuy fofu Tuna Play-Act-Feel (PAF) Sefiunumdndalumsiiudiugosing
il Tnsiauanumanssenuuunadoudiideulssdid Cognitive-Behavioral-Affective Tshifhnssiiauysalluuium
e

'
=

Mefian NMININELALTIUI NToULLIAA PAF fidnaniniazindudunseuwunfnluifineulanddeaingly

q
a o = v

nsasaindiingudaundon uidesnsinismaasy msusuld uaznsimunaIesiieTiidonadeatuindu
orsualuarAmANT Y mnasoudladedidamandls PAF aglalifisaimdndifunsevnunde usdady
“azu” Mdonszuinmanisuimelutunmanssviudiolannisuen sl uurAnues Play-Act-Feel Model
aeandosruii ety (SDG) Wvaned 4.7 FejsduasunsfnunfigglifiFousianug sinue
Anflen wazsimuadfiatuayunsitmuiegsdsdusazamnudunaiiosian Tng PAF Model faewamnn “msiSeus
o1sualuazAMAN” MUARU “Msasdieiegaiuinveusiedauinden” é’uﬁ]uﬁugmﬁﬁﬁwaamimiqL‘ﬂmma
fandm TnsnseuuiAnifuuimenisuiuldiuienoulssaufnuldssd
(1) Play: agdafanssy “inutuauayn” hdnldauumumidudnituiedauat iiedsuissuuinmiu
nsiau
(2) Act: fin 9 thasiseusluasdieugniuliasduuinalsadeu wiousmuanihiguasuliivesaue
(3) Feel: Agilmsauninliiinazyiounnudandedsiiugn wu “Fanddladeiuiuliln” vie “esingualan
falasioly”
NAINTTUAINE LﬁﬂLﬁﬂmSL%‘EJuiﬂiUﬁgﬂmuﬁa — anudladangua (Cognitive), nRnIsaLan1sasile
¥ (Behavioral), warnsidenloansesual (Affective) Fsavviounalnveduiea PAF sgraugusssy
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9. dUNaN1TETIeNTBULUIAANTSITEUS

Tvasu nspukwafn Play-Act-Feel (PAF) iunumensslunsaiisnseuuundnlvaifiysannistenisay
nsasiievi waznisagiounsensual iewaiuairdndiindudunaderludnaeistudan mnulaaiiuyes
nsouLARTogfinsensERy “nssdn” Tiduununansiidelssseminenianssruasniadous Sauansneann
ﬂiauLLmﬁmﬁgdLﬁu'ﬁ'ﬁquLﬁul,ﬁmﬁammifuasﬁﬂw MATIZLarMTINNETkIun v winseuuuadnil
Jaoenismanaaeulaziamsely uifnenmuesiueyiinisnoulandvesinudmauiuaznisufoalusiu
nsAnsdmiuanudaiy

fatfu PAF laiifisaduiedesiioniseanuuumaiioufidauianssy wisududoauslmifidumsumzamen
wagAMIRTUNIDsLaives] S pusos TN IRDE19EN T mnldFumasiosenuazszgndld ogssiaides nseu
unAntarannsnduiinseunguiuazuumeufoadnsmddniunsfnsduaundeuluansud 21
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