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Abstract

The objectives of this research were: 1) to develop the learning media "The Tycoon Game and
the Secrets of the Human Body", 2) to compare students' learning achievement in Health Education before and
after using the media, and 3) to evaluate students' satisfaction and health awareness behavior. The sample
group consisted of 25 students in Grade 8/1 at the Nakhon Sawan Rajabhat University Demonstration School,
selected through purposive sampling. The research instruments included lesson plans, the Tycoon Game media,
learning achievement tests, satisfaction questionnaires, and health awareness behavior assessment forms. Data
were analyzed using mean, standard deviation, and paired-sample t-test. The research findings revealed that:
1) The developed learning media had an Index of ltem-Objective Congruence (I0C) of 0.68. 2) The students'
post-test mean score (Mean = 20.84, SD = 2.97) was significantly higher than the pre-test mean score
(Mean =18.48,SD =5.08) at the .05 level. 3) Students' overall satisfaction with the learning media was at
a high level (Mean = 4.38), and their overall health awareness behavior was at the "regularly practiced" level
(Mean = 1.61), particularly in preventive awareness regarding the consequences shown in the media. These

results suggest that game-based learning effectively stimulates health awareness and promotes active learning.
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NT9ULU2AANTSINY (Conceptual Framework)

Figure 1
Conceptual Framework
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Figure 2
The tycoon game and the secrets of the human body
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Table 2
A Comparison of Student Academic Achievement in Health Education Before and After Learning with the
"Millionaire Game and the Secrets of the Body" Instructional Media
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3.2 imnuddyiunisnsivguanuazdunanuiaunfivessnenie 1.68 056  Ujuaduusza
3.3 aseninNsguaguameamaionun ninluszere 1.80 050  UfURduused

39U (ANI9W) 1.61 0.58  UfURIuuszan

210 Table 4 WuI1 KANSUSHEIUNGANTTUAIIUATENINATUAVAINVBIUNIS HUNSUS HUMBFDLNULATYT
£ Y ] U C% a a a CX I Y a va & o
fuANaUreITIeny nulndnissudnginssuaunseninlunmsineygluseau JJomdudsedn (Mean = 1.61,
SD = 0.58) lnggnuiiiianiadegsgaae auanunsenindadosiuaunin (Mean = 1.69) sesadnfe Aun1sguasiedy

MeluwazAun1seaninainiy (Mean = 1.56 mMud1AU)

afusena (Discussions)

1. UseAndnwvasdouazmadungninianinieu nuan1sisenudn dnifeuiinzsuuundsnadugnig
msiFeundasougsninneuseusgefidoddymieadasedv 05 s'ﬁ!alﬂuiﬂmuamﬁgmﬁgﬂﬁ weiileaende
“NULATEEAUANMUAUVDIT1INY” gNALIag19. TuIEUUHINII9S ADDIE Model KazHIUNIIATIFABUAMAINAIN

LeIvgy dawaliiionisessvuveivizneluniianududougnusuisulidnlanetuiunalnveny denndes
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flukLIARYEY Khaemmanee (2017) Mun1sian1siseusiioaneaussousannndinisvesdn nssuiunsiieudiiuge

goiidadunsiaeuunumiiFeuangsudeya (Passive Learner) udugasiionsyii (Active Learner) sdonndesriu

v '
a = =

nguinsaienuienuies (Constructivism) ¥84 Piaget MidainnsiseudasifntuldfilledSouldfufduiusiv
AndeunavadisUszaunisallvadienuios (Schunk, 2020). uananil nansidedaenndosiuauiseuss Hamari
(2016) AinuinesdUszneuYeLNI (Gamification) PaefisiaumensnlunisiFeus (Leaming Effort) wazdsralngnss
somaiiiuyunnuiarndlaludomienliiussansnmannd s

2. eowiianelanmsfinwmuin dhidsudanufiseladedensFeuslunmsmetlusziuinn (Mean = 4.38)
Tnsiamzdulsslowdildsuiianaiogeiian (Mean = 4.53) uagfanufavolalansuludruaudlad o
Kuanun1saisaes el iefinnsunesdusznouresdainuiiianndu nui anufinelavesindeuinndnuoe
ddyrouny Tiun naiiauaiionluguuuvanunsaisassiidonlesiuTiness msfldwsnlunisdadulauas
nsiaunueensaios mnuTmevesnsisneluing waznslésunadounduiiufinnnnsiau fsesddsznoudsnan
PrelitniFouansodrladomldietuanieruaynauiulunisdous waideidlidiuinmslfinutendou
domidlagnlinaredud ssfiaynauu denndostu nquiusegsla (Motivation Theory) 104 Keller (ARCS
Model) Tusunsisgaauauls (Attention) wagarsnAeitesiuii3ou (Relevance) Lilpsanaamunisalluinad]
anudenlesiuszuuianeuasmsguaguanesinGulnenssaenadeaiunuideves Nongluk (2018) fiszyinde
nsasulsznudifiesdusenevtnaulauagn@inifivie HrensedulvgiSeuinaneinduaziiunisidimsiuly
Aanssu waedsaonndastuauideues Chen and Law (2016) itbidiuinnsldinunfuniestionmansfinurisaing
anmwIndonnsiiouiauaiauazaynauiu (mmersive Leaming Environment) Sstasannuinanisiavesgifou
(Learning Anxiety) uwardwaligisoudvimuafidauinseseivedidlsinig nudedunadiAgfe nAninisiaudaidin
\Deauunmsgiudeudnegs (SD = 0.95) azvieuliiisiuintniFouusduddmmiiuinimiinnududou Fsaonados

AUNENN13v8Y Prensky (2001) Aina3feANUdIAYYRINITATNANNANAATENIN "ANUTIIMIE" wae "aud1ladng”

'
o w a o ' 1

Tunseenuuuinuifientsdend Ussiuiitadugeddgiiasilugmatanndeluseudaludioanguassalunisdids
domdmiugSeunnau

3. wan1sUssliunginssuanunssrtinduguamestiniseusglussau “UfiRiluusedr” (Mean = 1.61)
Inefinzuuulanuludsziiunsaseniniinisguaguandmasiennnm@inluszezeny (Mean = 1.80) avviouliiiiu
PiMsdszgnaldnaln “usnaunin (Health Points) wagn153naes “Hansenu” (Consequences) luny Henseduli
Fi3euinAnunszninidedosty (Prevention) litevdnidssmadndideay Wuifsadunsneeudnwiudaluny
donndostu nquauidesugunm (Health Belief Model: HBM) w84 Rosenstock (1974) Tusunns3ugnnaguuss
v03lsn (Perceived Severity) uaznis¥usloniadine (Perceived Susceptibility) Wlef{i3sutfiunansznuainnislaigua
F1mesiuaniunsaldiass awhlugnisusudsunginssuludineds deaonndesiuauiseves Watcharapol
(2022) fiwuin Aefiuliy Foudiunadnsannisnszsh (Action-Reaction) anusaaiianumslaluntsusundey
wAnssulRnInsSeuLuUUTIEE tenni faenadesiusuisereUssmaves Baranowski (2008) fidnuies
nslfinuieuasunginssugunm Tasssyimandyanunsaldiassasifiusadwsannsdndula (Outcome
Expectations) Taenssfunszuiunisnlianesiuazaiannuddalunsquaguninldosnaiissaninm denndosiy
Whmngnisadeanuseuinuguan (Health Literacy) muuuinigves ssdnisewndelan (WHO) uagidmunenis

oA

Wawdadu (SDG 3) lunsdnasurnuuegiifdmiuynau
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Yaiauanuy (Recommendations)
1. dausuuzlunisiwan1sideluly

11 asysanmsianssunui oadeanunsemindsdestuguaim anuan1side nuin nsdn
nsiFeuilaglfinuanunsoianadugriniiniseuesineuldosaided dgymeadafiszdu 05 (t = 2.114,
p = .045) IngazuuuadsvduSouganitnousoy azvieuliiviuiinsldinududonsiouivisduaiuaiudila
Tuiomildudouldesnsdivssansnm dudu agdaounmnihsluuumsdamaiouifmeniluvssgndldludemay q
Tnsanzidomidosnmslifiouinanudnladsinuasansoiluussondliluginasls

12 mIviussdumdudeuvesndnilimnzautungutming lunisihde nuassgiunudy
Y93319n18" WY ﬂgrﬁaaumsﬁmigﬁugmﬁaaﬁmiﬁmiLa'uasJ'NasLﬁamdauﬁmﬁﬁmiiu esanuan1sUssifiunun

a1 =

nAnINsEuiiAd I douuNInsgIu (SD) geian FeaevieuintniSeuusdiudadianudilalunfnfwandiaiu n1sl

v v
o 1Y

Al tduau nsedu vsensly VDO ansnavdivanguassalunisidifailonuaziilvinisdnnisiseusidein (Active
Learning) fiUszdnEn1mgn

¥
[

2. dawrusuuglumsiniduaseialy

21 msiaundegguuuuiiviaieusundiadu (Digital Transformation): 9nNaMsIdedinuindniFey
finudisnalasanisly QR Code Tunsuanwviniseanfiiainiey LLas:ﬁmmé’mmiL§8uiwwuﬁaﬁﬂwmsﬁiuﬁasﬁ'@3u 9
nsifeadarelumsfinumaian naassianuduresiane’ lugluuuueundindunievosainuddsa (Digital
Board Game) il eananududoulunisiuauduguanuienisinnismineins dadudedanainuiindnidad
aududouluguuuuvesmnuUnd waiieliidirduuTunmsiseuslugammsseil 21 Midumaluladidugiy

22 msfnwmansznuldenginsailuszezen (Longitudinal Study): tesainmsUseiliungAnssu
mmmwﬁfﬂé’mqmmwiumu’i%’aﬁlﬁumﬁmwa‘wé’i’ﬂLa%??uﬁﬁmiiﬂuiwmmgu ns3deluauAnAlsiinsAnaLNg
(Follow-up) waAnssugunmvesinseundaaniiuly 3-6 e iWiofnuianunsendniiisd uainnisiauny
ansanseguaznaatdunginssuauamiidsduldaiofeld mumnensiauniidedu (SDG 3) wazmsainssiune

IAN5PNUAYNIN (Health Literacy) Miduas
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