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Abstract
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& - & The objectives of this research were: 1) to develop
NN1TRDALUY U UABUNITHAR ALY URABDUNITNATDU

A4 no v - ¢ o a computer game for education on the topic of basic
Lﬂsaauaﬂﬁtﬂumma U3enauna8 1) LNUABUNILADILNG

- 4 & y 4 Ao electrical measurements usage, and 2) to evaluate
mMsfiny 5os Nugunmsldnuesosdiodanalih 2) wuu

- o v - ¢ - the quality of computer games for educational
‘Ui%LSJ‘L!QZLm’]‘WEIafﬂiﬂﬂu@’]ULﬂﬂJﬂaiJW’JLGI’eJiLW?JﬂWiﬂﬂHW

and ao wy o o A .o focused on the basics of wusing electrical
ﬁﬂﬁﬁ/ﬂ‘ﬂﬂﬂ'ﬁ?ﬂﬁ] 1@LLﬂ ARAY LATAIU VYA UUNINTZIY

gy \ ~ ¢ measurements. For the quality evaluation of
NANT1INITIFYNUIT AUATNYDUNUABHNILADILND

~ R 9 4 A e computer game educational media, a sample of 5
N1IANEYT 19 B3 WquUﬂ’]ﬁiﬂix‘i’WULﬂﬁ pailoTanmalniin

o \ o _ 4 o people who were experts in teaching media was
SLUﬂ’]Wi’JiJJJQmﬂ’]W@%ﬂUi%G]‘Ull']ﬂ (X = 3.87) LWDAWLUN

selected as a purposive sample. There were four

steps in the process of educational computer game

v - development: preparation, desien, production, and
* 85l Usuzdaya P prep , 8N, p )

akkrawuthi@rmutt.ac.th testing. The research tools included: 1) educational



computer game on basic electrical measurements
usage topic, 2) a questionnaire for evaluating the
quality of teaching media in computer games for
education. The statistical methods utilized were
mean and standard deviation.

The research findings indicated that the overall
quality of the educational computer game on the
topic of basic electrical measurement usage was at a
high level (X= 3.87). It was categorized according to
various aspects as follows: the content was at a high
level (X= 4.24), followed by the graphics, images, and
screen display, which was also at a high level (X =
4.12),

the game design was at a high level

3.67),

(X = while the system desisn was at

a moderate level (X = 3.44), in descending order.
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