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1. MI9AN3EBUTTeIN (Active Learning)

1.1 ANUNINYLALHUIAANUGIY

M33ANSBERiBeN (Active Learning) iuuuivnenisaeuiiulilSeulidiusnegaudedu

Tunseuiunisiteud lngldladuisadudeyauuuiiy q wnAnilldsunmsiamunanmguinisseuives

Ly

Constructivism MWeEReuaT1IANTTUNLBIRYsTAUNM SlkAzNSTUAuTusAvALndou

Prince (2004) 1@y Active Learning 7ndu "Aanssumsaeule o nfSeuldfidiusuly

=

N3EUIUMIEEUS ASsudawhuinniinsile Aanerduadmnuimawin waglasunsaduauulyi

d15797AUARLALANTUNVD IR ULDY"
aa o a v a
1.2 WQHQW&UUﬁHUﬂ?iLiSU?WQ?ﬂ
L] q
Mo ¥YN"5a319AU3 (Constructivism Theory)

. & v = 1% 1% . Y o 1%
Jean Piaget i@y Lev Vygotsky Lﬂugjﬂﬂiﬂﬂgquwamiaiﬁ\‘immg 1y Piaget LUUNNIT&INN
ANuSHuUsEAUNTaldIUYARS YuEN Vygotsky wiunsiSeusuUduiusniedny wuida Zone of

Proximal Development (ZPD) %841 Vygotsky LﬂuﬁugmﬁﬁaﬂumiaaﬂLLUUﬁaﬂiiumsﬁauﬁ@ﬁﬂ
mqwﬁmiﬁﬂuiwuﬂi%aumiﬂj (Experiential Learning Theory)
David Kolb (1984) lausguiuunsfeusuuulsyaunisaifiusznoude 4 susou:
1. Concrete Experience (nslasuuszaun1salng)
2. Reflective Observation (NTd4NALAZEZIDN)
3. Abstract Conceptualization (n15a519uu2AATIEL)
4. Active Experimentation (nMsnaaaslaluaniunisallial)

1.3 FnsuazmallAn1sInnIsiseuslegn



Problem-Based Learning (PBL) 1uisnsiilddaymnaswieanunisaldiraendugnusunis

o

Foud Jiourzrinanudunguiiedumenausazuitym

Y

Case-Based Learning nsldnsdifinwannaniunisaiasadudenisiens vieligiSeuaiunse

d{l a o a wa
Wouleangunun1suun

Collaborative Learning ns3euiiuusindlenitunisinusiuiuluiiy msuvsluanug uas

NN3a319AU3TIAY

[
Y

Inquiry-Based Learning n13iseuslaenisdnanuwazdnsa giseududnsionuuasAumaineu

AUAULDY
1.4 98NNV DY

Freeman et al. (2014) lvin1s@nw1 Meta-analysis 9101338 225 1599 WUINMIEEUTIAN

o w Y L v A VLSJ
9

ansaiuRadugnsnenIseuldegeiidd1fy warandniniseannaaAuveslnisauas

Prince & Felder (2006) Anwin1suszendldnisiFeusiBesnlunisaeuiainssuemans wuingie

Wauvnwznsundem nsaeinsizdt wagnsihanuduiivvesin@nw

TuuSunvessemalng g5 Funsieu (2563) Anwnavein1sInnIsEeuzINse

AnuansatumMsuntdymvestindnmendifinw nudndnfnuNiSeunigisn1steusigegnd

ANNaNsatuMILATYMIEINIINSITEURUUALAY

o

2. malulaguaziAaelianIviainansdnnIsiseus

2.1 WaluIN15U9InALluladnsfAnen

aa

waluladnisfnulanaunlusgnsinsmunganauimesdiuynrasuiivgandvialuilagiu

9

Clark & Mayer (2016) a5urganwnalulagnisfinelulavinefinioslioiieseg1afen LAsNaang

ganuuukarn1sidinaluladiiiedaasunisteuiegrealiusz@nsam
dQ{I % v = =
2.2 ngufnatuayumsldinalulaglunisfne

Technology Acceptance Model (TAM) Davis (1989) idusuuusiassnisuansumaluladfiesune

Jassnilnananisdnaulaldimalulad Ussnaume:

o Perceived Usefulness (mﬁuiﬂiﬂﬂﬁnﬂ)



o Perceived Ease of Use (M35uiauiglunisld)

Cognitive Load Theory Sweller (1988) tauangufnszmsilyan falanuddnlunisesnuuude

<

M3Beusadva lnewlinsemadganeeniu 3 Ussun:

1.

Intrinsic Load (A15¢31n1ia1n)

2. Extraneous Load (A152270015U@WD)

3. Germane Load (A15231nN15USEUNENE)

SAMR Model Puentedura (2006) @uauuusasns SAMR wieuseiiumsidmalulaglunisanun:

o

Substitution (NALNY)
Augmentation (W@3UUTEEANTAN)
Modification (fnwUasg)

Redefinition (Renaloal)

v o

2.3 \p3eailofdviadmTunsInnIsSeus

Learning Management Systems (LMS) ssuudanisiseus Wy Moodle, Canvas, Blackboard i

TAUSASWUUATUINDS AILANITESIUHM N39ANIIABSELSEU NSVIAEBY LagN1SRAMILNANISISEY

Video Conferencing Tools Lﬂ%@ﬂﬁaﬂﬂﬁﬂﬁzﬁqu1ﬂ1ﬂa U Zoom, Microsoft Teams, Google Meet

Mmaaranisiteuiwuvesulatuazlauin

Interactive Presentation Tools 1A5asilan1siauawuulaney Wy Mentimeter, Kahoot, Slido #

FIUNTHA LTINS

Virtual and Augmented Reality ialulad VR/AR Nigs1edsyaunisalnsiSeusiuudnass wu n1s

Anufudluanimuindeuialonssa

Artificial Intelligence in Education s¥uu Al 19elun1suunsiteusmuauAenIsanizynaa

(Personalized Learning) hazn1sUsziiluluusnluiis

2.4 g UNALUlaEN1SANEN



Hattie (2008) l9inn15fnw1 Meta-analysis eaiuladeiniinasonadugmnsnianisizeu wuinnislyd

Aoumeslunsasuiivunna (Effect Size) agit 0.37 Fatiodneglusyiuliunand

09 Means et al. (2013) wWisuiisunseuioaulatiunsS Ul uuALAN NUIINTEEUTIUY

N&d (Blended Learning) Iﬁwaﬁﬁ'qm

Tuusewndlng nsgnsrsd@nwdang (2564) ladnrisnenuMsAnwInansenuves COVID-19 me

Y

nsAnwlng wulnsmeluladidvalunsfnwiiintuegreninga uadinadidymiSesanundoures

aa o

lassafaiuguLagyinveRdviavesnuazinis ey
3. wwAangfunuiiaguy
3.1 AUMLIERATLUIAANUFIY

nudfledu (Gamification) WunsihesAusznevvetnumnuszandldluusunilalang iieiuwsegdla
warnsidus ISy Deterding et al. (2011) fig1y Gamification 3y "n1slfosAuszneuved

nalusguuilallaing
3.2 ngufiaduayunuiiladuy

Self-Determination Theory (SDT) Deci & Ryan (2000) Lauamwﬁm'ﬁﬁmummmaqﬁﬂizﬂaué’wmm

ﬁaqmiﬁugm 3 Usgnns:
1. Autonomy (A dudasy)
2. Competence (ANN@IU1TD)
3. Relatedness (Auiendasduiug)
Flow Theory Csikszentmihalyi (1990) [A@UBULIAASeY Flow State m%aamwﬁqﬂﬂaﬁmmaﬂﬁu

ageiNTeiuRaNTTUIn Fafinduilsnuinmeuasinyzegluauna

Behavioral Psychology #ann15L@3suseann B.F. Skinner LgﬂuﬁugwmmizumﬂﬁaLLazmiaau%’U

Tunuiidagu
3.3 99AUSENAUVBLNULALATY
Core Elements:

o Points (AzLLUW)



o Badges (W3vey5197a)
o Leaderboards (nsgaug1n)

Progress Bars (LaUAINATINLN)

o

o Levels (s¥6u)
Advanced Elements:

o Storytelling (N94a1589)

@)

Challenges (A1)

o Social Interaction (Uduniusnisdan)
o Feedback (nM3Uaunau)

o Personalization (M3USukALRNILYAAR)

3.4 msUszynaldlunising

Classroom Response Systems n1sldoUnaaTuu Kahoot, Quizizz Tun1sas1auuunaa@auluy

N
Digital Badges and Credentials n1slisaianaviadmiuannudnsalunsSeus
Educational Games Mt nuiomsfnfifidemnsFouslu
Achieverent Systems syuufinnuanuiniuazaudnsalunisbeus

3.5 91NN UNURALATULUNSANEN

Hamari et al. (2014) ¥MN53ATIERWITe 24 509 nudnnuiifinduiinalgauindonsegdla wing

onadugnsdalidnau Fuegiuusunuazniseaniuy

Dicheva et al. (2015) Anwnsly Digital Badges lun1s@nwn wudnanunsaiiansegslanagnisilau

Fuld wideseanuuulimmngauiungulivane

TuuSunlne weddng WEeeusna (2563) Anwnavesnsitinudiindulunisaeundinaans seau

fseudnw wudninSeuiiusegdlalunisSeuiinduuasiinadungnsninisiseunvy



4. USUNVRISI8IVINTTUATNISHAALAZEITIRN W
4.1 ANUAIARYUDITIHIVINTIUITNITHEN

F13YINTINIENIMER (Manufacturing Processes) Wusedvmantunanansentifinwaivimeiauas

PRENNTIN Naiunsiamnauuasinyeneiunsyuunngnse 9 Tugnamnssy
4.2 FnguszasAlasnadnsnsSeus
AMUS
Y
o  VANNITHATNG Y VBINTTUITNITHER
o  AuaudRvesTanLarnsHenld
o wé’ﬂmiﬁwmmaam%ﬁmuazqﬂﬂiai
fiNwy
v A a A )
o NSMLASRYIlDLALLATRIINS
o NMSINBHUNISHAR
o MIATUANANAIN
LARAR
o ANuUasaselunisyinau
o  ANFUNAUELNINF DY
) I3 =1
o NISMINULTUNY
4.3 anuvmelunisseunsaau

'
vad v Y o

ANNdutouvaliont: sedvtiusenoumenmguluasnsujuRndudeu deenisanudilalunatsy

#1917
TodninAugUNTal N13THUNTABUABINITATEIINILALEUNTANHTIATLIHILALABINTNTUITIT W

ANnulasnsiy: NsHNUSURTANESIADIENITAIVANDEIUULIIN

4.4 WUINNMSHAILINITISIUNITEOU



Mskwalulad Simulation: NslgaNALISIN809INTTUATANSHEN W CAM Software, Virtual

Machining
nsiseusiuulAseu (Project-Based Learning): M3liin@nuesnuuuagHantuuase

N133EUITINAUERaIMNTIN (INdustry Partnership): N153AN15iSguN1saRUs MR ULT9Y

PAFINNIIN

4.5 Adgluusunadifinuineg
dinnuANEnIIINITNNTENTIANY (2564) AnwanmdagtuiasUaymnisdnnisseumsasuly

antuen¥idnwn wudn:
AnwivausegdlalumsBeuneivmg e

CY

o Un
o AgARINIIMITHALTInNYENstnalulad

o AeaMIMIUTuUTImangnslvviuadiy
auye Juwm (2562) AnwinslinisBeuiideinlunsaaivnyeeud wuininiSeuiinadugns

NN IUBALANUNIND LA ALY

4.6 NM3YTINITULINININ
nsdeINsReuIAegn maluladidvia uazinuiifinduinysannislunisaeuseIvngsuisns

nan anunsateudlulgminulaead:

nsiiuusegsla: Tnuiiiadulunisaseanvaulanaznisudesdugauin

MsuAMule: Twmalulad VR/AR Tun1shaninssuisnisnanngudou

nsimTineensan: Wnsiteudidesntunisuidymiasaingnaivnssy
= 1% v o Yy A A aa o a
nswssuANUNIeaNglann1svieu: nsldesedieddvianlilugnaivnssuas
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A5N15ANTRUNY

1. Usznsuasnguiaegng

= U

1.1 Us¥1ns UnAnwseaulsenateunsivdn (Une.) TUTN 2 kunI9819natssnu

a (% a ~ A = a a aq a IS =
INGIQUNAUAANYT NAINSLIULULIIUITINTTNIBTNITNGR Tudn1sfAnwn 2568

[J

1.2 ngudieg1a Unfnwiseau Uam. 2 ngu 5-6 91131 29 Ay Felaunlagisnsidoniuunieas

2 v a

(Purposive Sampling) tesnnilunguiigidesuinveunisaeunasnutymiunadugrslusedv
nwd)

2. sasdlanlglunisiae

wistlenldlunisidenuseandu 2 Usznnudn laun

2.1 wsesllenldlun1snaaes (Treatment Tools) WHUN13IANTSITEUSITIIN (Active Learning Plan):

i

¥

NzUIUNSHEALTINLAZNTASANSAIEWDY woUunAndu Padlet T lunszauszauaues
#3918 (Brainstorming Board) tialvidseutiaweanudilaniudeniiy sunn waginle weundiadu
Nearpod a5 aunieuniufdunus (Interactive Lecture) wagnabnuinufiiadu (Gamification) 1w

nanssu Time to Climb wag Quiz
2.2 wseddlefililunsifiusiusindeya (Data Collection Tools)

wuunageuanadugnsnsnsseu: Wudsaeunuuusty $1uau 100 9o wuudunangfngsunis

a o

Fous: ietuiinseaunsidiusiuuasusagslaluraizyinfanssy seuu Analytics ndsduvesdenavia:

[ioIATIERANNgNBIkAr SEevIaN UM SnaUaALD VRIS E
3. TUABUNITATIUATNIAUNINLATDIND

3.1 NMIFATUHUNITARY ANWMENgNTTIEIVINTIHIBNMINGS wazthUayymaneeniuuianssuay

WUIAA Active Learning

3.2 MIATNUUUNAABY IATINIAUTTAIATIETVINAL TEAUAIINLINGE



3.3 N1INTIAABUANLLNLNTI (Validity) dwaunsianisiteuiiazwuunaaoulvigleivigy
MTIAUANARBAAGDY (10C)

4. FunauMBUTIUTINTaYE

v o

A38ALTIUNNTAN19AIMTITETIUHURANT (PAOR) Al

JUROUN 1 N30 (Plan) nseilienmuniseungul iinAnwiinhasuuuladey uag

panuuuianssulu Nearpod way Padlet Tidonpassnuiilonuu

& =i a va o a @ = = "o o &
Tupaun 2 N5UHUR (Act) Aiun1sdnnsseuslunuiteu lngudsaiandsil
1 o ¥ 1 a £ d' s & a
o Yrhuinguniseu 1 Nearpod Poll Lieldniugiuisial
o Yfanssn 14 Padlet WnAnwiasunssuiumsnaaniounuuinloUsenouiiawanles
a a va a

NOEHFNINUHUADI

o ¥3azy 1 Gamification (Time to Climb) Tu Nearpod tienaaeuadsidilasiiunsudadu

Jumauil 3 n13dane (Observe) Tuiinwginssunisneauldvesindny n1sdesulu Padlet way
AMUAUFIlUNITIELLNY

Tumauil 4 Nsazvieundu (Reflect) twanziuukazauiuinAnynusulsluaudaly

5. nMsAaTeideyauasannnly

€

AIdpindeyauinseilagliansnal

4

AEdRNUgIL ARds (Mean) Wazr1sosay (Percentage) alU3auLieunshuuUNSuUNALAY

a ) = a A = a ¢ a 1 ' 1Y £ . = 1Y
unSguuinnssy MaUSeuiieudiedn AeseiiuSeuiieudiuninauemadugns (Gain Score) Wiguiu
Todue) luyntaaauiigliu
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NANISALLUIU

N93980e NsenseauLsepdlanasnadugsmeansseulusglvmg vl Wnensinnsiseusiden

a v v v

HaunAlulagfdvia dmsutndnw Uiv.2 wnundvngienalsesnu gIduvelauanan1sinseideua
RHERIMED
1. wan1s3nTendayalisUsunn (Quantitative Results)

Tuduilf3delavihnsUSeuiigunzuuuainnismageuinnadugnsnen1steu 33 Nssuisn1sHan
& @ v = o o v ' a ¢ & | A o = %
FauludeasuyaiAgaiudiuiu 100 e lngudsinisiiasigioanidu 2 diu AedimidansiSeuiwuy
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