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Abstract

The objectives of this research for 1. The application of technology to create tools
for use in teaching activities. 2. The present model of teaching by using gamebase learning.
3. creating learning materials to replace traditional learning formats that have costs of
maintenance. 4. The terms of use and teach the children and young people have a strong
sense of patriotism Thailand. Reconciliation and sustained by state guidelines. Data Analysis
by average ( X ) and standard deviation (5.D.). The samples in this study are :

1. The students in Princess Chulabhorn’s College Phetchaburi, 30 students were used
in the study was an evaluation of satisfaction toward learning the game. The study found
that the overall sample have a preference for learning games at a high level ( X = 3.86,
S.D. = 0.46 ). The samples feel that game-based learning are suitable for use as a historical
learning and a sense about game-based learning that keep learners engaged in the learning
result of awareness on the subject of reconciliation and patriotism. The highest mean score
of satisfaction ( x = 4.62, S.D. = 0.42). However using the game-based learning on mobile
devices as historical learning must have teachers or advanced users for the best of learning

2. The 2nd-3rd vyear students in faculty of Information and Communication
Technology ,Design majors ,Silpakorn University, 60 students were used in the study was an
evaluation of satisfaction toward learning the game. The study found that the overall
sample have a preference for learning games at a high level (x = 4.13, SD. = 0.50 ).
The samples feel that same-based learning are suitable for use as a historical learning and
a sense about game-based learning that keep learners engaged in the learning result of
awareness on the subject of reconciliation and patriotism. The highest mean score of
satisfaction ( x = 4.65, S.D. = 0.55). However using the game-based learning on mobile
devices as historical learning must have teachers or advanced users for the best of learning
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