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Abstract , 2 0 1 3 0 8

This study was the experimental research. The purposes of this study were 1) to
develop the video of 2D and 3D animation, 2) to compare the learning achievement
between using the video of 2D and 3D animation, 3) to compare the interest between
using the video of 2D and 3D animation, and 4) to study the relationship between the
learning achievement and the interest of students learning through the 2D and 3D
animation. The sample of this research was 60 students of upper-level primary school
using the purposive sampling method. They were divided into two groups : learning
-group of 2D animation and the learning group of 3D animation. The research tool
comprises of the animation video “Pralong Panya” in 2D and 3D, Media Assessment
Form, Learning Achievement Test, Interest Test, and Behavior Observation. The data
analysis was conducted through four statistic methods : elementary statistics,
Meguigans's standard, independent t-test, and simple correlation.

The results of the research showed that 1) the instrument media of animation in
both 2D and 3D are effective as the Meguigans’s standard, 2) the learning achievement
of both grdups using 2D and 3D animation is not different, 3) the interest of learning
group using 3D animation is higher than that of learning group using 2D animation
significantly at .01, and 4) the learning achievement and the interest of both student

groups learning the instrument media of 2D and 3D animation are positively related and

significantly at .05.





