172710

msselundail fitnquszasdiftednumavesguuumalfduiuimenisisouly
mstneusuTaodinudugnuuduiitidenadugninemadon  veaynminsgudineusy
1 a o a [ o/ 4
tnzAuquIzuunievsneuiumel  uminndouseas  dulshidnuife  giliuums
ayv o ¢ o
Yidiusmensioulunsineusulagidioudhignuudy 2 gluvy  dszneudae
aw o d - ~ W A: aw o )
slumalgduiuinenmsSounuudGouduiion unzpluuumsljduiuimemsisou
suuiSounudaou nqudrediuthinmnsveguiRneusazAILRNIELIATONY
(] [] »
aoufiaAe unAngduusens $1uau 60 au nFeaioRldluns el 2 Fu 18un Tulsunsy
¥ o 4 a & A a J,
miAnevsulasldinuduguuudy Fes “nisAaduniovisneuiaunes” uazuuunAdoY
[ o & = A a 3 A a 4 aad av n’: d’d
Saradugninienisiiou Foe “msarsunievienouRiunes” adanlFlumsitulunisiine

o I's
M3 InTEIT oo (t-test Independent)
HAN13IGRUN

AdhumsTineusuiiineusuTasldinuduguudy Afigluuumsyfduiuing

Q( ] L4 4
mssouudGoududaou TradugnimemsfougainiddhiumsineusuiidnousuTay
g 4 ay @ ¢ [ 4 [} o
"l‘x’f'mmi‘lugmuunu AlgtumalfduriusnensSeuuudSoududiom  stiniy

o o g

af 'Vl'lﬂﬁﬂﬂﬂizﬂﬂ .05



172710

The purpose of this research was to study the effect of types of learning interaction on
Game-Based Training via web upon learning achievement of personel officers in Center for
Information Technology and Communication Services, Naresuan University. The variables which
were studied were t§vo types of learning interaction on Game-Based Training via web. The first
one was a type of Leamer-Instructor interaction and the second one was a type of Learner-
Content interaction.

Subjects in this research were 60 personel officers in Center for Information Technology
and Communication Services, Naresuan University. There were two research instruments which
consist of Game-Based Training via web program in the title of “Computer Network Installation”

and learning achievement test. The t-test Independent was used to analyze data at 0.05 level of

significant.

The result was as follows:

The subject trained from Game-Based Training via web with the type of Learner-
Instructor interaction had higher learning achievement than the subject trained from Game-Based

Training via web with the type of Learner-Content interaction at the .05 level of significant.





