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Abstract

The focus of this experimental research is to develop learning game for
the instructional course entitled Library of Congress Classification System given to
36 information science sophomores of the Faculty of Humanities and Social
Sciences in Rajabht Suansunandha University in 2018, and compare their
academic achievements. The experimental group comprises 18 students who learn
the subject through the use of a game, while the control one consisting of 18
students attend a regular lecture course. The course test scores of the 2 groups
are gathered and analyzed using Paired sample t-test6 and Independent t-test.

The findings reveal that the experimental group has statistically significant
achievement as higher at the post learning engagement as .05, while the test
scores of the course of the experimental and control groups are found to be

indifferent as .05 statistical significance.

Keywords: Learning Game for the Instruction, Library classification system, Library

of Congress Classification System
UNY

NPATINNBEMITIATAALIAINTNENIENTEWNA LU edmAicnanas
mwjﬁﬁalﬁﬁﬁwj‘i%mi LAZIANNIARY NTWINTENTFULNATLUURBFYA

Volume 37 Issue 2 (April - June 2019) Journal of Information Science 45



M@ nuNanTSeug
1389 MITanInanyniiiaszuLneayATgEMaITTU N gewiio uazaniz

Sgamawiiuld lieauisedfiud TaqludAuw wiodedidnnsefing ua
Ftmilfinalulaasunadmivmiiiensiuaziaszuumauna Zadudm
Afenuidyderindnsiluetronn mnalungimanzedninumaninemans
LL@ﬂ%ﬂﬁ%’ﬂmm‘%wmsaaulm']g%’]ﬁﬂ’aﬁﬂrymag‘%m p1l3eMT LT WNANEN 10
m’mLﬁﬁlﬁﬂmﬁammaammtu'oéﬁé‘ulumﬂﬁmwyjLLa:VLu'mmmﬁ]m‘i'm'nwmﬂ
vasdyansoinmalugiadnivldiaanyld (Chutosri, 2018) Fsxaanaoaiunuwisy
189 Murphy, Long, & Mac Donald (2013) 3271 ftin@nmluszduiagnaiiuauwan
feldaaninmanudilalunslinuaengluszuuneayaigantawinuly
nIdunIninensssaunaluiasayaldiduoei@ FItun1ITansiSon
miaau’%omiﬁﬁ]:@Taoﬁmsﬁw’é‘anﬂﬂ%ﬁuj’mﬂi:qn@ﬂﬂummamﬁlalﬁﬁnﬁnm
sansnrnanudlauazaniian1éaan annaud Saues Kaengmongkol (2010)
szyd Finsweufitrnlisindnwdnlalwionldazdeafionsasiioufoa iu
MIANBIQIH NIUFAIUNUINFUNE nslddenissen waznsldinuiines
gown sl 1 udu

ﬁamiﬁwﬁﬁ Suluwinlglunissaudiuussoninemanfuazasswnd
aaas ldun milddasdr (Poolsuwan, 2010), any (YouTube), QLﬁa (Google)
(Hemprakan, 2016) uazwilidedLinnsafing (Vorakulrangson, 2013) 1ludu udde
maFouideduislisunsasinldfSouiyjiuiusmenmsSouigeduled
Lﬁam‘%ﬂmﬁwﬁumsﬁwﬂ@ﬂI’ELﬂwLﬂugm (Prensky 2001 cited in Bunlikhitsiri, 2005)
%aﬁﬂﬁ;ﬁ%’ﬂﬁumﬁﬂﬁa:ﬁwmmmﬁ;alﬁﬂuﬁamsﬁﬂuf Tawawdwnuie
ﬂ'ﬁﬁ'ﬂuﬁﬁaa mﬁwmwg%ﬁo%ai:uwaa&g@%’gamaLu‘%ﬁmwmuf‘:amhdm
°uaamma_iaé']éfuLﬁamu,a:mnmmwaaé’rgé’ﬂwnfﬁwuﬁaﬂnwlugﬁan'ﬁlﬁ
WRUAYATIRD UL RN ATFENNDLT fitlawuwnusw V‘i'fl,ﬁj’fénl,ﬁal,l,a:am‘i'l
Idenn SnisnsldinuddviaduionsFoufesiliiBoulu fiuiuimeninion
TERINFREUMBNY Uae izwjnpjﬁwﬁugaauﬁua%ﬂ@mnmﬁ;ﬁ%’sﬁ@um%m:

=

1JunuRINLNLIN (Role playing game) WWILW®eNT (Fantasy) @99zt28vinlA
HiSpuidndudnluiudesmusniiomaslwnurdiudiszasbaldnivumsisou
deinuisaztei i S euiaanuiinaunauiwniaindu (Rodkroh, 2015)

o A

46  ;isaisaisauinAmans Ui 37 atfufi 2 (e - figuou 2562)



Development of Learning Game
Thanakorn Uiphanit, et al. for the Instruction of Library of Congress Classification System

a ~
NIBULRIAANIFIIE
ao & X eno v o (3 X X LY
mdvaish Ravldmmuaseuivavetasdlznauilen laviilewnls
lunsiipfe Imnsdanuiengszuuneayaizanawing SmiuinAnsusu
a = a ¢ o A o a X o
ATENIFUNARN S SVATIEIEMNAFFEAT szaulSyanes lagfifaniluuni 3
MIMAUALRIRYRIIRD Tz U LN RYATIANBININY YIznauey
1. ANBMENIULIAGULIEEYNIV8ILAINYNITDITULRDAYATTAA"
aL3nn laun
1.1 MIudsn3sn 1 msladnwslsiu 1 é wdsdunaialng
1.2 mautaien 2 maldanwslsiu 2-3 1 uiailunanadan
1.3 MIudsn3sn 3 mslEaaavensiin 1-9999
1.4 MIutea39n 4 malfiaandsganafioy
& oA v o & 9 ¢
1.5 MIudIn3sn 5 mslisysnwalisvaaaas
2. anunmsvasRyinsaiiwudesludlanisliiaungszuunaaya
Szaanewinu

A o

= a X v a o o Ao &
‘ITGI%"/]%N']?DElvlﬂﬂﬂﬂuﬂgllLLUUﬂW?LiﬂuﬁW%?UﬂW‘nﬂFJE]?JﬂL‘]_]u 2 E‘]_]LL'U‘]J

U
a v

leun sduuumsseuuuulng (nIusInne) LLazg'ﬂLmumsﬁmuqﬂ@ﬂ%mu
WWanaiSoud (389 nsdanananygwibifeszuunasyaizamainu lasnaisoud
Tugtuuuinuiudiivldlfumndasesnuiensdnsdudwnunfiansaznaau
Lﬁam‘iﬁﬂué’ “Play to Learning” %38 Game-Based Learning (GBL) Iﬂﬂﬁﬁ’@lqﬂ‘sm\‘lﬁ
Q nﬂl YA =y a v =) e ! TS
wanielddSowmAansSous lwsnewsendsannisauina (Boonsirjarungradh,
2012) lasfiasddsznavvany Falaun nMwdszney L{eedsznay mduiiubes
a v ar a v Aaa 6 .. d'u
UAZIZAUANNENN AlTINAUNgEAauaasAfIaa (Constructivist Theory)
dumIaiuenuresisoudomaiiondszaumant niafefinuiuugenlys
Auanuianudiladuifeginahaduanudilavesaweasdafinannsiiddy
A lunadoudanajslidSouldsdanszriinaainsninad (Chaijaroen, 2016) uaz
gnzaulnavas Csikszentmihalyi, 1990 (Reynolds et al Wongbuteewatthana, 2017)
flipwsnziulnaliduduanuifnzesanuaila YITUITAUFI LAY
v 19 v dl aa = ~ A AQ
wazamwmIntlad wazliiuiveimalfsuudaseddng wieffensniale

Volume 37 Issue 2 (April - June 2019) Journal of Information Science 47



M@ nuNanTSeug
1389 MITanInanyniiiaszuLneayATgEMaITTU N gewiio uazaniz

aaveagiuANNINMY wazaunenenalumIdsfnamnaasanaanain il
%wﬁwg’mnﬂmé‘u

dmIulumsiananmaisoud {33 plnasunnsmensiten lunsiassdy
ANUAINNTNVDIN LU vﬁamaﬁLﬁﬂmﬂmimﬁsm,u,ﬂaﬂuﬁmmmfmmgﬁnuéa
iaanmasoulitaadunmadeuluzduuunsdounissendnd (mivssme)
wazm3Seulasmslsing

. M Y FUuuUMsEsumsseuLuuUng (M3usene)
asdusznouvaalian i
dlawluunit 3 matmunaumwiidessuumompigan
ouifiu Usvnaudie
1. dnwasmswshiuion silvdossuuveaynigan wuumsBeun Adnudtonsdon dos msdh radiqrimsmstiou
oy lhud wnavgnsdessuuveayniganionsiu
1.1 msuvndadt 1 nslidnuslsiu 1 & waiumnelng

2eAUszNeUTBNNL

12 maujendei 2 mslignuslsiiu 2-3 § uladumnedeon S
13 miswsnieh 3 msldiuavensin 1-9999 P—
1.4 msuvanssil 4 msliaumdsgameton ~ msddiudos

1.5 msuvrds 5 mslidydnvaliavdnmes _ qedfurnnenn

2. enmmngvasdyinuaiinusslugiansliaumiszuuneayn wafinsoud
JganenEny - nquijpeuaniniiad (Constructivist Theory)

- anmydulua

AN 1 NTALLUIAANTIY

A5A N5

mu’i%’ﬂL%@dﬂﬂiﬁwuﬂmmﬁ;amiﬁ'muﬁ Sa4 MIanaNanInIReSzUY
waayaigamainmduwisugmanss laafasduduns Fail

1. Uszrnsuaznanaladng

Uszmnsfildlunsdneiseluadoilldun dndnsszauliyaned

U7 2 WrwdTETEwNAfnE NI ATETEMNAMEaS ATZNUBUARATIAE
aaﬂumam ummmammngmuauum Vlmaaﬂmmluﬂmmnm 2561 31U
Y198% 36 A AT MIRaNULUANZas s nindnsnTudli 2 FRaFHUIIINT
ﬁ)wmwg‘v\mam:uwamg‘mgammmﬂummluﬂﬂﬁiﬂnmu Iﬂmﬂwmlu
NEITITIAY

48  misaisaisauinAmans 7 37 atiufl 2 (uwou - figuiew 2562)



Development of Learning Game

Thanakorn Uiphanit, et al. for the Instruction of Library of Congress Classification System

2. atasilafilFlunsive Ysznauds

2.1 mmﬁ‘amﬂ%wf Sas MItanInNanynitIiaszuURaayATIAN
oS TawldBoinu “wanyfokosdy o waaNawasd (LCy s9tulaglslsunsy
915 RBININe3ENS (RPG Maker MV) Zaiiluinuiszinna1ins (RPG) "?'igl,siuﬁaa
sawununidudazasmelung Ssmansaawldmuuszoul fiansuauasend
(Android) uaz3zuulHian3Iulads (Windows)

2.2 wuunageUiaHaFNgNENINTIEEwdRiUNegeLU T NLUY
\Aanmay (Multiple-Choice) $11a% 4 §LAan Tanua 37 98 G9rumMsIazHim
A1ANLN (Difficulty) LazA181WI93UWA (Discrimination) Iﬂﬁﬁ"a’mqﬂizmﬁ ez

MITAANNFIINATEILU GIAN1T199 1

A1319N 1 ‘?@qﬁi:mﬂ‘maaﬂ'ﬁﬁﬂujﬁ,ta:mﬁ@mwf/ﬁnmﬁvl,@”%u

o I3 =) [
109Usra9IADINIITN]

o [y av Yo
ﬂqi?ﬂﬂ?qﬂzlﬂﬂﬂzﬂ‘lﬂiﬂ

1. WaldgiSpunnuilasiainims
wsdrduiilanaluszuunasya
e GERRIEEMY

maaummfﬁaﬂmaa%ommu’a
frauiftanluszuunaayaigand
LN

2. ial¥HiSouand e rInITHLIAS

u

1 1 va9szuUneayaIgFMBLiY

NAFOUAMNIRZIN B INNTULIATI
7 1 1895 UUNORYATIANDIUIN

A

3. Lwalﬁ;ﬁ%mummmwwmwad

o o &l

amanwmwwuﬂaﬂlmzuuﬂaaw

o

%

SggnnawInNg

a9

ﬂ@]ﬁaUﬂ’J’]&liL%ﬂdﬂ'ﬁﬁi\I%NWLI“].IQJ

a [

fyanwoiinudesluszuuvaaya

(]

a

SaRNTaLINY

o3

[ o q & o o o X
3. NITETWHATNAIRILATAIND TUUAaUWNTFIILATNAIUWIAIT

3.4 nuamIloud Bad mIdaninanynihiazuuasyaigan

LNSIN Q"i%’ﬂvlﬁﬁwmmum:mumiaaﬂLLUULLa:ﬁwm‘s:uum'sﬁyumiaaum 84

15a@luiaa (ADDIE model) dameasidaadalli

Volume 37 Issue 2 (April - June 2019)

Journal of Information Science

49



M@ nuNanTSeug
1389 MITanInanyniiiaszuLneayATgEMaITTU

UINg e?ﬂW’lﬁ?D‘Ef 121975

Gy
finwuuamvdnnisuaemouf]

!

a « & Ao
WUATISHUDMIVIISUNAUD e

nmsgnaulumsiaunin
I

MEAATIN (Analysis)

v

MAUALLIN EU N RNV GEN

sumuaduiuneuresmsiiiuies
|

Mseaniuy (Design)

v

Anvnlusunsuildlumsianning

I

afunuiien1siFeusises Madanuavy]

nilvdessuuvoaynizanieiiiu

dunulionansdi
Vinwuasdieng

NIITEY

v ow = ()
naaeufivindnuitldldngusznns

ms#ain (Development)

I

YSuuswifly

Tlbin N

v
dunulldiudsznns

nmsthlul (Implementation)

Usudiuna

m3Useiiuna (Evaluation)

i 2 duaeumisisuaziainuNenTtoui 1589 MIdanuianynilife

ITUURDFNATTANDLTIH

50 qnsaisaisauinAmans

19 37 au

o

U

12 (Wnow - Tauen 2562)



Development of Learning Game

Thanakorn Uiphanit, et al. for the Instruction of Library of Congress Classification System

& A a & ) wa e V] wm & X
Tuaawil 1 NMIUATIZR (Analysis) §Iduladianeiiiian uas
amwidsznaufiaziiauanalunuainddwanay lasdaeiaiuuuIniives
wanmsuaznnejniaseu Gedidvldlinguaeusaiadiad (Constructivist
4
theory) uazaAzanna
Buaawil 2 n13eanuuy (Design) {ITumnualasiinsausiiy
TuaanvaInIdfiniasdiondouanaivaia (Storyboard) Walwussgany

o

mqﬂi:mﬁmuLﬁaﬁﬂmaaﬁanﬂil,%aufﬁﬁovﬁ lasdmsaanuuuaadh

@179 2 FAaTUeTA INN: NANABRRIRY ¢ naayalead (LC)

AN

AMENT G

a = pd
ANBWSNIIIBWI

MazAINNIALE HP agf
1000 whﬁ’u“[@mjl,a'ummm
M sRenaIazATLAZ AT
v Ao v o
Fazas Adasmliidudaien
lumsdniiuisasasle

Flddiauiansd
FIUI Lm:ﬂm}'aagj

Aumniasinag

Wugtolumslidoyaiiugn
lunmsiau sauszuuvany
LAZUUZIILWINIINTIA LT
Bag

P % X
iWanIzdu uazide
srwindansiToud
VoI

Weamihiusuuniduienuas
Qe daygnaslufaiesiy
Mo uawriaSusd Saln fa
Mﬁmm%ﬂluﬁmmmj ﬁgﬂ

SRR

Aipwldaianad
NNMITIVTaAwU
Ty lasd Gqln
uian

fnunaznlasaeuwduues LC

PR o
WasmshuusuunduNauwes
diaufifadygnatlldiasiy
9 C em e

@8 wAwiaSsuarfavas LC
ﬁﬂmaaﬂmymmﬁulﬁmaﬁ
INUAEUFATNIUN Uazilanas
dasientuzuar LC Tldinae
FadrnauAnNN

Wumsafaanuen
msﬁwmmimnﬁvlﬁ
Suanysuls %q;‘}”ﬁﬂu
e ey anugenn
ausulszaunTal
malwny

Volume 37 Issue 2 (April - June 2019)

Journal of Information Science 51 -




M@ nuNanTSeug
1389 MITanInanyniiiaszuLneayATgEMaITTU N guwilod unzams

= .d' ¢ o o o ~ \
AN 2 JFEDILDIA LNU: NITYNUWRBIAL %aﬁ&l@]l@asﬁ (LC) (910)

aw AMENTG ANBMLMINITINT

iipsnaufiimafiiuszuy fenannuy e lw
Snmanudseadsdmmiume | iamaBeud daems
Tuwasdu uaztilugudoya ATy (Assimilation)
dmiuligisulglumsfinm Lﬁalﬁgtdu%‘uiaga
naldnananyszuLRaswa wIaaIFUNAlnl

Jganawinu

wanDenafiagluiesdaunmelu | wdBena wiou

wesyaigamawiiunnay | wlauay Afiniilu
v Ao > = . v A 99
Joud feanuienudmmy | denaannnwg iiald

‘Lumﬁwmwyzs:uwaagﬂ Hlawdnganniznstn

1A
wantena < e
SganaLNinu %a (Flow state)

= o A - o o o ~
®13191 3 ﬂ’]iﬂ'lL%%Liﬂx‘iLLa:LLN%‘ﬂﬂ’]UIuLﬂQJ: NITYNLRBIAY th viamgmaasn (LC)

WH WA A1as5u1e

aeludhu: EEMEVERAE
FnSusauuazaturedtmaausIntsatune

FzULE9 g Melwin

uaniu: gisudnduazdaseanundusniile
Lauma"lﬂﬁwaaagmaa% (LC)

v
o<

auluies: Solundanudliidusanunegs
VBINOFYALBAT (LC)

11 37 atiuf 2 (Wwow - Igwen 2562)




Development of Learning Game
Thanakorn Uiphanit, et al. for the Instruction of Library of Congress Classification System

a1391 3 maduiwSesuazunuiinaluing: nagAekesdy w weayalead (LC)
(d@)

WHH A1a5u1e

mulunasyaiaad (LC)
Tu1 : lafiduinisaziaaiumii Guseaz
vanmildFawasdul laanisnezluwassy

%Ldm:ﬁamauﬁwmummﬂ%mﬂauﬂma%
wle 8 Taauly

ﬁaaﬁumulwaaqmaaﬁ (LC) Hlanazdas
HUMIBenLaNagauaNuINNMaN

P A P A
Uenaflagnmeludasduifiathnyuannile
ma"LaJéTaﬁaaﬁuaaag’ é’fjaglheim:ﬁaaﬂamﬁa
nanaudiay liruiunuazisntlaed
v

NAVNUEUADINIA Save o

Wosuas: dlauszdadiantusiiivioves
Lc Wle Tasidlunmisananudanisaay

o v Y & Il a
dow dfiaunsugnazdudisldalaud
mnaaufiaazlaslavfiunn
*WmLﬁam\i’m@duﬂumnmﬂana§ W6l

FATONAUNLEUANT Save Tile

Volume 37 Issue 2 (April - June 2019) Journal of Information Science 53



M@ nuNanTSeug

1389 MITanInanyniiiaszuLneayATgEMaITTU N gewiio uazaniz

13911 4 MIBDNUULLTEENINIIANIANY AT TE Tz UURaFYATIaNBINTIH

PBINN: HIYNUWBIAL Th NORYALERT (LC)

each7) Treatises8) see9) LATDIRNILIIAL

o mwf/ﬁnmﬁ"lﬁ%’u SEmsthenaaiiam
1. Imm%ﬂmﬂmaa"ﬂﬁuLﬁﬂmﬂm:uumaqﬂ "lﬁ%fummfluﬁ'aa aiamasousld
Syamouiiu Saldun paslassaiums | disudienisusseng
1.1 maurisaSaii1 msldanwslsiu 1 & wisdrduiitorly | dudadnws 1
wiadunuaalng ITUURAAYATTAN | wiauiumIuaed
1.2 mautisnSaft 2 mslddnwslsiu 23 61 | i mMwdsznay uaz
udadunuiadon ﬂnﬁaamu‘ﬁ'alﬁﬁm’u
1.3 mautisasaft 3 mslddaaensin ABMWLAZRINT
1-9999 e laian
1.4 m3utisnSedi 4 mﬂ“ﬁ’mwﬁag@wﬂﬁw IeunnBatin Snve
15 mautisadaft 5 nslifydnwoliaada UEELPCPREERITER
EH HlaudiamInuaey
2. anaminpvesdyinwaifinutasluszuume | 1d5uanug Tay
ayaTgannaLinu Usznaudis 1) General | nuilsanaunany
works 2) General special3) LASagmanguIn “uaaéfzyé“ﬂmiﬁwu
+4) cf. (Confer)5) ca (Circa)6) Under Liatfluizuu%amg@

@ PR
IIRNIBLNING DI

() 10) ddlunaldszuiavdaines igu anuindudens
#1731 Other Asian countries, A-Z LJua Iﬁm’um‘j

3. L1aMINIULIATIN 1 VBITLUUNERYA "l@v%fummfua: a%amiﬁwﬂﬁg
Sgamauisiu lagdsznaudas 20 wauaa rnselumautong | iaudaeiinisgada

Inai a%of 1 veeszuy | (Assimilation) lagld
UELERREER "E’ﬁ'mil,l,amﬁaga%u
aNINW nliiiauandn uaz

mMuaNuAnEiLan
Wifavnusemanis
2NABL

54

qnsaisaisauinAmans

o A

11 37 atiuf 2 (Wwow - Igwen 2562)



Development of Learning Game
Thanakorn Uiphanit, et al. for the Instruction of Library of Congress Classification System

SwAauA 3 NN (Development) ;ﬁ%’m’éumnmiﬁnm
Tusunsufilslumwamn FolunsiseeSiiladonllusunsuarifswninefidad
(RPG Maker MV) lumiﬁwmmmﬁ‘amﬂ%wﬁﬁao MITANNIANYWITIFE LU
RORNATFRNBLAUTNY WRINTARAWILNALESD ;ﬁ%‘ﬁvléfﬁ']mu"tﬂiﬁmmsﬁﬁﬂ%nm
LL@:@L%U’J“E’]QJVMWaamﬁaﬂ%tﬁuqmmwmu (Index of congruence : IOC)

' o

ﬂﬂuﬂﬁﬂﬂiﬂ%ﬂﬂ@dLLﬁl‘lJ@l’lllﬁ’lLL%:ﬁ’l‘lJElO@%EJ’J“ﬁ']EgLLEﬁﬁﬂﬂﬁ’m’ﬁﬂ@ﬁﬂU (Tryout)

o o R a9 o < A £ wma W ua ] a
ﬂuunﬂnmﬁluhﬂquﬂi:mm AUIBNIFY 21 ﬂu‘ﬁdﬂd’ﬁ] EJVLG]LEIE]ﬂ%ﬂﬂﬂ‘H"m’]ﬂﬂﬂ@]

[
o

FuIA 1 LIRATIETEWNARNEN ST RUNATEAS ATTUPHHATATURE
faaumanT amnIngdunsagsugium iungunasad (Tryout) \RewdaRanana
LLa:v‘hﬂﬁLLﬁ"Lmﬂ%’uﬂgaﬁnﬂ%a

swaawd 4 My ll4 (Implementation) e prnaRe MR
jﬁ,‘%aa MIIARNIANYNIIRD TV UNORYATTAN DN Asniunsutlosioud
Vlﬂﬂﬂaaﬂﬁﬁuﬂsw'miéﬁaLi‘]uﬂq'wﬂaaamuﬁ@%%ﬂﬁﬁmmvﬁ Lﬁ‘al,ﬁm]”a%la
fTunIdTzidiung

swaandi 5 Matssiug (Evaluation) ;ﬁ%’sﬁmamuuuﬁiﬁmn
LULNARELTARAFNONENNINIE eI EW mnRaFNgNENINIsEew
maaﬁﬂﬁnmﬁL%U%I@]Usl,ﬁnmﬁamsﬁﬁuﬁ Bag MITANIIANY AT TZUUNORYA
F3EMBLNTAK NAINTIUFININN oI atefiu@ Ay neaiaiszdy .05
‘vsmmﬁaLmlLﬁamiﬁﬁuiﬁmmmﬁwﬂﬂﬁ

3.2 WUUNAFEUIANAFNNENIMIBEuiTuaouMIENS G9it

321 @nmdua MuTNdayannienas §1m unanuuas
nuitefifsadalunsnousseenuuLLUNaFaUIARAFIONENINI G

322 r‘immgmjmmduaﬁ”ﬂLmumaaui’ﬂwaﬁqu%wwmsﬁmu
Twida ussiiamsfiitomildlunmnaseuianasugninonsdou

323 FPNLUUNAFEUTANaFNONIN1IM TS BT Ui uIn
60 72 lasfiflamanuunii 3 MIMAUALRIRYRIRIRD TV UMORYATTAN BN
T893 1ISY2102 MITATZUURTAUNA 2 VAILVUSITIENTRBNARN BT F1UTIT
FIRUNAMFAT AMZNUBEAIATULATFIANAEAT URINENRITITADFIUFHUM

Volume 37 Issue 2 (April - June 2019) Journal of Information Science 55



M@ nuNanTSeug
1389 MITanInanyniiiaszuLneayATgEMaITTU N gewiio uazaniz

3.2.4 ﬁnLmumaauﬁ‘@Naé’mm‘f%fwmnm’%'ﬁung,%mﬂrmyﬁm'ﬁ
U finnnugennfadnasuuunagananagugnin1en1s3en (Index of item
objective congruence: |I0C)

325 U%TU']JEGLLﬁ"LmLmumaau‘?@Naﬁqu’ﬁsmﬂmiﬁﬂumwﬁﬂ
LLu:ﬁwaaQ’L%mmrg AenazsthuuunaseuTanagugninamideulineses
(Try out) TaslssindnwnnmeBeudndsudi 4 wunsdmasswnadne a3
FIRUNAMFAT AMZNUBEAIATLATFIANAMEAT UAINENRITITADIIUFHUM
%% 30 A Lﬂuﬁj‘n@aaoﬁ'lLLuumaaui’@maé’qu‘ﬁfmaﬂm%w iamdnaa
810 (Difficulty) LazA81W1997LWN (Discrimination) @UINETaVILLUNARALIANE
é’um‘ﬁymomsﬁm ﬁy‘oﬁﬁ‘i%‘ﬂd’t%mmsﬁmsﬂinﬁmmumaaui’waé‘qu?&f
NINITUBUUUDILN A mniaﬁwmu&ﬂ%mmummsﬁﬁﬁmumﬁ%’m:ﬁw
mIdiadafnonuinis

3.2.6 TULUNAFALIANAFNONINIINIEEUAHIRNNITNARE
(Try Out) $nuamiia 37 doluldnuiungudszns

4. msiiusrusndeya
mafiuursdays v ldimaudedszminseeniduseingusdan
mIguaineing letun NYUAILAN FI1UI% 18 A% UAZNFUNANDI TIWI% 18 AL

"‘fi{iﬂmgﬂHm:‘llﬂ&ﬂiz‘ﬁ']ﬂii%ﬂdllﬂ?ﬂﬂw LLa:nq'&mmaa %zﬁqmé’nwmzﬂﬁw HARY

q 9 q
o

fu lasns 2 nduliesBeumdaninanyniifoszuuneayaizaniaiiuan

' o o

naw ‘ﬁa\‘ﬁ]']ﬂ‘ﬂ']ﬂ'liLLﬁdﬂ@;NﬂiZ’li']ﬂiLLﬁ'J%GLﬁ‘]J‘fl'ﬂHa LN DTN HANZ LY DINIRDY

nauIFsuNEUTERIINa M IR UIBATUNALAZHAN THB gy lay
% 6

Wrssaanguiuunaseuianadugndnanmadou (fewdow) feuazSou]
mMitanananywikifeszuurasyaizanawndiu lasnduaiuguazoulasguuy
nMIusIEnsUnd dﬁ%ﬂ@:ll‘ﬂ@lﬂEldL%EJ%I@]EII’ELT]SJLW‘EHT]SL%U%?T Sa4 MIIARNIANY
wiliRoszuUvaayaigaNaIInL LR suuINasauTaKaFugnTNINTS Y
(MRIILW)

o A

56 msaisamisauinAmans Ui 37 atfufi 2 (e - figwon 2562)



Thanakorn Uiphanit, et al.

Development of Learning Game

for the Instruction of Library of Congress Classification System
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