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I Abstract

This research aimed 1) to develop a game application for team-based learming to enhance undergraduate students’
21% century skills, 2) to compare students’ academic achievement and 21 century skills of those learning with application
for team-based learning and traditional instruction methods and 3) to explore students’ satisfaction regarding the
application.This study was divided into two phases. In Phase 1 the sample consisted of 156 undergraduate students from
Srinakharinwirot University and in in Phase 2 the participants consisted of 172 undergraduate students from Srinakharinwirot
University. They were then randomly allocated to either an experimental (n=91) or a control group (n=81). The research
instruments consisted of a game application for team-based learning for enhancing undergraduate students’ 21° century
skills or "SWU TEAM", 21* century skills assessment forms, quality assessment forms for experts, an academic achievement
test, and a student satisfaction survey.

The results showed that 1) the developed application had an effectiveness score of 80/85, meeting the score
requirements, that 2) the experimental group who learned via the developed application had higher academic achievement
than that of the control group at a significance level of .05, that 3) the experimental group who learned via the developed
application had higher levels of communication skills and collaboration skills than those of the control group at a significance
level of .05, and that 4) students who learned via the developed application had a high level of satisfaction.
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Fafa1sanaadi Kolmogonov-Smirmnov degiadlyifity
AAYNNEDH (p>.05) HANIINAFDUNITNTZABWUULAS
Undvestoyalunsidondsd wudr suusmuustassail
nansztevesdeyadulAsund waviilefiansaneadn
Kolmogorov-Smimov TausazinUsiidny wuin Tid
Todfyneadn (p>.05) Faoimunsnaasy

1.2 MTIATIERUNINGAURUTUTIUTINVOY
é'hLLﬂimuﬁlﬂLmﬂ@mﬁuiwdwﬂdm (Homogeneity of
Variance Covariance Matrices) dsfiansaningldadn
Box’s M uag Levene’s test azfnsia1idAgnieaia
F1nnT1 .05 MNRANITIATIZI WUT1 ANERR Box’s M
WAy Levene’s test voannmUsiAtdedAynieaia
flannndn .05 TarouLATNEINIINAADY UERTI1 A
wsUTIuswesuUsauiliunndaiuseninangs

MTIATIERnSnavenguilidsaun1sfne
(nduMARRILAYNALAIUAL) NendInTnaaedlufLys
a3 7 T waduqudmensGeu fuensdeas
uazvinygAsYaLINAUgDY

Table 1 MANOVA-The Analysis result of dependent variable between experimental group and control group
HANTTIATIENALLUTUTIURUUNTUINTRINGNRLUSINUSEIIINguvaaasas ngumuaulussaznou
WAMHINITNAGLY

LAGIANY Pillai’s

wususau Trace
YNNG oy 032 1.853
VLN 152 10.054

Hypothesis Error Partial
df df
3.000 168.00 .032 .140
3.000 168.00 152 .000

910 Table 1 WU A1PNRAINITNARDINAIIULAN
AslusnUsmuiiauseninngunfnyiegslitedday
79807 WA lUNUANULANAITLUYINBUNITNAADY LEAII
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Table 2 The Analysis result of differences between pre and post of each group in variables: Achievement,
Communication Skills, and Teamwork Skills
ansiATIEiANLANAssErIenagsluldazdasan Tusuysuaduguismanisiou inwensdeans
uazvinyzA YLDy

Partial

nZ

waInuuUsUsIU

nou FENIaNgu 4.910 1 4910 3592 0021  .060
Kadn s AwAaIARBY  232.410 170 1.367
MNESEY N JENINNGY 40.076 1 40.076  24.965 0.128  .000
AweaAdeY 272,901 170 1.605
nau FEMINNGY 0.045 1 0.045 0.599  0.004  .440
. y ANNAAIALATEY 12.769 170 0.075
NNYLNITEADENT . . .
WA JEWIengy 0.471 1 0471 5557 0.032  .020
AMuAAALARDU 14400 170 0.085
nou FENInaNgu 0.284 1 0.284 1728 0.010  .190
PSS9 AUAIAAAL 27.924 170 0.164
saiuidu /N FEMINNGY 1711 1 1711 9.502  0.053  .002
mweAaAdoY 30607 170 0.180

910 Table 2 WU ANLUANFNSTENININGLT
Anwrog19ilted1AYNIIEDANI18UAIN1TNABDIVD
waﬁ’uqmémmaﬁau Vinwen1sdeans uarinuen1svine
Saitugau uslimumnuuansassninenguiidnwoeadl
HydrAgyn19adfinoun1Inaasg i nan1sIAsEe
atfuayuauRzud 17191 weundlduussinminudngy
msseudidanlaeldindugu iliSeulunguveass
THadugSMansBougInIINgunUAL UazauNRgILT 2
i3 wdangisoulundunaasaioudmeneundiady
Uszimnudmsuniaseuiidegniaeldiindugiuuda
finwensdomsuandannauaIuaL Lazilinwgnns
nudufiuuansisainnguaiuay

2. nsfnwiauisnelavesgisoudansld
waunaLAYuY
disguiinnuianelasentslduaundindu
Usstnminudmunsiouidssnlagldiimdugnuiiods
weswinwefSouluamssudl 21 dunlngjeglusziuann
(X=4.08, 5.0.=0.13) TnefiFeuimuiidlausziuiiunn
flan 3 Suduusn T msfinituenehonuduiudatu
paanldhaUndAty (X=4.25, S.D.=0.74) 58989117
ANUTRUMsaANNdgluns I UNaLATY (X=4.24,
S.0.=0.83) uazANNEBNNLAzANTRYBUNY (X=4.23,
5.0.=0.81) MAAHU

B afilsnawa (Discussions)

NSNAFDUANUAFIUNTIFY WU waUNFATU
Usznmnudmsumsseuiidagnineldfindugivanunse
PredaasuinugiFouluansseil 21 dmsugiFousedu
U%iy;:yw%Im&J;:JL%‘aquﬂ?juwmaadﬁL%‘&Juifé’hal,l,aﬂwawi'fu
Usznmnudmsunisiseuiidagnlagldiudugiuiing
dugydvnanisSougsniingumuauegnaiiddidama
affiszdu 05 uenantugeulundunaaosiiFeus
mghaundiatulssinmnudmiunisseuiidaniagly
Anduguiivinvgnisdeasuasinwgnisieuiuiy
FouunnsnsnnauamuaNeEditd Ay saiinisyay
05 uwazgisulungunaaesiianuiisnelasenisiSeuiite
sningldueundindulssinninudmiunisSeudidanlag
T dugluszavun

PnMsiaweUndatuUssamnudmunsiseu;
BegnlagldfudugruileduaiuvinuefSouluamssy
i 21 dwfugFeuseaudSynes sumsthluneaedd
parifonuussiiudfyianusarunedusield
a Yssidiu feil

1. gunsiauweUnaindulssianinudiniy
nsBeuiiBegnlaeldfiandugm wui fiEouiiSeuse
weuwdiaduiiiautudnadugrsmaniadsugeiniings
muauetsiitedfyneadansedu 05 Jeatuayy
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ausAgiuiidmualy wandlidiuin ansldueundiady
Hrenszduiiseuliiansseu; waziinn1siseuiuuy
1nued (Self-directed learning) NUNTIHSENGINDUY
naiFsudravtuenduiFeurieudngu (Assigned Read-
ings) %wliﬁ'sm%éfamwLqumiﬁ&Juiﬁmmxammmu
donndadfu Brookfield (1994) finudn msmfuaugy
nuedlunisiFoudodiseiilesanunsaiindaionuas
Wonldninensn1siseuivesmusamneannefiiies

auadunisiuiiendmang (Goals) veaiSeuiingli

danthiflensuiesdinsiduioudinuny Tnegiiou
wazauoadiimmefiuandaiy 1y Fosnisvus
Aoanstanziuugs Tuluian1snaukuveInguisey
wieloilé3useta (Reward) Mninumainuvioandnly
NANAIANIS

dlefsiunaumsnaaeuseyana (Individual Read-
iness Assurance Test) NLiEJuISULLaﬂwaLmjuLaumiJLLUU
mmmmmmmmuLmuu,aUiaﬂauﬂiﬂﬂumswmaumm
wlugUuvuing etiniseanuuvanwundouvandl
HARBNTUANM/AUaDU (Investigate) AINTVRILLTEY
%qdama&iamaé’wﬁmsﬁ‘auﬁ (Learning outcomes) lne
HEouazifnmnirnuilediufanssunaiaynau
(Alasward, & Nadolny, 2015) Tutupeusionndaduns
VARDULUUTIM (Team Readiness Assurance Test) nasisey
innsyuvIL uaniAsuiEeus Aunt uavasanaiy
fausmaunuwuungy funuuuunduiiaziinglinea
vhufunzuudlongudnduladendmeuneluing mn
gndesarldnziuu diinasuanimsinezuuuiivnfiuiu
punsindulafiianaintu mndunsumsudsdu nsi
dhusm warnslinstaruiidnsudiuma 3 esdusznon
vdnueansiseuslagliing (Game-based Learning) fla
finadnunzadiefuununsaeuiiafiuszneusenm
d159 ngﬂ,a Lazn15Useidiu (Macdonald, 2004)

Tudunoumsgrssaianiiu §i3ouansouanideu
Boudmiu lulssiuiinuasdenninuiiiiuan uazgaeu
mmmiwuauaaauﬂau (Instructor feedback) 1u3ULLUU
forauouuy asvieunanmsGeudiauuuuiReiuazngy 1
L‘wuLmﬂ,uﬂﬁzmummuaqaamalmmw VISR
Lﬁﬁjﬂﬂutﬂfamumﬁ&mﬁgﬂéfadmwﬁu (Brame, 2013;
Hrynchak & Batty, 2012) @aHalifiseUUTTANAaNSNIS
Bouilugnsinadugrinemateuiigiiuld aonndes
U El-Sheikh and Prayaga (2011) finu71 weUndadhiuny

AN U INVDIEL T UL NITUTTARAN T U]

VoI FEUTEAUYI NS lUnANgnTIngInsAeNnes

AuRaveIn1sIansieuidenlaeldfiudugi nnsld

8 N

waundtadudszianinuvilvigissuiinaiiuaula
nsziosedulumsiSeunasyhianssus 9 niu deuald
dnlaiforunntu aunsoBeuduasandideiGouslsu
ihlugnadugvinienisiFouiigsiu @i Khaddage and
Lattenman (2013) na1vin nsldueundindulunisseus
JgaisanInnAdonnsiisusine uausinuiesns
vosrseuRIatulagiuaseguyunsiteusuenvilean
VouSounuuiy Seaddondiiaenndosiu Dengwansri
et al. (2018) wuin thanwfldsunsdnnisSeuiuuy
Fudleswiuweundinduuussuuljuanisuounsasnd
maé’qu'émqmaﬁ'auqaﬂ’hdauﬁau

2. wamsAnwwWinwensdoans wuin fiseulungy
naaosiivinygnsdoasuanssnnauATUALEaTi
ddymeadafisydu 05 MidusuilifesongFoulundu
naesTBEusMeBueUNAInTuUsTAMINLd M uNsSeus
Fagnlegldiudugrudndudediujduiusiulusswing
1SUU Lﬁmﬂﬁ?ﬁlamiﬁé’faaﬂaamﬁﬂmqw%famffu (Full Duplex
Transmission) lunsuaniUasuainug annudaLdiu
oiUse vieawdAtunelungy levmdmeudiafianlu
MIVRAEURTNLLUUNGY TaknsAeansludusounis
gNEsalINiuTINiuddeu aenndesiu Cho et al. (2017)
hnsfninsdnnisFousidegnlneldfiadugm wui
UnAnwinaunaaslidiugin (Engagement) Tufanssy
nnogsrunsdeansiuLazmseiuTeneluily dea
v lunsiomaiintu vemefuussansnmuay
anuanansolunmsieans suvidianufianelalunadou
SoleuiunguemuauiiFeunuuun wudeaiu Zgheib
et al. (2016) finuin thnwunmdalasunsiGousidan
TngldfuduguiazuuwinugnisdoasannisUssiii
vosandnaelungufisiu

3. wannsANITNYE TS INAUEY WU
dvulungunaassiiinuznsvieusiudugduunnsg
MnnauAUAueEsitud Agmaiafisiu 05 wans
Tidiud weundndudssiannudmiunsdoudidegn
Tagldfnduprutiedaadurinuglunmshauiniuibu
Adusuiifiosnn madnmsSeunsaeuseueundiadu
Usztamnudmsuniseuiidagnlaeldiundugu nszdu
ToBeunanasuEousnunsyuiunsnaulumsuitym
syAuALDs AR IARiuTdsaud IS vengulung
ey Tnslanzdunimageuduiiy (Team Readiness
Assurance Test) NguRiseuarABIngIemusTaivang
Yaunu (Goals) \iANGANTTUNIRUHATE M UAUDIVDS
Aauiignduindeushenslinalnvean dnwawginssa
VOIPAUNY LYY AINFBINTUTZAUAINANS (Achieve-



Development of a Game Application for Team-Based Learning to Enhance 21st Century SKills...

ment) 15léusnetanouunu dsduieundinduiiazeglu
sULUUTRsAzIULNguTiaNTnar lF U AY S ey
AnudsavenguazilunauiainauBnngy \Aadu
usegalalifandnlunguiifesnisniseouiu (Status/
Respect) azdaudnfidrusiniiomununassiuiony
ietnefuliludatmnegsaaviiiassild uenand
orafimaaduusdlifanuiuiodudumnnduiiany
Foamsmsutistiui (Competition) Auiiteusnangallédngne
Fanuaiifuluaamatnveanuifiady (Gamification
dynamics) annsldinalumsisens (Kuo, & Chuang,
2016) @eAAdosiy Sinthuchai et al. (2019) Ainudi
thdnwimeunatilafunisieusidesnlaeldiufinguun
mssuinmshauduiiuannnidhdnwmeruiaildsu
UETRTA VPTG

4. wan1sAnwiaudianela wudn Jiseuluy
nauneaeelliauiisnelalusedvuin wansit n1sld
weundwdulssnninudmiunmsseudidegninglivindu
FuanNIITILasUTIIINMAlunsSeuaynauy vl
AEouiivimuadfifuasirugulunisGeus inunsinw
Jun3eaiieodfyfivaesiassaninuindeutaiiouss
duaSunsvihanuiufulagnsdomsszninadnFouls
(Amaral et al,, 2013) wuenriu Chitrakool and Charuchat
(2016) AldusvendldnisFeunuuisludomnisuims
Fan1sszuuguatmilssneuiaguruvesddnuwngd
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aeuwuun1slifiudugueglussiugaazannniinisaeu
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