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This research aimed to validate the effectiveness of the design heuristic
called "DEG7-9" in terms of game experience by using the game
experience questionnaire called "THGEQ" to evaluate a digital educational
game called "Waste Separation," which was designed for children age 7-9
following DEG7-9. Seventy-two students were randomized to play the
game. Then, they were asked to indicate their feeling about the DEG by
rating 7 statements covering the 7 dimensions of the game experience
using the visual analogue scale. After the means for each of the THGEQ
statements were computed, the differences in the level of perceptions
related to three demographic variables (gender, education level, and age)
were compared by the Kolmogorov-Smirnov Test and Mann-Whitney test.
It was found that the means for the positive dimensions were moderate
to highest, whereas the means for the negative dimensions were low.
There were no significant differences in the perceptions of 6 dimensions
between the groups of children; only exception was noted in the case of
Immersion. THGEQ, which has been translated from KidsGEQ into a set of
understandable and concise statements for Thai children, is therefore
noted to be appropriate for identifying children’s perceptions of game
experience. The game designed by following DEG7-9 could present a
quality game experience. Both DEG7-9 and THGEQ are valuable
tools to provide game design teams with an HCl-focused set of design
heuristics and GEQ that can be used for designing DEGs and measuring
game experience for children age 7-9 years in particular.
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(1] \nuRAvaTeenuUUTior LT uAaIleduasy
nsseud fignsuniivarnwane Teun Edutainment,
Serious Games, Game-based Learning L% Persuasive
Games [2-3] dusiu 191 “unuddviaionIsine (Disital
Fducational Game: DEG)” \udnAwilsildSoninuiava
ﬁaaﬂLmﬂﬁﬁeramqmﬂﬁmmiw%mmmﬁmﬁq [4]

ag13lsAmL N1seenUUY DEG flanududauninnig
genuuudedug N1 ALADINANANARTENINAIIY
aunauuwarysgansamlumaeus; dneenuuu DEG
mszinuansuglafinnudidyuazaisiiuildluns
DONUUU Lﬁaﬂﬁzﬁﬂﬁlﬁﬂmsqwamqmu%‘&mé’w%amlﬂ
fuenaynautu fedy dneenuuy DEG Tutlagtuddli
AnudAgiunsldnannssunsUfduiussening
mqwéﬁu%mﬂ’sma% (Human Computer Interaction:
HCl) LﬁaédaalumiaaﬂLmuﬁ’umn%u (5]

Nielsen Norman Group %nﬂizﬂauiﬂﬁawjﬁmsmzy
1901 UX Design laen1siives J. Nielsen ladiaue
WENNSTNeEI HCI iethslunsenuuundnfasinuy
UfjAuius vi3e Design Guidelines dwsuinnliduaugn
[6] Design Guidelines fanananansaussgndlydlunig
ponLuukaUnalAtuUszIANA19Y Talufsniseenuuung
uay DEG vy Web based uaz Mobile 1 Design
Guidelines Lifla'ﬂj;uvlﬁgﬂﬂﬁzLﬁuLLgﬁdﬂﬁdiﬂiﬁLﬁﬂlﬁﬁ]
Usraun1sain1slden (User Experience: UX) fifidle
AR

pe9lsAmu MsAnw1ves Nielsen Norman Group
SLﬁﬂ’JWﬁJﬁuIﬁ]ﬁl‘Uﬂfjmﬂ’muwLﬁﬂﬂi@Uﬂqu“tj’quﬁﬂ’EN
Ao 3-12 T Usgnoutunsinuiderountduesise (7]
Felvmuanlalunsianndisafnifion1seanuuu Design
Heuristics) d@m3uldidundnnismie HC Tumsesnuwuu
DEG dwisuineny 7-11 U msfinwidenunudnuoe
ddy 8 Yszmsivihlinuiiuszansninlunisnszdular
wineny 7-11 U iauuaziSeuslunioudu Jeldinauedu
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Design Heuristics galnsi@adn “DEG7-11” agalshnu
Han1sAnwIdmudedniady inufieanwuusy DEGT-11
femaliiunifianelasiawnniangueng 7-11 U winitengtley

'
a

fign (7 U) veudnwaginumsiuiiiniionguniian (11 )
fideddieiauouuzlii msdesennuisuidioatnien
angdaiaRntofimngailunisliesnuuy DEG dwu
Wintsengfiamsinneasitiy iy 7-9 U vde 9-11 ¥ udu
wieaglsidrTadnluldlunseonuuuinuddvialsivang
fuidinlutedeiunnsneiu

Fafu Tumsfinwiiiiuan [8-9] §3de3eldl498n03
Usgllluluugdsann (Heuristics Evaluation: HE) v@9
Nielsen [10] uagdayainysd Tunisussidunuddia
iomsfinunimeunseguudumesidn iieatanadnvas
8 Usensues DEGT-11 Trinanolansanidnunsiiil
Uszdvsnmluniseenuuuinuiianansansdulvifinery
7-9 ¥ dunaziFouslundouttu 9niu thiaueidu Design
Heuristic yalwflsitodn “DEGT-9” wleldilundnnisnia
AU HC dwdutinesnuuukazimuintlunisesnwuy
nuAdvaitensAnwdmiuiineny 7-9 U lnglawne
REEER

DEGT7-9 Usznaulumunmdnvuzdidy 6 Usens
fiensinluldlunisesnuuuiny §ideldfgaullifiudi
inuAdvaiensAnfieunseguudumesida uay
Wunufifezuuuna3ings dhmuandnuay 6 Uszms
ogfeiane ueniniu §ifedildnenulsyansam
183 DEG7-9 Alawansisaudveanneny 7-9 U Taannsi
DEG7-9 Tlflunisesnuuuuasimui DEG S1usu 1 iny
B0 “umsdauenuez” uazliiAnety 7-9 Tidu wans
AnwauAmamsSoudveanuseifinnuin Winfaun
ﬁwamiﬁ&uim%aﬂﬂ’ﬁﬁﬂLLEJﬂ‘UEJ%LﬁJJ%umﬂﬁE]mﬁmmJ
pg19ld Ay

ogilsfiony lumsadassdinudvaiusesdiies
awaynaunidundn einuaslfdsmasouszaunzal
518Uy (Game Experience) fiffofiau uazansnsn
lesunissensunndiausialy niseenuuuinuliianiig
aynauutiu wutnade (111 168198mqui MDA (Mecha-
nics - Dynamics — Aesthetics) [12] 1311 tnuagdiaanu
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aunaunlidy Ussiuddniiensiisfio “auniunm
(Aesthetics)” wasiny Tnednwaigivilfinuiigunionin
dufivannuans Wy a$rsanuddnia (Sensation) @19
3unLINTS (Fantasy) S1309317 (Narrative) fiaanaviinie
(Challenge) dLasun13a31siingnIn (Fellowship) @319
Uszaunsallul (Discovery) loAumiLes (Expression)
uaz SHumunns (Submission) s tnafislauridenin
wthlugmnuaynauuesfiausiely tdufie mmayn-
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Game Experience 1 liianwinnzaiioaiiolimsui
naduaynudeliusdefnuniehivssaumsaiussavila
thafifiauldsuanmsiauna [13]

Tunsusudiu Game Experience 1 faslduuuaou-
amUszidiuseaunisalnsiauny (Game Experience
Questionnaire: GEQ) flwanea Addenuindslall GEQ
dmsudszndulszaunsalinsiaunudmiunnineeny
7-9 Ulnelannzianzad uinunisAnyIvas Poels uazansy
[14] imunuvasuaudmsuldinusyaunisallunis
wunudmiuineny 8-12 Tlitedn “Kids Game Expe-
rience Questionnaire (KidsGEQ)” WU31 UBUKIANIT
Usziliu Game Experience ¥4 Poel wagmue [14] Ty
AsOUARNNSRINSNAIMSANYRSEIAY 7 (31 3)
Fsaonndosiudnuuzinuifauaynauiitiaus
uf MDA [12] 1 wnufiauviinie Ttununnis iludu

Poel wazanz [14] meauliiiuiuuvasuaiy
AaNA1IMIUNINTINER UUTEANENINT IS URE LB INe
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Whladaulunuuaeunulade wagaunsansenwuy
aounulifenuiosedsdaselnglidesiiafis]lvguie
Aidomglumslimuugin egnlsion semsdana
Tu KidsGEQ egluguiuunwidsnguislaimunzaniu
winlngilulusedulszon@nuilazannsosiudiniu
mwSenguldmenueddagisiondoslvalimeiue dud
HRdedaiuafaulas KidsGEQ Tegluguuuunwilneg
fsznaulusememsmaniidinlngausasidila
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({4911 KidsGEQ M Tauuv Likert Scale 5 s¢dtu
Tumsinsedu Game Experience 91n4Ain §338A194A131
farludnvauzimiuisssuniutonumiusEaual
Snildnwegnaduniems ensendenisvhanudnta
youfin Uszneufunumenud ineng 7 B5uly anunse
19am Visual Analogue Scale (VAS) Litoszyianyie
anuAndivresmuedlaie (15 SnmtinsAnwvesninise
119 HCl #ildoanuuy VAS ieldlunisédsia Computer
Experience (CE) 91n1fin 51897431 VAS @nansaldaule
agfiussAnsnmduidiney 7 Tl [16] fifeTetiun
AneanuuuFUAN VAS dwiudseiiiu Game Experience

Re

Fuldunusiiay Likert Scale 5 sz FadudRurisssum
wianuduudstemultdunasldnuodslidumans
Musuawasusazaw Welidneulszneuliin
nMsdeAnumnedingay [17]
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panuuLNL inuuenanazdsaronnioud Sedwma
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1.1) e GEQ fiwaneiudining dwiuld
Tunsuszifiu Game Experience laglUadunann KidsGEQ
waziipdosdonansanuAniiuuy VAS
1.2) el GEQ Tt lunsnsradeuusyavs-
MWwes DEG7-9 AonsainsUsvaunisainisiauvesin
918 79 U
2) AMIUNITINY
2.1) GEQ fuUasnann KidsGEQ waz VAS fild
oonuuuTwiteldlumsUszidiu Game Experience @ansa
Tdladwasmnzdmsudnlneany 7-9 U wial?
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2.2) Aaudnuuziny 6 Usen13ves DEGT-9 dinasie
nsaseUszaunsainsaunaiknnnety 7-9 Ul
vizlai?

2. /A NUUNITIVY

2.1 WauwnuRITaian1sAnen

309 “nsAnLENYEL”

faAfedaszneuluseiftluguzennnsiuinm
waziinfnymdngramalulafiaffifouazuotiudu u
U7 4 augingrmansuazimalulad $1uou 1 ngu (2 aw)
g a@nweivlassnumsinumeluladiadiiie
uazatiutu TulnsAnw 1/2561 wazditaueygn
ANUSNIAIUNNTEBNLUURALHAILLNNAITE tATIuiU
SENUUULATIAILNLATTAIE0Y “Msfnuenues” wiin
falsifmdnnsluBesguiuuniseonuuy (Design Pattern)
fiannsahuldlalnenssduniseanuuulasiaung
[18] witladelsiussynaldnannsimnssurenwisidu
wuamasal

2.1.1 2995IANTTUIUNTIAINTTUIBNAULS

InITemainensaeuiuneslatenuinuidnaliindy
goWdteusUnaindulseivmila feiu Tuniseen-
LUV NAIUILANATIAIAITANTNDIUENA1TIFIN T
FaNAWISIINALE LA819asTINNTLUINNTIAINTTUTONG-
wslumsiannuiulseneuluse 3 wid (Phase) tufe
NSEUIUNISABUNISHER (Pre-Production) Tuseninems
wdn (Production) wazudsn1suas (Post-Production)
[19] MsAnwiseiizslafioudedddnnsinnsyuiuns
SenssurensuasluniseonuuuLazvawl DEG Hufe
lunszurunisnaunisuan dnsldlenaisniseaniuuLny
(Game Design Document) #38 N58UN1589NKWUY (Design
Framework) Feluudunme HCl Snidendn Design Guide-
line %50 Design Heuristics Thues

Tuszninanisudn Tudselasuiudavhansivedn
(Storyboard Production) wagis31u (Flowchart) Uaina
Faaonndostunulunesiinnssuunsimnssugens-

o @

wasTin3de [19] lassylihanesvesadunszuiums

o

drAgyfiantunisiauainaieg lunuuazuansliii
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NTTUIUNITLAUNUH LRI

TunTEUIUNSNAININARTDINATIAMINTTUTONALIS
finsUssifiundndasiduionfunisAneddeiusediu
AL dHaden193eus 9] uasUstau-
nsalmsiauny (Game Experience) Fajuauenanis
Usziluliiunaneasidealuidessly

2.1.2 mseenuuuindlagly Design Heuristics

N3aUNNTENLUUNNIUNTEUIUNSABUNSHAREMSUNS
Woil 19 Design Heuristics @ “DEG7-9” (137971 1) wite
JuwwmsluniseenuuunuidvaiionsAnedmsu
Wineny 7-9 T mihesusnvesnuansdeguil 1 eaziden
1NSONUUULATTRILLNLUARAITINNS1ST 2 waz giﬁi 2-
gﬂﬁ 7

mi’]\iﬁ 1 29AUs¥NaUYBY DEG7-9 Heuristics [8-9]

DEG7-9

DEG7-9#1: \wneaudnsalunsidunuidsaiie
nsanwAsivuady Lﬂmmmﬁamiﬁaui (Learning
Goals) unuiuinemuause (Performance Goals)
venanihvnesandimsdneu nsedu Beudie uas
thiauaitmnglilugisiug Weiihgina

DEG7-9#2: Tunufdviafion1sAny Adskaanmsaue
o 1 Y & Y & ) ] 1 1
wugihaeg Waang ladudmdiesyninemsaunu lne
MUz Wwatuaasiieduisismsauiewlng
Aneuigniewiseriegdlsaveuy lnslaniet1adf
wuzihdealuidudannuwintiy

DEG7-9#3: Inuddsiaiilenisinudusuidineny 7-9 1
msfidnuasTiauudmounas Wy Snvainulidudou
mndunuiildamnudsdenaiisialunsau aaslil
masafivanzausazlinadugune

DEG7-9#4: inuddviariion1sdnwimsiinanesy lag
suneuntiusslufemiifielfiausuden U usiaz
@hmﬁumwmn%umuﬁﬁuLﬁal,ﬁummﬁmwiﬁﬁﬂS]
s NeendosniiuluiFes s msiduusazeny
Delenalsidnldnurmuamudinudnumznaiduing
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madeus inuAvialiensAnunaisldiazasiudnuuey
mMinunmAdeulNNNIdIazATTEBULU LYY
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L‘ﬁaLLammmﬁnwﬁﬂumiﬁﬂué’lﬁﬁﬂ6] n5U lpe feed-
back aneglugUuvunislissiadloinanusabeus
azlsunsegnsla

(B9 Ardeuunus

TvinFawmuiymeliadiadlidusam oty

JUN 1 nhusnuesnufdviaEes “nsAauenvey”

A15197 2 1511 DEG7-9 Tolunisesnuwuumasimun
WnUAIA ([9])

DEG7-9

DEG7-9#1 fwmuatmneiitensiFous
WhmneiftensBeudiinuimuelst Wy “desq anves
widlsnsstfulssnvvesiaey” nuldldimninfes
wlldnzunugeiigaviormunliinazuuliildnmd
fvmaly wenniu Wnedu nszdu daieu way
thiausreudiginy (Uil 2)

DEG7-9#2 iif91e5eninenisiauinyl

sgrhemaiduny smeitlaladerns wiegluguuuy
483 Animated Infographics wnlins1udeyadimiuidu
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Feus (Uil 6)
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Seus
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2.2 Wwu1 GEQ
ABYIULEINRIUITIENTAIULAZ DD NLUY
sunmVAS el lunsiassiueusanveussaunisal
Tunsiauny (Game Experience) vaaiineg 7-9 1
2.2.1 Wawsenisaanlu GEQ
GEQ dmiun1susziiiu Game Experience
voamsinyIeiulainmn KidsGEQ Seumsnageu

Uszansnnuailae Poels uagamiy [14] KidsGEQ i
sensiauduniwdinguignudadunivilne
ntiuth GEQ fludaldlunanesldihiestuiineny 7-99
$U 16 AU HiensIvdeu GEQ finnudisuazasaan
ol (User Friendliness) stawiinvidalsl wiouis
Anwrindnanansadnlateanusenisaauly GEQ
1ed18 (Understandability) 3ol wanismaasdldinges
WU ﬁmnﬁmmﬁlﬁﬂmq 7-9 Unlalaenn vreaanu
dou orflenanddwinudinguundideuta

Wunwlneuditinnumneadiefuunysedanuvuie

TWludiemadieatu fidedeuivignmemsmaaluiuy
aaupnailagidenifiss 1 AormanusazUssdiu iels
wuvaeuamnszdy Wnfisumisdelsinadesdadslivusan
eftagau nieuisusudeanundimnmsudaliioglu
sumwlnefiinerudilalsielnglsidesaglng ety
91 KidsGEQ atun1wdsngs Seusznauldne 21 fanu
910 7 Ussifuresdsraunsaimaaunudensnsd 3
Jalignusulgsvidilunwilne wdewdies 7 dana 910
7 Uszdiu 3delide GEQ filmuntuin “THGEQ” &
57971 4

M15797 3 KidsGEQ 984 Poels wavanie [7, 14]

Useihu 18RS

#1 Challenge

—_

It was exciting. ***
2. | felt challenged by the game.
3. lhad to put a lot of effort into

the game.

i y #2 Competence 4. |felt confident while playing.

3U# 7 1dnzuuwiu Feedback

| felt competent/capable.
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A5197 3 KidsGEQ ¥4 Poels wagatug [7, 14] (p)

(ﬂ’]i']\iﬁ 4 srwmsannly THGEQ

‘Ui%lﬁ‘u 9NITANDN ‘Umﬁu 318N15A101Y
6. | was good at it. *** #1 ANUFANTIETENIN LinNUIAUGUIN
. . LauLN
#3 Flow 7. 1paid a lot of attention to AL .
#2 ﬂ’ﬂllﬁ’]ﬂJ’]iﬂI‘uﬂﬁ 2. amaummulmm
the game.
. ) WAULA
8. While playing, | forgot fau i 4 -
. #3 mwmaﬂaul‘ma 3. EMINAUNU AUIFEAN
everything around me. o . 8o ilae] vy
. . EWINNITL AL BULN LN
9. | felt like | was inside the 3 qm j a,u MZZGU UE]E*JJ WNAULEY
*xx #4 mnmanmumaﬂumu 4. ENHNUNNINEIYE)
game. 3 S | .
#5 mmgaﬂmuaumamm 5. bULNUULAIRAULRUDY
#4 Immersion 10. | could use my fantasy in the 46 mmiﬁnﬁmumﬁamm 6. Lﬂuﬁl,a'uaiéﬂa
game. #7 ANAUASEASENINNS 7. SuegInUuLNN
11. I found the game impressive. Eun i
12. The game was beautiful. ***
#5 Negative 13. It was a stupid game. o o o o o o ave
o 2.2.2 U VAS wagdennumnudmnsulein
Affect 14. | found it tiresome/ o e
. i%@‘Uﬂ’J’]ﬂJEﬁﬂ
exhausting. *** ) v . v P aao
KidsGEQ Jnsgiuanusanvasiniiiaiauinuilvia
15. | felt bored.

#6 Positive Affect

#7 Tension

16.The game made me laugh

17.

18.

19.

20.

21.

from time to time.
| thought it was fun to play
the game. ***

| felt good while playing.

Playing the game did not go
as | wanted to.

The game made me nervous/
tense/very uneasy.

I have grumbled/complained

while playing the game. ***

Tneld Likert scale 5 5g6iu A Not (0) — Very little (1) — A bit
(2) - Fairly (3) - A lot (@) legnuvaifunmmlve 3ddseu
Augdn 5 sedude il (0) - ee (1) - Ywunans (2) - un
(3) - nian (4) MeTeiUszgndlE VAS Sauae Tagldoanuuy
fuav 5 seaudenanlidugunmludnvasnsguunuiuay
ludnuagifiuisssun duaviananiivwinltngnitunid nnea
Haemsvenanudidin vilviduavsssuaniidnuustingse
fisnean3dedn Winduinsuazgeunginssuvisenisuaniosn
MAuaswosguunnnitnsuansesnaueanusies
uywd [20] {§3deAnn1salin nsldgunmdaaaiidunsou
é’ﬂwmLﬁuﬂ%qﬁazamWmﬂiséju%ummmiLLazmmaqﬂamu
TOUANTTNININMTUAAIRNAATIULA

Tuieadeariu diaw VAS uagderuiiiu gnitluveaes
THhsemsoufusensdnaly THGEQ wlefnwindennnu
wazgUnmanansademIMIBLaznSEuANLaYnatulunis
neukuUdeUnmvensnviolil annisaeuauuulilunianis
WU fakay VAS ddnuazaunauiud lunanssiudi deniny
Muliaynauiuaenndosiuguam luflandegnuiuuiidy
liae (0) - damioe (1) - Jug uwas (2) - 10 (3) - WINTign
(4) faguil 8
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Ly favdes Juquwaz W wndige

3UN 8 VAS dwiulduseiiiu Games Experience

SeMsM0Tian KidsGEQ VAS uazdornurhiiy 7
U5l gnilasiadu THEEQ Tudhwaszienans
wieltlumaifiususudeyadiely

223 ATWABUAMAMYDS THGEQ

few1 THGEQ lUldlumsiiusiusiudeyaiu
winnguitlmangeny 7-9 U fisddelansiadeuguninues
THGEQ Tnsmsveruugiangidedaduenansdiivinm
lnsanu uavesdusedmangnaaluladdafiideuay
weludaduenansdiaeulasenu S1ua 4 au ol
feyalunsuiuusudldnads

2.3 Uszynsuasngunaegia
Uszmnslunisfinedde fe windniSeussau
Usvnufnwmeudu (Fulseoa®il 1-3) daflengsewing
7-9 U vadlsadouiogluiiuillduinsinmsvesans
Ineenansuaznalulad iwnsiufiduarunzie sudes
WntedndaneauIaIveinidy sladnaelud
Tss3ouiauaisnues Faduies 1 1u 7 sudouiioglu
fuillsusnisivms Tnedidedwannevosygnoss
Wumansldalsaiou leverin@nwinaziiudoya
yntulsadsududimunsinuioniou uastisnai
augaliuiddvinsiudeya lnedianalidui
Toyaanzluiungiaud Hisiaivesnuiangsy fie
AuiBugnide ties 1 Faluawindy dedu Suaungs
fegdmunisinyifedlinnnisfndenuuugy
pghed1y Felidruuidu 72 au Fanan 3 Feudou
Fun VieuSeutulszaufinun®i 1/1 shumu 26 au du
Uszaufnwiil 1/2 Sunu 23 eu uae Futssoufn
U 2/1 druaw 23 au nsildausalumsideiinaineny
avfaslaveadnuazagus sty
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NNSENWINEITEMEI UX nudbididennug
ARSI ANTRINANMBEN NstinuTe

iamildanansogungusiegslidvunalugle wu
flauuszanaumaziatdnina dudu welinisagunaniside

fimsnnutdedie WiinideRasantatuddydonils
i nquegeiiguidandouiiuiunuessyains
oeausiase (21) Tunsfneiided ufnguiegaiild
fvwalailvig (N = 72) usinquanegalianuarlnalAsaiu
wn Ao WudniniZeueny 7-9 TMBeulsaSeudeniu
vieadeudeiu Seulussaulndifesiufie U.1 uay U.2
F9onananlii nguiedsegludnuaziianunsalddu
FunuUszynsogawiase (Ussansfaneny 7-9 )
wonandu denduihetneivuaidn §ideididenld
afiRensBamIeiTaeysu (Inferential Statistics) Lito§1984
ludsszannsngulvg) Bdlundnfy fisessldfiesed
Toyaseninngueey 1 sgvisdulinsfinw sewis
naweny uazsviama ilefiansansamsiazsitoya
ululufienaderiuniely

2.4 usIvTIutaya
nsiiuTuTndeyaifien1suseiliu Game

Experience aunuAdviafieanuuuiagiangae DEGT-9
ftumeumusduiansusall: 1) fuddenudintniSou
Werfusiusandeya Wetuil 27 funau 2561 waz 10
unsaw 2562 Tutaanan 13:50-14:50 . 2) iddeeduy
fanUszasduazdumouvesnsfinuideudidin 3) Widn
LAUNUNSARLENTE 4) NasauLny hnazlasu THGEQ
Tugduvuionansiftonansaudndeinaluniyusiig
Tnemslirzuuluusasdonufiousenisviiesesaneg
AIUUNIN VAS %weﬂﬁﬁﬁammﬁmmﬁu

msfinuidvegeldnisdunanisaivesiinideuay
Atfaoudanonlyinsatiuayuuniiiin 1y Fres1usenis
fondlidnueuiieuniadedslindes Hudy

2.5 LWUULNUNIINAADY
2.5.1 WATzRAady Game Experience
Tunnsu
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Andgvessdumuidndedan 7 Aaw 910 7
Useifiu weensUsuiiu Game Experience filéann
THGEQ gnAtwIns inawin1sudanaldriainavienide
vospziLLnIERuviTiY [22) dafu Aiadedmiuula
Aamang laun

JEHU AU
321-400  wnilgn
241-320 1N

1.61 - 2.40 J1unang
081-160 oy
000-080  tositgn

252 AeTwienaie Game Experience
sEvhengudiniusneiy

LUUMHLNNSVAaasildfe Between-Subjects
Design Ao W3suifisurniadsvesssfumuidnsoman
7 Mo serhangudindiunnsatu (we sefutunis
Anw uazene)

sedueuiAnsousazmniuveafiniavungn
ilunageunisuanuaaun@ (Normality Test) fead
Kolmogorov-Smirnov Test ({lasandidagasnnndn 50
n3td) wansnegeunuIteyainisuanuaswuuliung
Iunﬂﬁﬁﬂm (P<.05) 3514 Non-Parametric Mann-Whitney
Test dwsumsnaaeusegisaaanguiiiudaszainiy
waeld Kruskal-wallis Test dwfunisnaaeuiieti k
nguitdudaszandu TumaSouifisudiedsvessesv
musdnsswinenguinindanuuansaiundeld

3. NAN15IY
3.1 wamsinseidaya
3.1.1 HamslATeidayadiuunmy
UsEBINIAERNS
melddadntnvesdruiulsassuluniovis
wInedeiineusunsdnsumsineidedios 1 lsadeu
wazdostamesunTaSouresiniSou Tdwmaliszes
NaNsAINsIINMSITesAniE 60 Wit Bnanssy
Jusnwaznsidodmaaswslsadoulivesiiaiily
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annsoatuayuieseninesdmiulminounaass
dunalfasumusunutingeu Belundidu thidsussdu
Usvaufnuurspudasumisdolindes Jedamaliunnu
Tdanunsalvideyalaviunauazasuiiu uagiveyaann
tniFou 2 audallongiutiidinuaie 6 uag 10 T 3
vilinandedeyafianunsaldusslovilfifies 68 oya
agnslsiimu fnGeudiuu 2 auldldseyeny uideya
9 Sanunsaldusslondld radnengndevengy
Fregeitaseilaae 7.50 T (N = 66, SD = .662)
wanuaseasdenldfauandunissd 5

aseil 5 doyauandiuananinuidn Game Experience
TuunMNUTETNIANERS

Toyausyynseans U (L) T

ssuunsFnm U. 1 45 68
4.2 23

b U418 39 68
Y 29

2y @) 7 39 68
8 21
9 6
Taisey 2

312 Hamsienevidiedsvesssiuauian
Game Experience Tus s
Yoya91n THGEQ Feusznauluse 7 faw 91n
7 Uszidiu gnAwamnAedsesssiumuian wans
A esitoyauanitenssd 6

M1519% 6 ALRAY Game Experience upayUssiiues
THGEQ Tun1nsm

Useiu N  Mean Std.

#1 pnuganivmeseniadung 65 358 882
#2 ANANNNTalUNSIAULY 63 2.86 1281
#3 mmiﬁn%lmaswdwmmdu 62 205 1.654
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M1519% 6 ALaAY Game Experience uiavUssiiues
THGEQ Tunwsau (siv)
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A5 7 AsTeuliisuaade Game Experience
WAazUseLAUYes THGEQ Suunmawe

Usziiu N  Mean Std. | Usudiu A N Mean Std. U P
#a mmiﬁﬂﬁmﬁwaﬁumm 62 2.85 1.545 #1 wle 28 361 916 - .448 654
#5 Ausdnauauselny 58 1.28 1.673 'm; 37 357 867
#6 ANUFANAIUUINGBINY 61 328 1213 4o wde 28 289 1166 - 117 907
#7 ANUATEATENINNTIAUNY 58 1.16 1.684 Gm; 35 283 1382
#3 ‘MEU:Q 27 2.37 1.523 -1.337 .181
nadwslunsed 6 wandliiuInans@ndnnuiiaay ¥y 35 180  1.729
ﬁﬁmaluisﬁumnﬁgﬂ ansaaunulaluseauwrn 4 wla 26 277 1531 - 452 651
sgnhaunuiFnaulvalusumsiaunalussiuyiunatg ¥y 36 292 1574
iﬁﬂﬁuﬁﬁlﬂﬁumﬂmzﬁumn fanu3dnauuinsieiny g5 Wi 25 112 1453 - 464 643
Tuazﬁumnﬁéfﬁ) Iummsﬁﬁmmifﬁﬂﬁ’maﬂuasﬁ’uﬁay e 33 139 1.836
waridndanuasealuseninuaunulusedudoy g6 wis 26 346 1067 -1.070 .285
NMTIATITRTaYasIna e1ananaledn ind ¥y 35 314 1309
Usraumsalnisidunaluduuineglussdudiunans g7 wie 24 121 1587 - 286 775
wﬁqmnﬁqm IummzﬁgﬁﬂL%nauﬁ’umuﬁ%ﬁaa&ﬂuisﬁ’u e 34 112 1771

fow nanfe nuAITafioanuuudie DEGT-9 @m1se
¥ilWidind Game Experience Ailusenintsnsiaunald
3.13 wamsleneiaadevesseiumnnidn
Game Experience ‘izw’iwﬂa;mﬁﬂﬁ
uaneianL
ANNSITA1INAADILUY Between-Subjects
Design tleiUSouifiuaiadsuasseiunnuddn Game
Experience ?JENLﬁﬂiwdwﬂduﬁumnmqﬁ’u Toun e
seafutumsAng LAYy UAMITIATBEARIINTIAT 7 -
A1571971 9
mﬂmmﬁi 7 Han1TIATIEY Game Experience
sEIenguAnyeLasinuds lunuauiusigse
Uszaunsailunisiaunulunnussiiu innmeuasnds
TanuAawiuiesiudeyaluile 3.1.2

aghalsfinnu m3197t 8 waz m5197t 9 wanslifiuay
uanshamsanaAsuivlusuaa AU g uny ()
izijﬂﬁjmﬁﬂ U.1 ez U.2 (U = -2.513, P < .05) uag
FEWIINGIANDIANAY (H = 6391, P < .05) laeiin
U.2 iﬁﬂ?{uﬁwaaﬂumﬂmzﬁ’ummﬁqm (M = 3.62, SD =
669) Tuwauzitiin 1.1 $Andusneglunaluszsduainn (v
= 2.6, SD = 1.719) uaziiney 8 uas 9 U iﬁﬂﬁuﬁ?wag
SLumﬂmzﬁumnﬁqm (M = 356, SD = .705 wag M =
3.67,SD = .516 muﬁwﬁ'u)iummxﬁlﬁﬂmq 7% iﬁﬂ?{mﬁ
aglunuluseAudunans (M = 2.35, SD = 1.767)

A19199 8 NLUSBULIBUALAAY Game Experience
WiazUseLiures THGEQ SuunmusyAudu

Usehiy seeutu N

Mean  Std. U P
#1 4.1 44 355 975 - 167 867
4.2 21 367 .658
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A19199 8 NLUSBULTIBUALaAY Game Experience
WiazUseLAures THGEQ Sunmusyiudu (se)
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A13197N 9 N1sUSeuisuAILads Game Experience
wiarUsiAued THGEQ $1uunmuen (7o)

Usafu sedudu N Mean Std. U P Ussiu @1 N Mean Std. H P
#2 U.1 42 293 1295 - 747 455 #6 7 36 319 1305 512 774
1.2 21 271 1271 8 18 3.39 916
#3 U.1 a1 171 1778 -1.809 .070 9 6 333 1633
1.2 21 271 1146 #7 7 35 114 1751 242 886
#4 U.1 41 246 1719 -2513 .012** 8 17 112 1.495
1.2 21 362 669 9 6 133 2.066
#5 U.1 37 124 1801 - .694 .488
1.2 21 133 1461
#6 Ul 40 320 1305 - .674 501 NNMTIATIEVTeYa Game Experience fon1siau
U2 21 343 1028 InuMsAnLenveEfiooniuLsie DEGT-9 Yaalfinng
#7 U1 37 114 1782 - 681 49  Usswinsmansiuandnstu envaduayulddn ind
U2 21 119 1537 Uszaumsalimsiaunuludsziiuaieg lduanaisiueee

A9 9 NsLUSeuLisuAaay Game Experience
wiiazUseiAued THGEQ $1uunmuent

Ussu @1 N Mean Std.  H P

#1 7 38 358 858 2415 299
8 19 342  1.071
9 6 4.00 .000

#2 7 36 272 1323 565 754
8 19 295 1.353
9 6  3.00 .894

#3 7 36 1.81 1.653 1376 .503
8 19 226 1558
9 6 250 1975

#4 7 37 235 1767 6391 .041**
8 18 356 .705
9 6  3.67 516

#5 7 35 134 1.781 014 993
8 17 112 1.364
9 6 133 2.066

fuddny eniunawganduaiegluing Aunndneiu
seadn U.1 Au U.2 uaziiinery 7 U dudineny 89 U
widsnsdimnaniiusiuiuianusdnaumeglunudegu
szAuunadaunniian Fenananlein wnnnnguiiu
v 4 L% 1 aa o dl ¥

NBINDINUIT LNUAINANDDNLUUAIY DEGT-9 #11190
WlAAnd Game Experience N1ABULN9ALUSEHINNTT
BPIGH

3.2 nMseAUTIENa

NNHANTIATIEToLATRY d1anTneiiusy
HakENALLAazUIEAYEY THGEQ uayd1adaliu
UsAnSnmues DEGT-9 flenseenuuuinufiavia fidsua
9 Game Experience fseavdendalui

321 anuddnvimeseninadung

Elliot [23] §19flanguyIsn1sussqudamung
9849 Dweck (Dweck’s Achievement Goal Approach) [24]
W éindidautimmenisdeuslilule assiamamensy
fagshanudnlaiedeuddaiulinniu inufivaces
msfnwenvezlasunsesnwuunIy DEGT-9#1 fe laszy
WhmnemsiSeusidnmsuteusing (1519 1) in
Jagshneuideaausenslslivus uazaiinanunes
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agslsbiussaulmnglild enveduseldin anumeney
Tstussquimunededeiimme inuansnsanseduauian
yaensgnimeldmniinsesldaunensiuegiwn
Tuna wnalduanseauidnlian inadsnandienuviine
1nilgn (M = 3.58, SD = .882) (M314i 6) Feaunsa
oynuldimsiaueitminensiseuiiitaauansa
gnseRuANNIAnveInIsgnYimela

3.2.2 ANLENNIalUNISEUNY

MeAdessyliin duugihdasdonlidmiu
WHushmeseviaaunavhliinFndulolunsiau e
dinannsamuudmeuigndesandatimaniulilae
Lispdldismsiduuuuaeinaegn [25-26]

foyalumsail 6 wandliifuininiandaam
anansalumsiaunulaluseauann (M = 2.86, SD = 1.281)
duilosninuidviadeansfauenveslsignesnuuliil
AadNwAIET 2 999 DEGT-9 (DEGT-9#2) en9agulsinnns
Trifuuzihimnzausenisiidniduny geumsnza
nhnslidniaunluBess uwuassiinasign nsliide
wurthillndieammeurilisiniandanuasnsaiaziay
iz ls Saenaormnuldin inudiuanuidnvesaia
ansnsolundinladingandulaluvasiay

323 anudEndulvaserinansiay

inuAdvaBamsAnuenves iuniseenuuy
Au DEG7-9#4 fie wiseenilunueess wiazinueesil
Ve Jausazinueeeiidnai e snuiuaneaty 1y
inwannvezlade inuadnmaszideusy [Wudu inudey
wantuudfsfifnuamnufiuanmuusislienudides
WWenfudeisosmsfausnuey Ssoraidunsnszdulsidin
FZeusidouiudld Winannsathanudnninugesd 1
Tuidulunugenil 2 16 ¢ Downes [27] 31891l
dinannsaiunuldftundanldinutiananiadeus
Tusuusn 9 wudr Seanusalduszaunsaliiewaly
Auned) WUla egrslsimumusesnui windoiSeuuisau
liveuiduinudunasieniuly [28] Turhusadeatuidin
flaunugosvaanudaunvessdidnuardunazie
falsiviuilazfagalisinddnaulasudulvaliuinufious
vieusiudn Tedamalidniadovesnnuidnaulavasiay
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wnuegluseAuyIuna N (M = 2.05, SD = 1.654) Wit

3.2.4 anuddndusiegluny

Aoalulszdiu “anufum (Immersion)” e
“nuiifinwaneq” fri “amaneq” Tudunienaiiena
Isdonmmsguueindu ilosanmwuanddedn neng
Ly 12 U veumazasidudnwazniguuedndy
unnnidaeasiiidnvazmileuuywdiuly [20] Fedu
WINANLENIALARLAYINEIE Aonanueiainay
nsquuetiudy Tuvagiindguueiududniidnuauy
Auede idedinveulunedutuiiidnvaziiuaie Juda
Juauns Weifindunnnisissanaumeglunaiiuies
LaTNUTIBUI Funnnsastaeiiassavinimlunis
Fouslidnldunnitu 29]

Faifu kanseeniULINATVREeIMIAALenTBE TilH
Sunisesnuuuny DEGT-9#5 fis Mazasluinuegly
é’ﬂwmzﬂﬁg}uLLaﬁm%uﬁﬁmiLLamaaﬂLﬁuﬁﬁq 930
Fagainlirus A ilidnvasuiudvioasndumnms
TiiuAiineny 7-0 YUK denalviidin3anausiluuinalusesiu
47m (M = 2.85, SD = 1.545)

3.2.5 anuiAnduuansewny

inuAdvaEessfuenues THFunseanuuy
A3 DEG7-9#6 o 4alyiil feedback Lieuansay
famtilunsFeuslidamay lugduuuresnzuund
WuduvieanasmunuaunsalunaduiasSouives
Wi T91e91uin mslisstauaznsastmudunddu
oadUsznouddnueanufianunsninwiusegilavesdidu
Tawnuseluldegaynawiu [30-31] uaglagiany
oghads mnmslimetauazmsasinslunuiuannsn
novaueslgiaunsuldlunanivnzay azdsualsigiau
finnusaniddeinusianadls 1 Fnaynauu indamay
Audilumsiay SEngdladodunulavus Wudu [32)
Memgrafinadienvdmaliiandanuidnduuan
sewnuluszsiunniign (M = 3.28, SD = 1.213)

3.2.6 AVIASEATEVINNTEUNY

inuAdvaEesmafuenues Tiiunseanuuy
#13 DEGT-9#3 fio fidnwnzdiiaudne leuame laidudeu
Liwdstuivanuswmienanniull 21nseauns
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AnwiAudeInITvesnguanAlugsianuadia [33]
WU flaudesmainuiifidnvasiuine Whanseuies
annsoduavldluszeznady Snfunenuidediaen
Adesiud inufifidnuar lidudou aulsien dddsae
LifigUassela 19U Angry Birds, Bejeweled | Wudu

o

biiauianldinsgasenitanisiay lunnseiudiy

Ve

r3ansounmeviay [34] memeNaningty Juili
winuansnusanindeuaiealussriiaunudauen
yozluszauloy (M = 1.16, SD = 1.684)
3.2.7 enuiAnduausieiny
Lﬁmﬁﬂﬁmmﬁﬁﬂﬁmmnmmuﬂlmsé’umnﬁéﬂ
uardmnuaseatuseninaaunuluseautios Jsdmali
winfianuidnenuaulusziiudae (M = 1.28, SD = 1.673)

4. g3y

Design Heuristics tdunilslundnnisnis HC i
aamwummﬁ%ﬁaLﬁamiﬁmsnSﬂﬁm’mﬁ’]ﬁiymﬂﬁu
Tumsléifuuumslunisesnuuu DEG Suilesnainnis
28NIUY DEG tu Fosflanwaunaszwineeuaynauu
wagUsavsnmlunsseus lunsfinwidefinuan {33
Ighinaue Design Heuristics 70 “DEG7-9” dsUsznau
lushenmdnuazdiey 6 Ussmsitensldlunsesnuuy
DEG dwisuifineny 7-9 T (msneit 1) §3selduansit
W31 wn DEG leiunsesnuuuliiil 6 aadnuazves
DEG7-9 & DEG thuazannsansesulsifinussqranis
mMaseus wasnuInnuRaudnn ey i suazuLY
nHETIEe

msfiny3deil SHngusrasdiiaznaaeudn mninu
Advialasun1seDNUUAY DEGT-9 Ud1 azdawalinudl
ANuALNaIWTelAsUALILLY Game Experience lusgdiy
Asenioli agslsinu delinunuvaeunudszidiu
Uszaunisainsiauny (GEQ) fivnzaufuiinlng ns
Any3SuilFaléun GEQ o “THGEQ” Tumn KidsGEQ
[14] THGEQ fisenismauduniwineuaziisiuiu
faudinsgdunin KidsGEQ usdinansaunquuseiiu
#1971 KidsGEQ Tlun1sussidiutsvaunsaimsiduny

o U I3

fvadusuan anadalaraus VAS Neanwuudule

NIATITBLAzIAILN 195, UN 43 adui 2 Wwwey - Tguiey 2563

WYIUNTSLARSAMAAATILULREY 5 SeRUfl KidsGEQ
dogiA

THGEQ gnihluldiauszaumsalnisiaunuveanning
TaefAdeliinnudes “nsAauonves” Jefinddele
senuvukasimuilunsnunifediinen nudangn
14 DEG7-9 iluuumalunisesnuuuiaziau nans
Anwnuin inufleenuuudig DEGT-9 ldSunzui Game
Experience G?qu,aiﬁsé’fumuﬂam]uﬁqmmﬁqm Wniina
Snunudiduaynd inufianufudu naunso
naidldias nufinnane winliwdesmiefiaziguna
wagliifierlsunvuietung egndlsfinia ssuiaauny
Léﬁﬂﬁﬂlﬂﬁuﬁmm%ﬁﬂﬁulmalﬂﬁuLmemTﬂ

Nan153981AN%e THGEQ uay VAS Finunisviagdey
Tgunamuitausailulalunisusedu Game Ex-
perience dmsuidinlngldeghamnyan Snteuandlmiiu
wanguBudulseansamuss DEGT-9 11 vnunulasunis
senuuuliidnuagauil DEGT-9 thiauald enadnsléd
DEG fandnazairaszaunisainisiaunuiidlyiuniiney
7-9 T1¢ 71 DEG7-9 uaw THGEQ wan VAS anansaldidu
nann1sne HC dwsulrlunisesniuuinuuazyseidu
inuAIvaionsAnwAmIUAney 7-9 Yli

dmsumsAnunidelusuannuinnsaul GEQ wag
vAS wuulmle fimngavdmsudining Sadunisfinm

@

Ienmssezannalule

5. inAnssuUsenid
yovaunszAnndusg1sdwiagsuenslsasouden
a$1anuies wwelads Amvndu uasagussddu aung
afiae1 Buniau auagnasssy dunlu Auagnuasun
AYIHA ANATANITTN BUTUENTNG Uaz AAZNdUNT
ymns lumsadvayuuegnsibedmiumadindnyiuas
iudoya Inslamzagnads veveunaudniinGeuiliniy
fuilelumsliteyadmivnsdnuiseiduedisiios
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