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0619479 1a3esilefldluniside liun 1y “sninuay wwuasunuanufsnelavessiauiny “sinf”
adanllunside Wi Aafeuasdnidesuumnasgu

NanITITENUI 1) MsoenuuukaznIREUILNL “Inin” ilodsaTuanumne nud iy
“sinf1” epnuuUmINIzUIUNTERNLULlATIA I TIA T BazNTTUIUNTaTslATIAT N SLEIT 0
Ingfiansanesnusznauldaluriatvssnuluuiunvesnisadranuainunum Usenauaieg (1) ng
(2) 519%a (3) 13093712 (@) Faazas (5) @anun1sel wag (6) Anudnsamudivee wag 2) nansin
ANufisnalavesdidung “dni” wud wansusedmny “dni” lunmswegluseduun (X = 4.31,
SD. = 0.76)

o

ANEIARY 1 INUAIUUNUIN, AIUAAT, BIAUTZNBULTIUTUTIAUIDINY, NTZUIUNITOBNRUULAZINAIU
A0NUneNIITUNISLENT DY

ABSTRACT

The objectives of this research were to 1) design and develop the computer game Makka
to promote compassion, and 2) assess the satisfaction of players with the Makka game. The sample
group consisted of 30 first-year students from the Faculty of Agricultural Technology and Industrial
Technology at Phetchabun Rajabhat University, selected using simple random sampling. The
research instruments included the Makka game and a player satisfaction questionnaire. Statistical
tools used for analysis were mean and standard deviation.

The findings of the research are as follows: 1) the design and development of the Makka
game to promote compassion were conducted based on a narrative structure design process. The
game, developed as a role-playing game, incorporated the following conceptual components:

1. rules, 2. rewards, 3. story, 4. characters, 5. situations, and 6. goal achievement and 2) the assessment
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of player satisfaction with the Makka game revealed that the overall satisfaction was at a high level,
(X =4.31, SD. = 0.76)

Keywords : Role-playing games, Compassion, Game Conceptual Element, Narrative Architectural

Design and Creation
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dureassaving seduaTuTime TaidinsaidestedemiidaadassanunsaiiteEiaun
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1.2 Wefnuanuiienelavesdisuny “si”
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