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ABSTRACT

The objectives of this research were to: 1) study the types of games preferred by youth
in the 21st century; 2) develop online game-based learning media using Construct 3 software to
promote digital literacy among youth in the 21st century; and 3) compare digital literacy test scores
before and after using the online game-based learning media. The sample consisted of 397
secondary school students under the Secondary Educational Service Area Office Buriram. The
research instruments included: 1) a digital literacy assessment for youth in the 21st century; and 2)

a program to promote digital literacy among youth in the 21st century. The statistics used for data



M3A15331N15 “N15Inn1smAlulad NInedesvaguaIsAy”

U9 13 aduil 1 1hau ansIAx - U1y W.A. 2569 == TMawU

analysis were mean, standard deviation, Item-Objective Congruence (I0C) index, and dependent
samples t-test

The research findings revealed that: 1) the game category most preferred by the sample
group was Adventure Games (X = 4.96, SD. = 0.52), followed by Action Games (xX = 4.82,
SD. = 0.60) and Fighting Games (X = 4.77, SD. = 0.61), respectively. Educational Games received a
low level of interest from youth (X = 2.31, SD. = 0.62); 2) the evaluation of the program to promote
digital literacy among youth in the 21st century by five experts, divided into two aspects consisting
of content and media quality, showed that experts’ opinions on content were at the highest level
(X = 4.68), and experts’ opinions on media quality were also at the highest level (X = 4.67); and 3)
the comparison of pre-test and post-test scores showed that students’ scores after using the
program to promote digital literacy among youth in the 21st century were significantly higher than

before using the program at the .05 level.

Keywords : Media Literacy, Digital Media, Youth, 21st Century

uni

Tugalagiudsnulanidsinudiddinuidviaeginnuguuuu InewelulaBasaumnauazns
doanstiunumdndysensdsedin mevhau uagmsiseuivesUszansinlan lnslawgluussmelned
fnsvereiiwesnisldaudumediidnensioiies aufisiud wa. 2568 wunillédumesidnnin 65.4
&y Aadudnsnsléauni 91.2 % vessernsimuelulssma Ssagvioufonindrfuaietie
Adafiunivats 1] madhivdumesidniigeddmalfnsindedoans nssu-dedoya uay znsldde
aauiauLﬂumwuwmmmﬂiuﬁmumamuiwstWﬂmms miLiJasumuamﬂmwauaamﬂaamu
finmaeulsunsvesuszmelneiiyeg Ussmelng 4.0 uazunugnsmansidviaiowsugiauazdeay Sel
audffun st TinveRdnavesssrsuesiaduszuy Wesesfunmsudsiulundlanuaziaiuas
Fnenwvosidsay [2] deyaainnisdisivaniunmasiviviudeasaumauasnsidrleddnaves
Uszmnvulnglud wa. 2568 nusziumnuiviviudeuasidviafivene widsdivesisuazanuimeds
vinwriidoslifunstmunsgiedeides Tnslanglunduienvunasnauitenatinfsteyaseisla o
(3], [4]

- -

RREEN auazaaammaauiau &y L‘V\lsl]‘Uﬂ YVU Las LINE ll‘LJV]‘U’]%ﬁ']ﬂiUI‘Uﬂ’]iLNEJLL‘Wi‘UE]lIﬂLLﬁ“’

asraujdunug LLfﬂlﬁLﬂ‘w{JE}WlNVlLUﬂIaﬂ’]ﬂiﬁLﬂm%aHaLW‘\] 13Unoy LLaqumﬂﬁmLaaquuiaﬂaaulau

v
'

?qu%a'awanskuﬁamawqaﬂﬁumﬂﬁimLLavmi%’U%ﬁuamn‘uu Tnglaniziuanulasndenislaiues
wazmsldideyangraifinsuna (3, 1] Tuuunnsfnwmednedmui winad-danaluladasdiuiu
wAsEAUinwensinTiuRivianse Dlgital Literacy fafimnuvimedenaunin lngianizlunguinnuay
wnruiifenndyiuteyafivarnraisuariiaududou nduifesnsyavinuefidonlosfadunisio
A9 aruvaendouazausuRaveulunisléinalulad Faaenadostuwuifn Digital Intelligence
(DQ) dfunsiauiauansalunisidnunasufauiusluuiunadvaessianuivinveuuas
Uaoady [5] mAduananlulsenalveuasgliniaig 9 s‘]’ﬁiﬁﬁudwgﬂLL‘UULLamsé’umiﬁmmmmamm
Vl’]ﬂa%ﬁaﬁll’e]ﬂLfﬁﬂLLa%LEJ’]’JGUuﬁﬂ’J’]ﬁJLLG]ﬂ(ﬂ"]dﬁubLUG]’IJJU%UWﬁuﬁLLa%Iaﬂ’]ﬁELUﬂ’ﬁLﬁ?Jj’]ﬁWl%JWEﬂﬂiﬂ’liﬁ‘ﬁmi

aa o

PURINE (6]

[160]



Journal of Technology Management Rajabhat Maha Sarakham University

TMerMU

Vol. 13 No. 1 January - June 2026

aounsalfanandiiiuanudndudasseou lunmsiamunisunsuviedenisiseuiianunse

o o

atvaywinwensivinviulaznsldmalulagegaiivsgd@nsnm lnsanglunguensulneideusiulnly

'
aa v a

gaRdvaiiiiludeteyatnimsuas foeaulay dafunsifoussimundensFeuslugiuuuinueoulad
dewuaunmsiviiumnsiavavess mmluamssuil 21 Sdauddgidlugunisinussduyana
warnInakuulovsERUR Tnsaideiiaundeinueeulatfegensing Construct 3 vuitugiu
VYBIWIAANISITEUTAIENY (Game-Based Learning) nguinsaiuaumuLeg (Self-Regulation Theory)
waznguinmsseuimaiyandsen (Social Cognitive Theory) Wloasnswalilosndiafisidnann (3], [1]

1. InQUszaeAn1sIeY

1.1 iiefinwgunuuveanudiwnvuluamssui 21 Warwala

1.2 vtewaundensBeuslusuuuuinuesulalaglduenliuag Construct 3 Liledaiaunsiivin
viumsddviaveaisnvuluamssuil 21

1.3 ilew3suliivunansnageunsiiviviumnafdvianeunasndanislddenisFeuslusuuuuing

paulay

2. nasuazuddeiiiendas
nmsifeiteansiaulusunsufietaiuaiiansivinsiunisidiaveasnvuluansswd 21
iAfuldAnvienasuaruidefifeveddaouuaion fi
2.1 mswannTinurAdavessnsuluamssuil 21

mMswWasuulasedsmaieamaluladidvialuanssedl 21 dsmaliguuuunisioud
WAEN1IATITINVDAYNITULANAIINBARBETARY Lwvuludagduiiulauimieudug UnsalAdvia
Sumedidn uardedsauseulatl Fadalendlfiifedoyatnansdumnnlunadusings vasfeiu
fuiuaudsasenisiudoyadiligndes nsaziiiannududiud wazngnssuildmunzaululan
saulad MuiTedumsAnwmanetutlddiuin nsifestnuemeaidaygn (1IQ) wiernuemaesuel
(EQ Liiisanesienslitinludnuiara lnvudndudedddumetauminusidiaogisseudu ol
aunsaAndnIen wenuezdeya wazdAnaulalaegradiivgua [3], (4] wuaARTNwrluAnSTYR 21
wunsysannsineensAndugs n1sdeats nisieusiuiu uarnisliinaluladesnaadisassd 4
aenndesfunsoUNsRAUIAIINRAIANSAEYE (Digital Intelligence: DQ) fisjaiaduainsaussausvos
dissulvianunsaldimalulagliegavasnsds Hausssu uazSuRaveusiadeny MuAnuisiuadenuin
lwnvuifisedu DQ geazanunsanuauwginssunsiddessulal anaudssandeloiues uayly
welulaBilensFeuslfesnefiusyansamanniu (4], 8]

2.2 NMYSANMING BN EUINUNMTIVIITIUATTR

AsWmuINsinuneRdviavesenvudndudesendenseunguinisisoudn
WHZEN NeNITAIUANALLEY (Selfregulation theory) 83UN8IKITEUANNTAMAUNGANTIN AILAR
uarorsuaivesnuadliaonndosiuimnefidel iy dunssuiunisnauae nsfiamunuies wagnns
Usziiuna aAdesnunginssunislddeddvassyin wnwuiiliinuennsauauaulesgeazannsadans
nailivtihne annginssandnde wazndndemginssudssuulanoouladldfngi [9]
uen91ndl ngudninFeudnadayrdsau (Social Cognitive Theory) tuunuIMYesnIT3ousain
LUUBEUALMTIUIANNANNTIVRIAULEY (Self-Efficacy) Bedimnudiiudlagnssiumsldinaluladesng

[161]



M3A15331N15 “N15Inn1smAlulad NInedesvaguaIsAy”

'
=1

U9 13 aduil 1 1hau ansIAx - U1y W.A. 2569 ——— TMrMU

wnza Adeswaionuin msdafanssunisFeusiilelenalsifiSeulddana naaos wazazviouna
nslidendvia ssthedBuaiunnudeshilumsindulauasmsliineluladesadufiavey [10), [5]

2.3 tnunsAnwiuaznisieuiFieiny (Game-Based Learning) Tudisnenssudisinuan
WnUN3ANW (Educational Games) UazkiIAnNsiSeusIeIny (Game-Based Learning: GBL) lasuaiy
aulseganhevnsugusindesdioduadunisiiouiidesn Wesmninuannsaaiiaussysla nszduaina
aula uasnielonalig3ouldGousinunisasdiou fiR vuitedrgadlvidiuii inufteeniuuuuiiugu
Yo ufn1siseuiuasiidmunednian amnsaimuninyensAndeTed Mauityn waensdaduls
laageiusednsam lnstanigluvsunvesnisiseuiauadva [8] nisldunanosuimuiny 1wy
Construct 3 Frelinguazdnimuiaiunsaadinnunisfinuidddneulilalidnduseadianuiiunis
Feulusunsudugs dwalinmsoonuuudonisfeusddviaierudanguuazasnndesiuuiunvesdSou
wndu ufnvarstudududt nmaysannanuddtadisunisianiadeuiamsofiunedugn’
MINSSULAzIERHaT M TIVITIUNRITaveevuldegiiduddsy (2], [11]

2.4 yAdeiRedestunsimunlusunsuduaiunisiiviviufava

mmiAfeidlusassisUssmaagouliiuliunsiaulusunsuvieyafanssude

wiua1en1ssviviun1eddvia Teegdaiunisysanmsvineeaunalulag nsfndnsey wazAssTY
Wosssu sAdtludszmalnenuin Wsunsuiauruugiunguinisisouiuazeenuuuianssusgiady
$¥UU annsaensEiumNLS ViruaR wagngnssunslideniviavensnuuliegiiussansam (121 Tu
é’mmiﬁﬁumizw‘lﬂmmmLLazﬁaﬁﬁﬁaLﬁamiSaui Plass, Homer uay Kinzer (2015) wuin wnufaviad
BONKUUANINAN NSRS IRAL I NYEN SRR e iluuSunAanaldesfidudda (1] vaued
Uaunsuasd [11) wud WiunsudllfineluladidsldneuinasensiamunvinuzAdvaveasnvuegned
Todndey [12] Tuseduanna sieeunisiseswaiedatiudnnuddyresmstauninusnadedaa
(Digital Citizenship) mugiumssivhviudouasdoya lnetimadouiiuiivaiiiaunwaisdaaiali
HiFvumunsaldinaluladodisaieassd inswavdvesidu uazlidmsuludsausoulatediaiuiinvou
[13], [6]

Awauiunsde
1. 1A3asilanns3dy
wdosdiofilflumsidoadsiusznoude 3 Yssiam 18uA1) wudsaauaulaguuuuinad
Foemsiduesenay 2) uuuiamnuinsiiviumaadviavesemsuluanissud 21 3) densisouily
sunuuinueeaulatl "nrqueinAidalanAivia” Wannmewensiuls Construct 3
1.1 wuuinnnuimsiiviiunsiidviavesemzluanissui 21
wuufadsnaniaundunnsinuiuuidn i waraAdeiifadestunisdivinri
msfdvianazaudnvazraasIvUluAnlsIui 21 Inr1unsEUIUNISATIIaBUAMAINLATE BN
fidonmngy ilensraaeunrudissnsadaien (Content Validity) frensfuimddainruaonaes
senirdemauiuingusyasd newihlldinusiunudeyadungudiogneais
1.2 AomsFeuslusuuuuinueslail "nzqueiniafidnlaniasia’
donsFeusilflunmaidedunueeulafifitedmuntulagldsonsiuag Construct 3
vuRugILTIUIAANITFousF BN (Game-Based Learning) Nguiin1sAauANALLDY (Self-Regulation
Theory) agnguinisiseuinistygyrdeau (Social Cognitive Theory) Construct 3 Tun1sasiany
“prqueanaiaslanaara” ddlunuszneulude 8 audsil

[162]



Journal of Technology Management Rajabhat Maha Sarakham University

TMerMU

Vol. 13 No. 1 January - June 2026

1) lonanwalwalileshavia (Digital Citizen Identity)

2) MIUTMTIANISIaIULlanAavia (Screen Time Management)

3) nsdansnisnduundsuulewues (Cyberbullying Management)

4) NM5IAN1IANLUADAALUUTEUULATEUN (Cybersecurity Management)

5) Msann1sAududIusa (Privacy Management)

6) NsAnL19IITUEYIM (Critical Thinking)

7) 5039588M19R31a (Digital Footprints)

8) adtuenifiulauazadsduiusnmiiAtugBunsidiia (Digital Empathy)

9) §93% 8 AU HAUNTLUIUNTOBNKUY WAIL ATITEOU wazUFudgalagdideangy
WielsiTlanumsnzanfuuiunvesBounas inguszasinsids deuhluneaedldiunguiietng

2. Uszrnsuasnguiaegng

o
[ =

2.1 Ysprnsfildlumsifoaded 1dun dnidoussduduiisonnu Tsadeuludstadidnauan
i ﬁmsﬁﬂmﬁﬁwﬁﬂmﬁ%’mé SrunuaEY 58,973 AU

2.2 nguinegeiildluniside 1iun dnidoussiuduiseudnuludsfnddnauaniiug
nsfnwlsen@nuyiiud S 397 au Fdldunannsduauiadeaiisyszunamdndiues
Uszrnnsfisziuaundesiufesas 95 Tagldgnsues Yamane (1973) wagidunsguiegnaeisnisgy
wuUNga (Cluster Sampling) #adl ndudegns 397 au Gl Hunguierfuislunisdrsanvaula
sUuuuing (szegil 1) warlunsveaedlddeinueeulatilerSouiiisunanounds (szexd 3) dmsulew
dni 1 ulumnssudl 210 TuswAded mneds dndsussdudusseuAnuludstaditnauin

v '
& a

wunnsAnundiseudnuyssug

¥

3. Jumpumsafiunside Tissydunau wiessasiisndunisidedude 9 ausduniside
nyiveaseilifunisidonagiaun (Research and Development) Inefidunaunisadunis
TFesuaRuaIll

'
a o

Seedl 1 MSANWILBNENTHAYILITETINEIV0

'
a a aa v

{idefnumqul uunde uaznuAdefifetesiunsimiiumdidia miluamssei 21
wazmsiaulUsunsuitentsGous tethulfidunsouuwslunsainaaiesdeids
sveedl 2 nsopnuuULEeIMuinFouiussiaude
oonuulitiomuarianssunisdeuiuuiugiuremguiniafoudfeiny (Game-based
Learning) Mguin15AIuANAULDY (Self-Regulation Theory) waznguinsiseuinielayaday (Social
Cognitive Theory) mﬂﬁ?ua%"mLLUU’iﬂmmifmﬁwhﬁumqﬁ%ﬁa LLagﬁmmﬁamiﬁauiﬂugﬂLLUULﬂ:u
poulaumegannuls Construct 3 ‘L‘hm%qa’ja*ﬁwmmiﬁ@w‘?ﬁmmmmwaaummmmxamLLaxmm
Fesmsadadon wieuluupmutoiausuuy
svogdl 3 manaasslduazifununudeya
thuuuiaanuimsiuiviunsiddaluldfunduiessneunislide (Pre-test) 91ntu
dudunislingudegrslddonisiouslusuuvuinuesulad "azqueinafidalanadsia’ Avauidie
wevl#LIF Construct 3 uazvhmsmaaeundsnsldie (Post-test)

[163]



MA15IYINT “N15IANITIMALULE WIneaesIvAguMEITAIY”

'
=1

U9 13 aduil 1 1hau ansIAx - U1y W.A. 2569 == TMawmU

'
=]

segedl 4 MIIATIEiteyALavaTUNa

Wideyaiildainnisiivsiusinuniesgidmeadafiuigan Mntuasune sAUTeNs uay
Iprins8aUNanITIvY

4. adanldlunsise
admililunsiaseitoyalunsitondsivsznaudae

0.1 adffug liud Aade (Mean) uardrufonuuinasgm (Standard Deviation) Lite
BBUETEAUNIIVIWIUNNFIVATDINGUAIDENS

4.2 aaaﬁm%’umﬂmmwLﬂ‘%aqﬁaﬁﬁ’a Gun Ardedianuaenadas (100) iieUszdiuaiy
Fewmsadademuesuuuin

4.3 adaillunismadevannigiu liun nsmaaeuaLadoluungufiegsiiduiusiu
(Dependent Samples t-test) Lﬁam%mﬁaumu,uumiil,vhﬁumqa%ﬁamaaﬂzjmﬁaasmdauuawﬁami
Tlusunsu

NAN15738

Tumsiauenansisonisil Adeverauailiuneu 9 il

mouil 1 wadsranmavlafuinuiidesnisiay

aoudl 2 nansUszdiulsunsuileiaiuasnanssvinviumsdivavesenvuluamssed 21
NNy S 5 v

pouil 3 nansiTouifisuasuuunouwazndinsldlusunsudaaiumssviviufinanes
lwnvuluamssui 21

o

faud 1 nadsIANaulanunENfpINStaUYRLEITUlLUTIRIAUSSUE

q

RUIANYLNY sziuanuaula
X SD. AIUNUNY
ACTION GAMES insuentiu 4.82 0.60 aulauniian
ADVENTURE GAMES nsinagysie 4.96 0.52 aulanniign
RPG GAMES LAU@IduUNuIn 4.21 0.61 ﬁ‘lﬂﬁmﬁﬂ
EDUCATIONAL GAMES Lnan1s@n®sn 231 0.62 aulatioy
FIGHTING GAMES tnusiod] 4.77 0.61 aulasnniian
MULTIPLAYER GAMES \nugiaunalsny 4.43 0.59 aulannn
MUSIC GAMES Lnuaun3 4.48 0.64 aulaun
PUZZLE GAMES tnuu3eun 4.35 0.62 aulannn
SHOOTING GAMES tnudslu 4.18 0.63 aulaunn
RACING GAMES LnsLaasa 4.54 0.67 aulanniign
PLAY SPORT GAMES Lnaltaufisn 4.67 0.60 aulanniign
STRATEGY GAMES inunagmns 4.32 0.72 aulasnn
OTHER FREE GAMES 1331 9 4.28 0.84 aulannn
528 4.33 0.64 aulaunn

[164]



Journal of Technology Management Rajabhat Maha Sarakham University

TMerMU

Vol. 13 No. 1 January - June 2026

9111519 1 Wi enwaulefuinuiidesnsiauvesnviludmiagisug Ae wnavginy
\AEafiu ADVENTURE GAMES wnunagyste (X = 4.96, SD. = 0.52) iaaaamﬁawmwgmmﬁlmﬁu ACTION
GAMES 1naendy (X = 4.82, SD.= 0.60) LLawmwgmmﬁ‘mﬁu FIGHTING GAMES inusieg (X = 4.77,
SD. = 0.61) AWAGU ddumemginaieafu EDUCATIONAL GAMES taunisine iutnudienivulss
mwalatdey (X = 231, SD. = 0.62)

A15797 2 HANITIASIERAVINAATIUTDITEIMYI I 5 inuniddelsunsuiieiaiuadiansdivindiu
NMaRITaveueIvUluAnITIUN 21

indausziiiu X SD. wuanuuue
1. frulomn

1.1 ilomimnzauiugeusvasinisdous 4.80 0.45 wniiga
1.2 Anugndesuasiion 5.00 0.00 1niign
1.3 arusnzaulunsindesdduion 4.40 0.89 110
1.4 aaviuadiorenidon 5.00 0.00 wniian
1.5 nsutavsnavveiom 4.60 0.55 1niign
1.6 ATusnzauvesUSnaLtom 4.40 0.55 1N
1.7 anumizanvesinluiuuinnisiviniuneiava 4.80 0.45 1niign
1.8 Anuwsnzanesn i ildluiom 4.60 0.55 Wniige
1.9 Lﬁammmxauﬁumjmﬂmma 4.80 0.45 1niign
1.10 ewiauysafveiom 5.00 0.00 1niign
1.11 nmsznaudoasniumangldssiuiion 4.20 0.84 un
1.12 pmnsrfindeasarumngldnsetuiom 4.60 0.55 1niign

Wy 4.68 0.48 wniign

2. fupunmde

2.1 amuangauvesn s iR umEs 4.80 0.45 1niign
2.2 ANIINEANYRITULUUAIONYS 4.60 0.55 1niign
2.3 AU ANYDIVUINFIBN YT 4.60 0.55 1niign
2.4 AIVINEANYDIERIBNYS 4.40 0.89 1N
2.5 AnunzanvesasdUszneuluniingg 4.8 0.45 1niign
2.6 AUMINzaNvaudesUsEney 5.00 0.00 1niign
2.7 M3paniuunIIinvveiinuaIsy 4.80 0.45 1niiga
2.8 nmusnavaenndesiuiiom 4.60 0.55 1niign
2.9 amUsznauanansansuiulataau 5.00 0.00 1niign
2.10 awludavied Innuaute 4.80 0.45 wnilan
2.11 @udludaviend danudaiau 4.80 0.45 wnilan
2.12 YumslFnusenuuuldd deanumaneg 5.00 0.00 wniian
2.13 Yunsldvueanuuulinldanuldae 5.00 0.00 1nilan
2.14 mavdeulostuvasdudng q dawazain 4.40 0.55 110
2.15 duth (Title) Hanuaisy 4.60 0.55 Mﬂﬁfjﬂ
2.16 FnsasUnanzwuiluwuuiinga 4.20 0.84 10
2.17 uniFpuihaulanazfgadenistey 5.00 0.00 1niign
2.18 dnusznaudy 9 léud niingUszasd, ihgda 4.00 1.00 110
2.19 wiheananlusunsy 4.20 0.84 1N

[165]



M3A15331N15 “N15Inn1smAlulad NInedesvaguaIsAy”

'
=1

U9 13 aduil 1 1hau ansIAx - U1y W.A. 2569 ——— TMrMU

aaudl 2 wan1suszidiulusunsuiiatasuainenisiiviniiunisddvavenenyulumndssen 21
PNEILIVIYINIU 5 YU (o)

indausziiiu X SD. wlanumvang
2.20 WaunsuiliianumngaslunsiiluweunsnsiGeusile 5.00 0.00 wndign
BELEREY 4.67 0.44 wndian

VBNBWR : ANUINESEAUANNARIL 5 = 1nnflgn 4 = 10 3 = Yiunans 2 = Tee 1 = Teeign

1A 2 WU HansUsEiulUsunTuLaLETuaT N s IIIuneATTave et vuly
ARTIEN 21 NELTEIYEY WU 5 1w Fawdadu 2 dudszneumeauilenuasiiununmde
wunAMUAnuYeslTsargiulomegluszivinniian (X = 4.68) uazaruAnLAiuvedewQiY
AN mEReglusEAuInNTign (X = 4.67)

#1U1508LNU QR code AuaSHiNaLaULNY

vsondndiasii
https://atchaboonchoed.github.io/space-conquer-the-digital-world5/space-conquer-the-digital-
world5/?fbclid=lwAR3bgn1Q1GrKR-Wnvhltdx1W scF1 021FNuNkXTl1xHDUf65S4QFXT7DIO0

[166]


https://atchaboonchoed.github.io/space-conquer-the-digital-world5/space-conquer-the-digital-world5/?fbclid=IwAR3bgn1Q1GrKR-Wnvhltdx1W_scF1_o21FNuNkXTl1xHDUf65S4QFxT7DI0
https://atchaboonchoed.github.io/space-conquer-the-digital-world5/space-conquer-the-digital-world5/?fbclid=IwAR3bgn1Q1GrKR-Wnvhltdx1W_scF1_o21FNuNkXTl1xHDUf65S4QFxT7DI0

Journal of Technology Management Rajabhat Maha Sarakham University

— TMAw Vol. 13 No. 1 January - June 2026

%

Mwsegelusunsualasuai1ens3vinTiunefdnia

. ( ' . = ) -
" - O AQe )

@ EE——
"‘;'\', ) . . o .
LORDING -

@
> faly
L mm

WLARIADILADNIUINA TOUFINISOUIGUGIAzASTE
TounsFuua

RAME AVED

@z

LS

|§'th B33 8 3 cam}n

o o

A135197 3 wansiSsuiisuarwuunoulaznainsidlusunsuduasunsIvniuAIiave eIy
lufAnissun 21

NNARDI n X SD. t df p
Aoun1silUsunsy 397 21.02 7.24
— 15.69 396 000
waaseuN1TlUsSIATY 397 27.84 6.83

v o W a o

gAY NNENANITAU .05

o

NM159 3 nudn AzkuuvesiniSundinslUsLnsHdLESINTIMnTIuRIave e YUl
AnISIYN 21 gandnezuuunoumsldlusunsuegildeddgmeadifnsesu .05

[167]



M3A15331N15 “N15Inn1smAlulad NInedesvaguaIsAy”

'
=1

U9 13 aduil 1 1hau ansIAx - U1y W.A. 2569 ——— TMrMU

aAUI8NANTSIAY

nan53seFeam s lUsunsuiielaiuadansiwinviunsiidiave e vulummssed 21
ansnsnofUneraldnuingUszasduoanside fed

Usznsusn wansiannlusunsudaaiunsdiviviumaadvavesenvuluamssudl 21 wui
TWsunsufarumnzauuarigunieglussduinniign ielududomuasduaunmde Seagiiouly
diuhnszuaunsiaulysunsufididunisesnaduszuy fudnsfnwimgquinesunafiisades
nstmuaingUszasd nmsseniuutionuazianssy laufnimseaeuamninlaefidsawg fdu
ddysonmnmueslusunsy wadinanaenndostunuAnnsialUsnsuiiunsinguisesiu
nsnsavaeunanmsuhlul¥ess uaznsuiuUssmudeiausuuzvesidsrve Jadundnnisddy
YoM INALIUsUNTIMINISAne [3], [7]

uananil n1seenuuulusunsulusluuuinuesulatiiaeandesfuauaulavesennvu
TRglaNIZINULUINAA BLaZINULD AT %ﬂLmeJizLmnLﬂuﬁ'L&mfuu‘[,ﬁmmau‘[,ﬂuizﬁuga dawalilusunsy
faruhaulaussiBeronsfiduiumesiidou madeaunsnidomnisiviiunisidvaluuazriuge g
i HeligFeuldFeusiunsastioufifate TsaenndesiuuuannsBouiidenuaznsiFoudmeny
(Game-Based Learning) ﬁ%ﬂwmmmsﬁﬂmmmmLﬁ'mingﬂﬁ]LLaxmm&?ﬂﬁﬂuﬂﬁL%'&JuﬁmeﬁauiﬁaEi’m
fUsgansnmn [4], [8]

Usznsfiaes sansiSeuifisuaziuunouazundanslilusunsy nuinzuuunssiviiviuna
Aavessnvundsnslilusunsuganineunsldlsunsueeadidedfgmeaianisesu .05 wandiidiu
Tlusunsuiiiaunduainsoaiaiienu enudila waenuedumsiivinfunsfivaresensuld
g ilUszAnsua nadinanaiunsassuisldainnnsilusunsugnesnuuuligiFousiufdusiusiu
anumsalrassilndidsstunisldondendvalutingds viliiiSoudosin Sinsei uazdndulaogadl
waraluusaziurenny dudedensiannfinu msAndinnsuasminuauauedumslddeniia
[9]

Namﬁ%“aﬁaamé’mﬁwqwﬁmsSauimaﬂzgzyﬁmm (Social Cognitive Theory) §185une31
nMsiSeuiAnanujduiusszninsyana ngAnssu uagdwandes tnolanizunumues an1siFeusann
Usvaunsainsauagnstaiuusadeuan Tunsdveslusunauiiianntu fiFouldfunaieduussiunisii
sy nslesuazuu waznsiugousluing Jadioasuairausgdanasanudediulumiuansaves
aued (Self-efficacy) dssarenswanwgAnssunislidoRivaeeamuzau [10]

Sofarsanlunmein san1s3fetliiuin mataulvsunsudaasunsdivhiunsddvad
UTUINSUIARAIUNNTIANITMALLLEE euinsiteus warUluunIsSEusmeny a1u15aneuauedsie
AmnudeansuazuTunvonsvuluamssuil 21 leogramngan Tsunsudsnanlifisadisenszdu

lw

JEAUNTIWITUMAITavete 1y widaldnenmlunisinluussendldvsevensnaluusunnia

o aa v 1

MIANBIDU 9 WeduasuNsassnadiosidvianlnunwludrunidvianely [4], [5]

q

VDLAUDLUY

1. YaiauauuIBIUUR
1.1 vhenunamsfnyikazanufnwaisilusunsudaasunisiviviune@Ivaniaudy
ludszandldlunisdnfanssunisiseuidmivienvuluseautdusing q lnsanzlusuuuufanssuiasy

[168]



Journal of Technology Management Rajabhat Maha Sarakham University

— MR __| Vol. 13 No. 1 January - June 2026

o

VANgRIVININTIUNRUIISEU Wewasuadsinuennslddenivastisasnde iasugin wasiinu
Suilnveumedsny

1.2 AFHABUAITYIUINITUUIAANTIMNTUMAITALAZANAAIINIRTTAII T UN15IRNIS
Bouslusneiniifetes Inglidouas Aanssuidaldneu 1wy 1numsdnw aaunisaldass viefanssy
oius1e ionseduliiSoulsfindn 3ins1ert wazdndulannanunsaiilndidssiumsldandenivialy
naTe

2. Forausuuziion1idunsesoly

2.1 msfinsfnwmaveslusunsudaaiunssiviiunsiavialussezen Weussiduaunamy
YosmadNEALANY vy wasngAnssunslifendviavensnivu niminduannislilusunuluud
syoyils

2.2 Mmaidvadadoluonavsenduiiessludnenvulussdunisinmdy 4 vieviuniiuii
wansnefy 1wy sadeuluwniesuagsuun Weludsuifsunansldlusunsuuagifinauiiluves
Nan133vY

2.3 prstimaianuasnaaugUuuu TN sviedoniaiFoudivarnuaeuindu 1wy Waknsu
vugunsalladoudl visunanwosuseuladsuuuuln esesiunginssumsliinaluladveasnivud
WasuuUasegnasnii

LONE15919949

[1] DataReportal, “Digital 2025: Thailand,” Kepios, Singapore, 2025. [Online]. Available: https://datareportal.com.
[Accessed: Jun. 18, 2026].

[2] Ministry of Digital Economy and Society, “Thailand digital economy and society development plan,” Ministry of
Digital Economy and Society, Bangkok, Thailand, 2023. [Online]. Available: https://www.mdes.go.th.
[Accessed: Jun. 18, 2026].

[3] UNESCO, “Media and information literacy: Policy and strategy guidelines,” UNESCO, Paris, France, 2023. [Online].
Available: https://unesdoc.unesco.org. [Accessed: Jun. 18, 2026].

[4] K. Eyal, A. Schnauber-Stockmann, and T. Karnowski, “Characteristics and outcomes of in-school digital media
literacy interventions: A systematic review,” J. Media Literacy Educ., vol. 16, no. 1, pp. 1-18, 2024.

[5] DQ Institute, “Digital intelligence (DQ) framework,” DQ Institute, Singapore, 2022. [Online]. Available:
https://www.dqginstitute.org. [Accessed: Jun. 18, 2026].

[6] Office of the Basic Education Commission, “Report on the status of media and digital literacy of Thai youth,”
Ministry of Education, Bangkok, Thailand, 2025. (in Thai)

[7] UNESCO, “Media and information literacy and digital competencies in education,” UNESCO, Paris, France, 2024.

[8] DQ Institute, “Child online safety index (COSI) 2023 report,” DQ Institute, Singapore, 2023. [Online]. Available:
https://www.dginstitute.org. [Accessed: Jun. 18, 2026].

[9] J. Zimmerman, “Self-regulated learning and academic achievement: An overview,” Educ. Psychologist, vol. 45,
no. 1, pp. 1-8, Jan. 2019.

[10] A. Bandura, Social Cognitive Theory. Englewood Cliffs, NJ, USA: Prentice Hall, 1986.

[11] R. Plass, B. Homer, and C. Kinzer, “Foundations of game-based learning,” Educ. Psychologist, vol. 50, no. 4, pp.
258-283, Oct. 2015.

[169]


https://datareportal.com/
https://www.mdes.go.th/
https://unesdoc.unesco.org/
https://www.dqinstitute.org/
https://www.dqinstitute.org/

MA15IYINT “N15IANITIMALULE WIneaesIvAguMEITAIY”

'
=1

U9 13 aduil 1 1hau ansIAx - U1y W.A. 2569 == TMawmU

[12] W. Pipattanathanuwong, “Development of a digital intelligence enhancement program for youth,” J. Educ., vol.
45, no. 2, pp. 123-140, 2021. (in Thai)

[13] OECD, “Global competence and digital citizenship,” OECD Publishing, Paris, France, 2022. [Online]. Available:
https://www.oecd.org. [Accessed: Jun. 18, 2026].

[170]


https://www.oecd.org/

