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Abstract

Background and Objective: The world is currently facing rapid and uncertain changes
in economic, social, and technological dimensions as societies transition into the era of
artificial intelligence (Al). A review of Thailand's current national curriculum, namely the
Basic Education Core Curriculum B.E. 2551 (2008), revised in B.E. 2560 (2017), indicates
that it was developed based on the concept of Standard-based Education, in which
learning standards and indicators serve as the primary goals of instructional management.
Consequently, instructional media often include activities and traditional paper-based
worksheets. However, these conventional learning materials may no longer effectively
motivate learners or capture their attention. Therefore, this academic article aims to

present and analyze the potential of QR Code (Quick Response Code) technology and
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Virtual Reality (VR) as innovative tools for enhancing contemporary learning and teaching
practices.

Methodology: This study employed analytical and synthetic approaches to examine
issues related to human learning, particularly instructional media in the digital era
characterized by artificial intelligence. It explored the transformation of traditional
teaching materials into tools that facilitate Active Learning. Technologies such as QR
Codes and Virtual Reality (VR) can be embedded in instructional documents, worksheets,
and teaching content through innovative formats and processes to enrich learning
experiences and promote learner engagement.

Results: The findings revealed that QR Code technology offers several advantages,
including low implementation costs and flexibility in providing immediate access to a
wide variety of online information resources. Meanwhile, Virtual Reality (VR)
demonstrates considerable potential for creating immersive learning experiences,
enabling leamners to visualize and interact with phenomena that cannot be observed
directly with the naked eye, such as molecular structures and magnetic fields. Moreover,
VR can overcome budgetary constraints through Virtual Field Trips conducted on
contemporary platforms such as Google Arts & Culture and the Metaverse. These
technologies not only support the achievement of learning indicators prescribed by the
Basic Education Core Curriculum but also foster higher-order thinking skills and serve as
important tools for integrating learer competencies required in the age of artificial
intelligence, particularly those associated with digital learning behaviors. Furthermore,
within the context of classroom management aimed at reducing the Digital Divide, Thai
teachers are encouraged to integrate digital innovations into their teaching practices and
enhance their professional competencies through the effective application of these
technologies.

Conclusion: The integration of QR Codes and Virtual Reality (VR) contributes to
transforming teachers' roles from creators of instructional materials into lifelong learners
committed to continuous professional self-development. Teachers can utilize QR Codes
as gateways to diverse online knowledge repositories and employ Virtual Reality (VR) to
simulate authentic classroom situations through Classroom Simulations, thereby

enabling them to practice instructional management skills and develop the ability to
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solve immediate classroom problems independently. Therefore, QR Codes and Virtual
Reality (VR) should not be viewed merely as instructional media for learners; rather, they
represent effective alternatives and powerful tools for strengthening learners'
educational experiences while simultaneously empowering teachers' professional
development in the future.

Keywords: QR Code; Virtual Reality (VR); Educational Technology; Instructional Design
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£

QR Code lagniludszgndldagianinsinslunainuaisuiunnisdnwiialan

a ¢ v

Wesnanuaiunsaluniseulgededsiuiinduilenmadna leegrasinsinazieniy
Uselgwivae QR Code dinail
fianwazainuazsinsafe nsdidsloyaldiuiiiiesuaauny QR Code fifunus

Auansaasagldnuliielaglidndudesdigunsalinalulagsaune daudaneu

o

anunsaidenlesiuilemlivainanesuiuululanfidviassulay

1Y

Y931Mnv89 QR Code Hnall

£4 =] L4

nosgunInl

s < [ ¥

TnegisoudallnsAny aunsvivuniaunuidanieuiaundiadunis

v o s o

awnu fasnanasevrslunisndallevuulanidvasoulatdsfesendunnuaiosues

Yy v
o a § @ =

dygyraBumesidegs fiSeudediauauls Aonisasrsguuuuivusninunmluveaieni

WeoulesiuiidengiSouauls Anuwandeviennumiesuaanmadiisgunsal inalulad

Yy

Sumesiien wariinwenisldnuidnavesfSeuudazau 019 zdwmaliiSeulasulonams

Y

ns@nwldvinieniu wu dnSeuusaulifigunsaldui seddsuiugunases vive ey

U

venguaIavinuesuadvia vlildanunseld QR Code leognafiuuszdnsnm
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wuMNIMsEeAILENaN1AYRIAZ U UIAN

iiofaglvagindudadifaduanumd endniefnulidsanuanonianis
nsfinw asluowansududosiderimifindlnalumsuimstanmstuSousuaiiagn taelsl
Ufrasnstunisiimaluladunld wiitssdenlduumnddunisuilatymainudaujos ey
n1sooniUUAINsIINguAazALney Azt uamsadnAanssunsiFeuifegn (Active
Learning) ludnwazmsvhaudungy vienasgi3ouifinnumeudugunsaliveluladuas
iSeuiinaunausiugunsaflfersiuiu ileduaiuliAnnsudsiugunsal fnsvromdeds
funaziu uazadeinueyadinulusnunasssy 93u553u9megie NsdnassassIueny
agpnuuudunas lunsdimsvhAsnssuuuuie agerausanusudamuiiuidn gunsali
\irdamaluladueslsafeu enaufusuuuuianssudu “grumsFeus” weldvyudoudld
gUnsaldunaniifidifnldegnwihisimoniou Usenisaarie mawdondomadouidises
AsFesdnnIsABaouLuUMadenduuty enfiu de Tuaud Tuaw adufiud viesateya
wuuszarduiidnddldlaense Lidedddumosiinanuiige iosessuiFoulunsdiin
FodriamanadasumaluladifieliiAniuleldingSounnauazdeadnfaunugiuvesniug
i aminiieniu

nal#d1 QR Code Tugasd a.a. 2020-2026 Hl#Fumssensuoganenyindu
uinnssuili3ouieusnsadninalunisieus egninagns eimiiiaiewdu aswiunis
Souiiteideusio szuirslanmienm (Fsfinsh) wazlanAdvia (Taddife) sy ileairs
Uszaumsainisiouiiianinsa Wneu (nteractive) ihiisine (Accessible) wag Tuszansam

TunsSeuiugu

Virtual Reality (VR) fiun1sujjiansdanisizeus

Virtual Reality (VR) Ain n1sdnassanmwindenasadnlululaniadiouass Ingn1unis
fudanmsueadiu (e duila ieusinseviondu Jaazdavinanglinusenainanmuindon
ﬂﬁ]ﬁ;ﬁmﬁavi’fwejﬁamwﬁai’waaa%um K1ugUNTAILARINA LY Headset VR 13aliu VR lneide
dldnualdounsalfainaiua ssgnmihvihludlaniaiiousss dnrnainaninwindeuniguen
wazannsaduiuszaunisallulaniadouaiwiugunsaliandtd (uaua wsundud, 2564)

ngudn1sas1eussaunisaliad auasa (Immersive Learning Theory) na1331
nsrvIuNISouazifnegeilusransaimgs AdoilleofFouldiidsuluanmwndeunns
Feuifiaianuidnadeusyluaniunisalads (Presence) inumaluladiaiionass Virtual

Reality (VR) fianan3 @eaeifinanuaule useqdla waznisiidmsiuvesdiSou vilviinew
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ANUIIINUTEAUNMTAINS wanNtu VR é’ddnm%umiﬁmmﬁﬂmmiﬁm%’uqd (Higher-Order
Thinking Skills) 1@ A153ATIEY NMSUTELTUAT kagn13a319a33A 1AEKlSeUa1U150d1599
an1umsaldnans Tinsesideya dnduls wazuddgmluuiuniilndidssivlanvesanuadsld
og1eUaendouariiussansnm Sufudumdesdeddnlunszuiunisdansiiouiluanissei
21 nsiawgluannitfesordonissuiidsiufiuas sBeudanussaumsnings o1figu a1
walulagniiansaumavsegieanifiny (Sanchez-Vives, M. V., & Slater, M. 2005 , Hwang,
G. J,, Chang, C. C,, & Chien, S. Y. 2022)

Tunensfine wialulad Virtual Reality (VR) Sunumdidglunisasisuszaunisal
n19130ufiBedn (Immersive Leaming) P1erddsuiiionmilifuuusssundensidlaginliiiu
\usUsssuiidaan uasdienseduussgslalunmsiFoudienues nuidodeduasgissyi
VR Tngianiz3uiuy Immersive VR damaifauindenadugninianisiieu AU warnnsd
dusmvesi3ouegeiteddy ieisuidisutunsseunuudaiuviodo 2 A lasdvun
WA (Effect Size) agluszduuunatsiann TasnadnsinannlilfiAsduandanaluladifios
A4 LwiLLlJiﬁummgﬁumiﬁehu'ﬁauLLasm'ﬁaaﬂLLUUﬁﬁ]ﬂiium'ﬁGwm'ﬁaauﬁluﬁﬁmﬁmaa
(Kexin Yang, Xiaofei Zhou, and lulian Radu, 2020)

wilafidfyneluladidufiivuedesile uwiAgFeReanLUUANIUNTA] Feaonadosiu
NSOUWUIAR XR-Ed Framework ¥4 Yang, Zhou, and Radu g msduneluladiasiou
BanltlunmsinwideadugiuvunstuirdousisnisinnisGeuiuazdadisoudugudnans
TnsUsziduildliiiuin nseenuuuAanssuninieuiuazaniunisaidiaos Aetladedsl
Arwdduaramaiivnsmdannnidameluladifiesediafier dafu unumesasluowan
FafeafnninuAsusty (Transform) medsdnagosaduds Inslallmidufioadamuiu VR
(Hardware Provider) uiaslalldiimihiuAdasSeudegunsal dransiaaeuszuuvievdess
Souaseglulaniafiousssmudiaiioszresianluauiieu wingfesdamudAamin

v
oA

UNITU ﬁ’e)LﬂUﬁﬂaaﬂLLU‘Uﬂi‘IW‘Llﬂ’]iﬂiﬁ’]ﬁ@d (Scenario Architects) AsAollanssaugluns

U

e eXe

2

\denldde Virtual Reality (VR) fidenndosfuannsgudida $an19n1sia (Tasks) fivime
wagiidfyegsdfigafedesamnsnidonles anUssaunisaliadeusiiluniu nasusa
nduingnszuIunnsazvieudn (Reflection) waznisaenunisoululanarmiduais leass
N3EUIUNITIANITFEUFAIIN (Active Learning) UAgmINUSIAAINNITOBNHULADNIUNITAINTT

o

nuudI U Virtual Reality (VR) Aguidouagviminiilifisaniesauiioniy

q

‘,_
-

Jeu3n

Y DNTUNTILUTWS oUW T LLazhimmmaﬂszﬁulﬂqjmiLfluLﬂ%aﬁaﬁmawﬁaaiiﬁa%ﬂq

ce

e avinuanssougliiseuldognauyiase
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naalean Virtual Reality (VR) 18umeluladfiadsassaaninuindouiisiassuuany
fid (30) IglésAniadioutidnlueglulanduaden thumssuivesgunsaisng 9 1y wium VR
(Head-Mounted Display:HMD), gailaniuns (Data Gloves) #3938 UUIAELATANTOUTANI
TagldndnnstgiSouanunsaneadiu indoulm vieldnoududine 4 lulandiasuaiiousss
16 19u msiFeudmsriideluioududiass uaznsilnsluanunsalidesdslnglifeandey
Ausunselulananuaiansiimelulad Virtual Reality (VR) Aifidnsamgaianiduaiedle
naneBadfndeiuiinarsulssnavedsaiou aslusuandeudladgmilasdnianssunis
WeruAnwiaiiouads (Virtual Field Trips: VFTs) flonnglssuiiunmslududadszaunisally
AfsAauairngg winszeaniudinuyvdliaunsoluldaie wu meluwadvesd iidin
3o szuusnag AfiFouadla dfusenduda Jeieinduianssuiilalenalifnnguiivg

whauyunSndanunsalfisseaunisainsieuinseldeainieuiu

N15YIUINIT VR TusiaaFau (In-Classroom Integration)

nsld VR aeluvipsdsuinifeadesiunisaiiiesujunisiadeu (Virtual Labs)
viionsdiassanumsaifidudounarsunsie itelvifieuldSulszaunsaifivasafouass
UszdnSamlnedneninuaznisussyndldludagduainisadiuunasasndudiumieg
LLazﬁzﬁTULﬂfﬂ"aué’wwmﬂmﬁuamgﬁaau 1#eadl (Radianti, J, Majchrzak, T. A., Fromm, J., &
Christophel, I. 2020; Cheng, V. C. Y., & Tsai, C. C. 2016)

1) funsveaeineimansuwazimalulad (STEM) funisvaneTadianisuesiiu
thu VR grilfifteatrsanmuandeuiiiiul i FouaunsndanisiuTaquarqunsaisaiune wio
msvaaesfienaliusunsie 1wu mmeasaaififeidesiuaasssidn Inglifirnudssdedin
fidddsluninfudednenmillaniiuiianues VR Aearuanunsalunismaisdadiama
meam TneaeliifSouamsaseaiunasUduiusivasiliannsooadiulsmendaly
Tanvesnuads ity nmsludnalassaisluanauvuaniia mssiassnisindouiives
Sidnnseu niowinsuanadunssvesaunusingn InedoassiifiniossiSounuuiaudill
ansaaevealdegauysalwuy sl VR TunsiSeus Wand uay el uwansbiiuingae
dinaruidlalunnFoudiBeiui (spatial understanding) waw nadugudniamaidou ldegns

o o

Adedfay

14
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2) UM sENTInYeRnIena a1 ivegunnemans nsedmnssuaans VR
anunsnsiaasduneunsHin uion1UsznougUnsniiaiasinanadidudeu eliiniFeu
AnruinugiamemdumsBeuslétng vaneass (Repetitive Practice) auifinaudunauas
ANULingIneuaioUfuRasdluaniunisaiasa

3) funsiAuMGaiiowass (Virtual Field Trips) iunwanwesusinady Ao faou
anunsangieuAumnsludaniuiinienisinu Wy uwdsse TRenans st vionui

Y a @ '

manfimansivinslnaldiui dsannsatieriinussgslanaznisiufuTunmmaeiamsssumiieg
Ifegnamnzay Fdutiagiungyaidasansadifuaziiunane fussiulanildauliade
wagluifirldansunysuinisluundeu wWu Google Arts & Culture Wi M 13 BulAud1519
Asfausiuazlunaaaudfgyialan wiensadrafenieuvuiuilaniadon (Metaverse)
HuLwanWesuaENg Engage VR wse Spatial %aawmsmﬁaﬂﬁ@'ﬁauLLamg Mnensiuday
unumnaneilu Avatar Wiunasnujduius nszuaunisiews wavitanssungusaudule
atdl3Fadinmeinunsuuaun1sSeus

nsiaBuRIuUNUMAZE Scenario Designer liladuinAau Active Learning

nnsldimalulad VR ludesSou vaduionssu STEM wae Virtual Field Trips Hu
ordhuflowdmssuridofioruduiisuuudedu (Passive Viewing) unumuesnzlusuian
Fepsonszduligestunnniadufiesamaunsal tilugmaduddiuneniswazeanuuy

U

a01un130i31804 (Scenario Designer) ag1ufinda lneajazdelidiud1Ayegiaddunis

1
=1

TULATBUNTZUIUNNSITEUSLTIIN (Active Learning) #ail (Fowler, C. 2015)

'
o

1. M30DNUUUNIATIIN (Task Design) AzazsvdlisandaualiiiSeu auiu
Wle3urn widpsimumumumaLLAReylulazie U sRaRTdn v el Fouiides
TUduAu wsamseundgmaeglulaniaiiouass

2. ASPUIUNTALYIOUAR (Reflection & Debriefing) ﬂgasﬁaqaammuﬁmiimﬁa
nsefuauAneuglufunsliimalulad iy nslélusmuBagn (Active Worksheets) Lile
ymstufindeyalunnsld VR wardafanssuneauniisundsduganszuiunisdouiynads
ol aulosuszaunisaliadounisndvingunugiuaiud udrhuuszyndldasly
FAnusedrfumunanguuas it avemdngnsldogad b
N13Y3IN13 VR UaN#odL3eu (Outdoor/Environmental Integration)

M5YsAIN5 VR uenviesFousiniieidesiunisld msSeuiaiiouniuasaasy

(Augmented Reality : AR) i ea319A115139UTUN (context-aware leaming) luan1ufa%s
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Tneldldunuiiuszaunisalniaauiy uivasensesiuanudila (Akcayr, M., & Akcayr, G.
2017, Jerowsky, M., & Borda, A. 2022) 919iL%u

1) frunsifeuinirauiuuazdsnndon fo VR aliiniSeuhinssudisauay
FoudiRsatudawndouluauaisisne vieunassssuninie Aufiildannsaluddld
(Inaccessible areas) lnsnsdoutayandia 1wy Teaeiugiiv Joyassdine unudsszuy
Tnalivzianioszuugiozoina iliAansiFeuilasdenlssnuimanguiiulanaiig
\ua3a G4 QR Code laianunsavinle

2) funsfnvivsyiimansuazlusmad fe aauiinisusziReans VR awnse

WARININTIA8Y 3 SR VoA IUN 1ANT WIBLMANTAlN19 Tuefin o YaTLAELARTWATY vl

v a

SeuianisseudiiunmuazladilannuddymeUseimansiuaauitug liegredaau

3) sunsvenemsiinfaasuidymdadiia fe VR Igniwnlfidueiediedmiu

AMIANYIA1UE WA o tagtanizey19d luani1ui 9318 A1u1Us18U19 (Ecologically

Yy a

Sensitive) fIAULAET 1S adTa31 AR IUNITAUNG LTUAY waSredalriSaungluD

hY
anuiilue) lasuuszaunisalileudilndifesivaniunassliegranniign

na1ladn yarasie) lnglanizamng 919158 Unn1sAnwTlAuIT Virtual Reality

'
v a =

(VR) WHuasesilonsiseunisaeuiddnanimaslunisdnianssy fadussaunisalnisisous

= aa

LUUALAN (Immersive) wae 1anau (Interactive) F9TNSNANTINGIDE19UINIUAUNANTENU

o w '

WeunegedldudAysenadnsnisieus nstidusiu swluiwinvenszuiunisamenig

aghaiulaTmLau

nseantuuMsdaumaluladnisAnwinazuulfnisessuniseanluunIsaaU

o

ARV miyjimmiui’mﬂﬁm5adﬁ%ﬂuﬁaamﬁ’a AS8U

]

lumsdafanssunisieu;
wAnANsaysann1smalulag ey wazdasu (Technological Pedagogical Content
Knowledge: TPACK) (Mishra, P., & Koehler, M. J. 2006) Wuwnunaidlunisesnwuunisasy
LﬁaLﬂwé“ﬂUisﬁudwﬁaaumlm%mdu‘la§‘1Jmﬁﬁ§"3mmmiaau (Pedagogy-driven, not
technology-driven) w11 umiﬁwmmﬁmﬁywﬁw (Content Knowledge: CK) kaz35
AnenIsaeui muzay (Pedagogical Knowledge: PK) wndudamuanazduad ounis
Genldiasosiowmalulad (Technological Knowledge: TK) pEilauvnauHalauN SNENKNEATY

psrUsznauwmall kunszurunisadliiinufduiusuuussasi Gsauisanuady 3 du

v
o

dAty et
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1) putilonnauidaau (Pedagogical Content Knowledge: PCK) H1UASL38U3LT
UszaunsaluasuIunan Weaeuiaseiiidom Tundaudviysannis wu STEM/STEAM %30

nsdidnwndlandvimeneriunisvanaun mialuyuvu faeuiadenldisaou 18wy

= Y a

nun1siieusidalszaunisal (Experiential Learning) 484 Dewey, J. (1938) fivdugan

U

NsSuINANgARaTuNIuYsEAUNSalkasn1saslaufUR wulufiauuida Situated Learning

q

wag Constructivism Litelidisaulaaisesdnnuannsuidymiluuiunass lnsenseiug
NTPUIUNTHAIUTINUALNTUTHIIURANNANTNATI (Authentic Assessment)

2) enunalulagna1uidau (Technological Pedagogical Knowledge: TPK) dienis

a

Ian1sainsemelaa Tusunisdaienenanseuiunsiseus Jefaeudesiunalulad wWin

9

advaywisaeu laeadads nquidiniseniedaayn (Cognitive Load Theory) n1sld QR

q

v
' o A

Code suiilomluluny Sdlilvifisinsuvrdsdognuion uidunsindiuteyauazde
msieufesnavanzan WieligGouifimslidoyaesusionson wazdivananunesnues
demuuntnszaslidosas uagnsUssgndldtyguseiug Whundleatuayu madeus
wuLUSumIng (Adaptive Learning) (3303 g13¥atl, 2568) fivsuilovmudnenimanizyana
vouji3ou Budufansliineluladifionsuaussnagnsmsaousgradinusouasy

3) fruysanisnalulad Wevnuasisaou (TPACK) gmsadaszaunisainaunans

o

Aanysaluvuredlunaiifinfwdl o aeuysuinisanui naiudiudinedu lnanisi

'
a va A a

wialulad QR Code %38 Virtual Reality (VR) wnasluluainusuwaslunui@auoa inetasy
dngnmlunsidenlessraunsainisnisnmuuy On-site lnsidrfuidemadvaiaiouats
9171%u N13aLNU QR Code LitoiUndsilugauszaunisal VR wioidle 360° FeraeliiiSou
\Whisanunisaisrasdulanvesnnuduaseiidndslaen dsdmalsiiAnnisiFoudiuy
wammay (Hybrid) sz Avanin egnsgegauasuansiaussourdugmesagiaoudeatums
Tgwmalulagniamsfineegauiase

Fadunanlddn madeulomguiimardenatioimusndnniseoniuy luanul
Tuau waziilem (design principles) fiawu miﬁ’mumLﬁmmamiﬁauiﬁsﬁmlﬂu fiAnanns

v a

Jafanssun1siseuindanusiaiiomnsasriounauarnsUsslunalieg1auas

nann1seanuuuluaug Tusu uazillont 1Weysaunis (QR Code $3ufu VR)
n1sysannsinalulag QR Code 33wy Virtual Reality (VR) Tuasuideduil o1y
wannsLasusiansiseus (Scaffolding) Inerimuali QR Code vulunuvihmihidunsodle

a

atvauumelyandadaseains (Structural Cognitive Support) vseAnlUtme feuligiseuas
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v
&

Wduszaunmsalnsiseuslulaniaiauats (VR Environment) nagnsilaannassnyu vann1g
Hnousuairani (Pre-training Principle) ¥89 Mayer, R. E. (2021) S?fﬂiz‘qi’l m'iL%‘t’Jufﬂhua‘lﬁJ
fadfidesduszansningean e iSouldSouideuasdnvzvesufnnaniouilaz
Wl ayminfuanwinndouiidudeu dewalinisld QR Code anydinnszymatlygyiilaiduiu
(Extraneous Cognitive Load) uarteenszaulinisidigszuu VR veadiieudunisididina
\Begniditmenetaay nasaIuBarionsUsTiuNanTNANIMa3a (Authentic Assessment)
I#ognaiiuszanBnn dsanunsoudsnginssudidouoonidu 3 dusmman Scaffolding feil

Fudl 1 Activation of Schema (i{aANuARFI8 QR Code) WniFuauny QR Code
vuluauneu daiegldiae eradu fld (Hind Ag3sad1A (Keywords) n3aranuting
(Guiding Questions) 817ty MIassdanainggunssnszuenludediass Tnduuule Aeiild
Aonadmsmsauesfizuainslaseemudn (Schema) dsasdadludumesls

4uil 2 Immersive Exploration (M3d1ameqelan VR) dnideuaiuiiu VR vieida
3o 360° Aviivsldduiafousraunisaisaesiiauads Asfildfonadwslusout iinaslainas
fievns inszluanosdiusud AlF1an QR Code ud Wnazatluinsdunagadifyan

a a o

WUviuA Fafan19i5eu3i8edn (Deep Learning) aguiliAmiaiuies

Do

v

U7 3 Fading the Scaffold (84AAU3F N15AALarasiie) TniTeunaaliy VR LA?

nduintuiinuaadluau Tufnssy dlafenadnsiinSouansnasUssdnnuiiasinsey

nsslAnwildmenued lnglidesisiisrliBnsely inszifinnseuiunsiasduiseuiosud

o o P

AENgns 3 3 Tuney el

a wva o o

TURBUMANN1TORNRUUIUURd S UAIUTe

U

(%

1) AmundngUszasinisiieuiniudedls W

P v ¢ = v

d
fifle Aosszynadnsnisieus (learning
outcomes) ianansauseiliuld dadaegradu surenszuiunisiSous nsmaaeuvinue
mMsnsesinsdifinu lnenmsutsfanssudulugades dufife winslugad luanud lusu

uaziilemees Tngurafianssuduwuy on-paper e vnsianssusenld QR e saussay

aa o a

nSnenslanfmava wazureananssuliasiislu VR n1seanwuunisiauled QR duf@e n1sidou

Tdalng Jeyadle Teyauuvunaaeu deyaderinisidi VR dadu 8siiale 360°, Web VR %38
| ~ P 2 o cA A & v a a v

waus1a TusduuuilvaalanindnasmugauivgUnsalfiofenldsiufansssunisseus

N 1%

2) 3¥UUdANS cognitive load Ae fadliildlddeyauu Tumnud Tuaw uaziilevnann

wuly msld QR dmsuilleniasuiifissuaunsadengnisdnianssunisiiousidenuias

1%

wiounsasiefanssuazvieusarysadu Tuluanug Tunu uasillen sedelivedligisous

dzviau (reflection prompts) waznisifiundngiunisvinianssunisdeus dugu ammidiae

210 VR MnAInaU waannnstufinialoaus Mdmsunisusedunanssutiue)

[409]



(#n1dudTeuasiauT WIng1dessAguMIEITAN)

3) N1155095UN5L181 (accessibility) Ain nsww3eumadontidmsugiSoudlul
gunsalnsansilensedumneside anfivu QR Nuiluglndanuazidens wiedayngunsal

drsedlutuitou nsmildnnulasndenarasesssy Aanssunsseusnaiunms lneane

£ a

Wanuasld VR dudiseuniiengtes Asddgydedinisauanivau luaus lusnu ev uay

q U ] q

' a wva o 1Y 1Y °

Toyadiuyana 919na13lAd1 MIsankuudslfiRdmsuag suldun nmsfmuad gl

aa v a

daau wualenndulugages uagld OR Wla@eulaslugde VR nieRdviaiindsldogns
57 Mntugtuuimnsdanmsidemldlidiseusuniszanniiuly wleuvisdavinduliaziiou
Anwaztiundngiunsuszidiu MegaAoniswssunadeniiennuminiisnlunsidnfisgunsal

wariiuguanuUasnsde Tnslameauteyadiuynnavesyisoulietg1dlndda

sUnuudag1s Tuanus Tuau (Template) WU U

Tassadrdluanud Tusu nie iew fasuasdosiddefidaau (nstructional
Design) laflgudliaunuudiniagg wavfaufinnnsia (Task) fddaluvazaiuuiu VR Tngil
freuanunsnifiumenismuununsdafansudous Inedduneude il

VY a

1) Amuaridesuay TnguszasdnisFeud Wifiouns
2) fuashanssy uvadu 3 44
2.1) wispun3eu (On-papen e MWeawaumdeu wie wuudse
AN sTyiBesaznadnsnsiousfinienis FsannsainuazUssiunalddaauacuy
Tuau el Founsuiinune Tasdomluluaud lusmilfegluruindlivanzan T
Boadomuuuawiuly dawdsuszuvaznudondeya lnsmaynidemfuriidndusia oR
Code Faimslugadsanuiooularl 1wy Faleasn nm 360° w30Aeriszuy Virtual Reality
(VR) Favmihilduasnudumaddilonadvaivarnvany
2.2) d1579 (Scan QR) Als N15AUNU QR Code LitogIAlodu (2-3 u1il) e
n13auNL QR Code tlaviuuunnaeudus ileidnanumioudiusineg
2.3) $1009 (VR) Ao Suasnsdarudidedn fissudgussaunisal (VR) Tne
Wudsivieusundinduuuaninliiy fvuan1sAadegn (Task) Adatau lulvuduegite
AnuduLiis W ensesunsAIuAuAULe (Selfregulation) uazdaasunisatslouninug
(Knowledge Transfer) iisdnifievinisialu (VR) udrdufinuaeiaensiegne efiiu nnsm
Ingidenisdrsisaniunisainisnenmuazdswindey
3) doemnensUuiinuasin QR Code uay VR 1 msmauaudy 9 nisdudin

sUnmge nMstuiindainaueiie Inedniiulilussuu Google Classroom
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4) MauazvioumuAnkarn1TUsTLiiuNa ldyamauyIuAnnunIu (Prompts) due

Yy a =

eluau weliiTeunnudnasieesdnnus augiunsidinueinsussliunaluuiusn

U

(Rubric Assessment) UUIANTZTU SNBULUUUAUY AILNUNIAI0819 A9l QR1 — FRleasn

N3UJURY, QR2 — WUUNAABUAMULTTLIAY, VR — @n1un1saldnaainisuiteym Ay
Wemaneardenuazunsguiumin
nsiluldnugensaifneuasnansideatuayy QR Code 39ufiu VR

Yaa o

nsdives QR Code nMsidealesfiFouandodsiinsilugunasnsiFeusndvalsods
sty awnsatasandaidnlunisdifeszuuteya uandalomdlidiSsuausa
dendAnwdeviiuifudonuioinasaina SsduasunsFeudiuusifunuies (Self-Directed
Learning) @ saenAdaeuluIAnnisnevaussaudesnisiuanududasslumsisous
(Autonomy) AamgeNISAIIMUARULEY (Self-Determination Theory:SDT) 484 Ryan, R. M., &
Dedi, E. L. (2000) ildedunedn lefiseuldiulonalunsdadulanazaiugunisfousves
nlpe azdenareusegslamelusagnisiidualunszuiunadoudiinniu

Fsluvaisfimalulad (VR) SufidnonmlunisadreaninuandountsFeudiuuiuei
(Immersive Learning Environment) fisllinAnuidniaiiousgluaniunisaiasa (Presence)
vl Fouosniidiusuisludunnufauasduoisusinndu fieuannsndisia vaaes
Andula vieudtamnieluaaiunisaldnaedamenuaaane dwaliinnssuiunsious
MnUszaunisalnsauaziinnsegelanigly (intrinsic Motivation) aMnnszuIuASIoU3Te
A0AAARINULULIANYBY Sanchez-Vives, M. V., & Slater, M. (2005) fnanesugliinduszuy
nalnddgy vl iSoufneinisesnildiusiuuaznissuiiadeusgluaniunisaiads uas
ilugnszuaunaiouiluadseluinndu nadwifinanudumsfinnsanamugiuuuin

Yy

Novelty Effect Sanansznuatnanuulaniyiveanalulad envilvigisouinauaulaway
anuAusuluszezusn 9nnslaldiedesilouuulmi Inglildasvieufusegdalunszuiuns
Boufuuudsdu agiu MsUseiiudszansuaues QR Code uag Virtual Reality (VR) Flsinas
fsanifissnnuiiavelanieruiumilsluraaSududissedaienridu uimsiinnsan
Nnawsaiflesesnsiidusmuaz msasogmMangAinssuveansFens denusathannusly
Uszendldlalussazendniie

1a® Ryan, R. M., & Deci, E. L. (2000) na128n11 m@ﬂ,mWaiuQSLﬁmsﬁuasiwqﬁqﬁuﬁ
soidefiFeuldsunmansvaussnudonislutuiugrumednudeine wu anududasylu
n1sandula (Autonomy) AU3ANIINUENIAINENNTE (Competence) karAIUFUTIUENS

d9Au (Relatedness) Aeiy defiadnedenrudiiaveen1sysannis QR Code wag Virtual
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Reality (VR) FaluildTueg fumnuiuatsveamaluladifissesnaion wiogfintseanuuunes
AanssumsiSeud fredaaialigSouianisidusoy tiansfunuanumnevesnsiious
LazmsHAIANAINavesUeerelowmananan Sudsathlugusegslalunisioud
fisstunnniawiuduanauuantmiveanealuladifivsdansasiiues

nanlédn ;nvdngiunsBudiudn QR Code Suifiuniesiiofidoulowuarldinouasy
Uszndadunuluanldang duu Virtual Reality (VR) Tiuszaun1salnmsdananssunisiseusia
dnuazdmaiddlunsuandoniadoufiledinsenuuuegaiiians azduiaesogiaannse
ysannafieadns luanug Tunu emitansnsofaveuuazadildosnassansnmuuuasia

Y a v o a

UBAKATUBINA (Benefits & Limitations)

Jof

Snuaznisdeulesde aunsaldlivuiivasfiunsidnsalutusouldnn uwae
Snunizues VR Wiudunuuudaesiivasnfodmsunsilninugisianuds mieldduyugs
17y Msiinvinwznsidn nstindinuguiRnsluanmundensunsie Fsluaud Tuny
viaitlonn AanunsoysanmsfisdneawnsUssdubu jORLE

Fainfin

Arusdoua mansdiisgunsainiodumedidn wu fSeuunanguoinarlsifiaunds
Tuvdedumesifafidanuialiifivame msenmstaumineins wu msadradom wR

Aoy 1 [

AN MATIFUNUIMWSNEInsuarIal Auvasndeduatesssy o1 Wield VR fuidn

q

v '
o v v ] = v |

AesselnsrTvnuilomnazdmansenuinlanardeyadiuunna uareraintaymsiuay
Uaenfevesunasosu VR fetosiuflilnsanziing
wuIneMsUsziliuwa (Evaluation)
ms‘dizLﬂu‘[,wul,%agim’]ﬂ’ﬁmmauwmuﬁ%miﬂizLﬁuﬁy’q@a@mmwLLasL%m'%mm
1) NoU-vas (pre tests—post tests) Lﬁav‘hmii’mmimﬁauLLUaaﬁaﬂamiLLasﬁnw
2) Rubrics d1115UN1579 VR i nsuidyw msdndula uaznisdeans
3) myUszifluuungAnssuuaznisdang lunsdfenssunisouiuunguitld R
Code wag VR suriu
4) nsd1srnnuianelanasnisuensuveiseu (perceived usefulness, usability)
wieussidunnudurludnni gl
JarduaiBsuleuiguaznisinluvenenalusuian (Policy & Scaling)

@

WBABINN5I95UNI BN5VE8TUAIUNTSINUIUSETUUNISANET D198 NANTUIRIT

[412]



(#n1dudTeuasiauT WIng1dessAguMIEITAN)

1. maatfuayulassadieiugu lududumesidnanudwasyagunsal VR dmsy
lsaSgusuuuy

2. MIRRNANEAINA3 917U NsiavEngaseusunseaniuuluaug lunu
o wuuRdva dwalvikdaden VR Wesiu uasiimstanalusuuuulmg

3. NOIATINITNEININAN (resource repository) 181 A1suUsTu Tuadug Tuau
v QR Code iU VR fiinunsvadeuLasmaUsziiiusuda

a. fruulovisanuvaeade Fesdnviasgiuionuazmsuniestoyaduyaaa

v

dmufiFou TnslamzededsfiFoulunguengsnii 13 U (szduuszonfnug)

5. msiauslilsadsuldsuunuinen fremeluladiduadsassddolnoaiivayy
Tiagiinfandesdiofiarede VR feonueuuuite
dawuanuzdmiunuidglusunan

1. msfnynunaasadauIsuiisussezen (longitudinal studies) iitogransznu
v94n1514luau QR Code Taufiu VR sian1sanglauludnisussandldauats

2. msfnwiradugvdvnanisFeu Tagld 3ULUU QR Code uag Virtual Reality (VR)
HUAINTTUNSISEUIMEAULBILUUFULENY

3. msfinvwanssnusegun nInLaraIenIvenAnsERulgL B esTAUUsTaNAN Y

sty VR WWunaiuu lnenisiilidaiesssusazafainnudaondevesiseu

unag
nsld@aysan1sves QR Code uaw Virtual Reality (VR) fuluaanus Tuau iflemn
Feaeandesiumsieuiealil lneauwuinsliAnnvangasununannisfinwduiugu

WnsdnT1y 2551 (@UUUTUUTe 2560) TnsanudangulunisididmsnensuasUszaunisal

'
v aa v A

Fadsednufiatonass msfnwuavmaluladasioli Em]Luumigimmsm%ﬂﬁam%waLW
onsEAuUNTEUIUMISBuSuaznszuIunsinluvinweluidfivareusun dsierduiedesiion
Tasupudioy Lﬁmmﬂmmsmhaa%ﬁwizaumaaﬂﬁauiﬁﬁﬂis%m%mw PNWANITIENAY
daw’?ﬁﬁtﬁwwiwﬂﬁaé’mwaﬁuqméﬂ”uiL'%auLLazﬂﬁﬁdauiamaaﬁL%u usinsululdlung
msfnwilfniedy Sudufesdnmundulasededuiiug mataweg wasulove
AuANUaRAAY mﬂwmmﬁmmmﬁﬂﬂLﬁuLmeaaammﬂummi Tuau ifom funsn
QR Code %130 Virtual Reality (VR) nanld3inaluladinani feazniuiidonludunas
nineINIAUNS LLazéTaLﬁuﬁﬂﬁ]ﬁﬁmmﬁaﬂzmiaammﬂﬂumiﬁmLﬁaﬂmémﬁaiﬁmmsau

AuuSunveiSey
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