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Abstract

The objectives of this research were: 1) to design and develop a 2D adventure
game based on the Thai literature, Huajai Chai Noom, 2) to develop students' knowledge
of the Thai literature Hua Jai Chai Noom through a 2D adventure game, and 3) to assess
the level of knowledge of students in Thai literature Hua Jai Chai Noom through a 2D
adventure game. The 2D game development process involved analyzing the Hua Jai Chai
Noom storyline to design game elements, creating 2D graphics, and utilizing Aseprite as
the primary software for developing characters, scenes, buttons, and animations.
Construct2 was employed as the main platform for overall game development. The
sample group consisted of 40 Grade 10 students who participated in the game testing.

The researcher collected gameplay scores from each round and recorded the number of



rounds required to complete the game. The data were analyzed using the mean (X),
standard deviation (S.D.), and repeated measures ANOVA.

The research findings indicate that the 2D Adventure Game Based on the Thai
Literature Huajai Chai Noom was developed completely according to the concept and
content specified. The results of the development of knowledge found that the average
score increased in each round. In the first round, the score was 7.03, in the second round,
it was 10.93, and in the third round, it was 13.75, and statistical analysis of the repeated
measures ANOVA test, it was found that the players' knowledge increased statistically at
the 0.01 level (F =98.50, p<0.01), which could be examined in the 1st, 2nd and 3rd
rounds of play in conclusion, playing the adventure game repeatedly in each round had
an effect on the change in students' knowledge, making the groups of students have a
more similar understanding of the content, and the results of the players using an average
of only 1.85 rounds of play show that most players can quickly understand the content
and question-answering mechanisms within the game, learning from their mistakes in the

first round and applying the knowledge.
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tdislogue  Set Invisible  system Wait 2.0 seconds
ki system Set NPCldialogueStage to 0 Fksystem Restart layout
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ANSNAADULALANFITZUULNUN LATINNSWaIUNT UL Tuluswnsy Construct? Tasagisy

PNAFDU NALANUIUATUNG 5 AU LALENFIBENAINAISNAZBUYBIANUN 1 AININA 15

System Performance @ Global variables «
Array (1) Frames per Answer @
‘ 51(19.6 ms/frame) A
:vron,meln: (1030) second LevelPlay 0 @
g_completel (i Est. CPU
: ©
bg_howtoplay (0) utifisation 283% © LevelSelect 1
bg_menu1 (0) Est. image NPC 0 2
bg_menu2 (0) memory 15 mb S NPC1dialogueStage | 0 ®
Browser
@ Num 0 ©
btn_arrowback (0) L eLol -
btn_arrownext (0) Object count 34 < Qi 0
btn_back (0) Collision A Q2 0 o
i 23549 (~462/tick) @
btn_back1 (0) g checks/sec Q3 0 @
Save Load Restart 2

Watch Profile

Layer ‘background’ <= Layer “entities’ <
Index o 4 Index 2 =
Scale 1 d Scale 1 A
Angle o = Angle o A
Viewport left o = Viewport left o <=
Viewport top 508.6683138760653 = Viewport top 508.6683138760653 =
Viewport right 960.0000000000001 = Viewport right 960.0000000000001 =
Viewport bottom | 1048.886495694247 g Viewport bottom . 1048,886495694247 -
Visible true et Visible true -
Transparent false > Transparent true > =

AN 15 FI9819NSHAGT WATAISNARIUAIUN 1
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Level Select

=) START GAME
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ANT 26 UEAINTNAFBUVBILEULARETEY
=i @ 1% v o 1% = .:4' 9 i I

NN 26 HaRBUIANTVRIEISEUALITIUAR MY Soeinlameny HIuNUKALY

fo 2 1R wudn luseudt 1 eswuuadels 7.03 azuuu Tuseud 2 azuuuadels 10.93 Aziuy
= o a vy ' A o a X ' K%

wagluseui 3 vihezuuwadeld 13.75 Azuuuy MnAnRduaviuuiiuduluwiasseunuIvinee
AuANNIkazAulaLilien inwensun Uy wagvinwenisiseuimenues duwildulung
WALNATY wandliiAuIIN1sSeusienutIanaIULANA19YeITEA AN VOIS B Lagii
Tinadugnsniemsiteuresieuinulndifesiuunnay

A13°9% 4 M1919ATIZRANULUTUTIULUUTAT (Repeated Measures ANOVA)

. 2496 ASLLUUIIY o4 e .
UnasvesAuLUIUIIY | _ 5 Y ALRAYNIAY A1 F p-
eIy NIRUANTAY
(Source of Variation) #@29 (MS) (F-Ratio) | Value
(df) #24 (SS)
YIINTOUNITHAU
2 5,417.00 2,708.50 98.5 p<0.01
(Treatment)
AuAAALAGBY (Error) 78 2,142.00 27.46
5794 (Total) 80 7,559.00
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INANTNA 4 HANFHHUIANUIIINATIATIINsaiflagldnmaaeuaIukAneg

Y93ALaduuUUIAYT (Repeated Measures ANOVA) WU AZLUUAINIVDIRLAULNLT UL S

a o (%

fifudfyvneadffisedu 0.01 sewineseunsiaudl 1, 2 uaz 3 (F = 98.50, p < 0.01) asuldn

9

nsaunurIydenvigiululiagseu (Treatment) dnasion15iUdsuwlaInNF V0L T8

'
Y a =

DY19LYT39 Fenzluuadgazayyoulwlltun Tl uadsliisanelunstudutsdrAgnig
aif g ndudeddnisiiesizsiauuususiuuuuingn (Repeated Measures ANOVA) Liig
A W | Aa £ o s aa 1 v a
PUTUIIAMULANANVDIALLUUTLAATUTANUUNT DD BN ED R DE1NDT S

4.3 HAUTEIUTEAUATUI VR LT BUA T TUAR VELTaia A eV ’KunuNagysy 2
)
A1519% 5 Sunuseunsiaundiauldlunisyihazuuulowdy 15 Aznuuy

Y

. IUUFEY | WaTIW Y.
IIUIUTUY HaN13iTew3
(f) (f x 99V)
L] ! =] a [ Y 3 T 1%
Ay lawiiesseue v Azuuulday fealtnle
1 50U 16 AU 16 P |
e lad viselanuinugufe
ALaW LARN19ISEUSYT (Mumundeinnainly
2 59u 26 AY 52 o .
50U 1) Juhldnzuuiiy
riau fadldmnunenguautiaseun 3 393z
3 50U 4 Ay 12 .
AzuuulaAy
393 40 Ay 74 S0u

“* FIUIUTBUMIIAULAAY 74/40 = 1.85 58U
- SNy 1 9gvo | a o

NAIT 5 Hannsngiauldnuseunsiduadeiiies 1.85 seu lunsauinuuay
ussanaeinzuugdn asulaindiaunguiegdnlngaunsaianudilailomvenssund
Inasosilagiemiy waznalnnismeumaiunelunuliegesag Jaeudandeianainlu
souusn waziausUUsuld Weelddndusdeddduuseunisiaunsunuidmvuali (3 seu)
Ao 9 aad o & & o & N = = vl
guduinnunagyde 2 adwmuiduilvszavanudnia lunisidueiesdeonisiSouiid
Usganiamga lnedrelvdiauanunsaiaunaiiug anudile inedtulssanilngiseuiilane

wuleagaginga
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5.1 LNUNAYANE 2 Ja7 Waund uilmuwdanludannisuaiunisiauuuy Action-
Adventure Wrfun1smauriananssaaiinenislulasad enfenduegiwoiios uane1sain
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LAZANYTINMNEVBUNY FeaBnAdoIiuLUIAANITTEUININUTEAUNTAILAZNTHAD WIITITN
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YINNTa U5, (2564) NYIdeluianunsaviminfiousny wazduasy 2ssuadinglnela

agadlnnnIn wazasnugnaesveilemlila Insmivednsddlumumaia wazuiuas uwag
a v a LOY < % av al dll =2 a

MAevesloznay Tualaw. (2563) [WunsatduayunanTidenitnnuiionsfngaiunsaiiy

nadUnVENIMIITeuLasInARTR dedvissuadlng esndiduldiZousiuaniunisal
$ravsuarnsUEURUS (nteractive) finsefununseieteduldfiniAsrudu

5.2 anmsiaanNiinunagydy 2 47 anissuadineideailavienyy Wunud
ﬁ'ﬁumﬁuﬁﬂizﬁw%mwiumsﬁ'&ummmfw@du IUIU 40 AU DY NNTBEIAYN1IEs Lae
AzuuuATISRAsinT usgreLiosnn 7.03 azuuu Tuseud 118U 13.75 Azuuu Tuseudl 3
ALY 15 Avuuy uiezuuuedsvesdiFovasiiuuliufutunudduluusazsouns
iaw uinsinnsandeaesidudiiesegaiedilianunsouduldinanuuandisvesasiun
At uduilTeddymeeda fady ;:ﬁa"]’aﬁﬂﬁi’fmﬁmezﬁmwmuﬂaﬂmmwui’m%ﬂ (Repeated
Measures ANOVA) Lilenageunuuaniavesnziuunnivesifouluusazseunisidusgng
Huszuusazdmnuundefionadd wanisiannauianmseseimeadalagldnismaaey
ALLANANYDIA AR MU TATY NUT ﬂzLLum’Jm%*um;iLémﬁwﬁuasjNﬁﬂ’ﬂﬁﬂﬁ@mqaﬁﬁﬁ
567U 0.01 5¥WIN950UNITEUT 1, 2 way 3 (F = 98.50, p < 0.01) LLamlﬁLﬁuﬁqmiL%auiﬁ
Aaduegretaiau ﬂ’l’iLUgEJuLLUaﬁleﬂuVLUWIlWTE'iJﬂﬂ’]‘SGUENmiL%‘EJuiLLUUVT’Ff’l (Repetitive
Leaming) Wagnsiseuilagn1sasiierin (Active Learning) lneinuilinalnlvifidunsiunanisneu
Manuviuit dudussdusznevddglumsiiond mszvaelifiauaunsassydofanainuay

numullomaiuiinudaldidnlaldegensagn neuidseunmsiaudaly waznseduliau

Y
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