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2

Abstract

This research aimed to explore 45 second year students’ satisfaction of
teaching and learning of Engineering Mathematics II subject, Faculty of
Engineering, Princess of Naradhiwas University. The samples were 23 female
students (51.11%) and 22 male students (48.89%). The instrument used in
this study was questionnaires which consisted of 4 aspects; lecturer, teaching and
learning process, assessment, and classroom and audiovisual. The study found
that the overall satisfaction of the students was at a good level (mean = 4.07).
When considering each aspect, the highest students’ satisfaction was the lecturer
aspect, which was at a good level (mean = 4.11), followed by the classroom
and audiovisual aspect, which was at a good level (mean = 4.10). In the same
fashion, the teaching and learning aspect was at a good level (mean = 4.06).
The lowest students’ satisfaction was the assessment aspect, however it was also

atagood level (mean = 3.96), respectively.
Key words:  Satisfaction, Students, Engineering Mathematics |1
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(Classroom Action Research in Higher Education)
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(Results and Discussion)
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M-leam
Design and Development of M-learning Content Based on Game Multimedia for iOS and Android

Abstract

This research aims to design and develop the learning content of M-learning
in games and multimedia on mobile devices of iOS and Android. This research
presents the conceptual framework for the research. Moreover, this research
presents the process of the design which consists of 8 processes: 1) the process
of preparing lesson 2) the analysis of lessons in the form of games and multimedia,
3) the process to design storyboard 4) the process to present the expert for
evaluation the process 5) the process of development of M-learning in games
and multimedia on mobile devices of i0S and Android. 6) the process of using
PhoneGap that will help in the development the lesson in the form of iOS and
Android 7) the results from the development from the lesson (M-Content) in
games and multimedia on mobile devices of iOS and Android. 8) the evaluation
of the lesson of M-Ilearning in games and multimedia on mobile devices of i0S
and Android from learners or users. The average of the evaluation is 4.15 out of

5, which is the highest level.
Keywords:  e-Learning, M-Learning, i0S, Android, Mobile phone,
Games

CAI (Computer Assisted Instruction)
( ,2557)  CBT
(Computer Base Training) (
, 2557) CAD (Computer Assisted Design)
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1)

57,59
18.85
13.09 )
“KRNS-NONGKHAO Model” 3)

4)

Abstract

This research aimed to 1) study the operation and demand for creative
tourism of 4-province DVARAVATI, 2) create model of creative tourism in
order to promote the network of tourism activities of 4-province DVARAVATI,
3) test model of creative tourism in order to promote the network of tourism
activities of 4-province DVARAVATI, 4) evaluate and improve model of creative
tourist of 4-province DVARAVATI in order to encourage the network of tourism
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activities of 4-province DVARAVATI. The samples for the research were 384
tourists both Thai and foreigners of 4-province DVARAVATI. The tools used in
data collection were synthetic model of document, SWOT Analysis, focus group
discussion, and questionnaire. The statistics used in data analysis were frequency,
percentage, mean, standard deviation and content analysis.

The results of the research were: 1) in respect of the creative tourism
operation of DVARAVATI, Thai and foreign respondents were of the opinion
that participation of the community, potentiality of tourism, learming, and activities
were of a high level, and in respect of the demand for the creative tourism, Thai
and foreign respondents needed natural tourism of the highest level, representing
57.59%; cultural and traditional tourism, representing 18.85%; and local
attractions tourism, representing 13.09%, respectively; 2) the development for
creative tourism model was the “KRNS-NONGKHAQ Model” 3) the success
factors for the model of creative tourism were the model of creative tourism
management in accordance with the structure of a balance of good governance,
participative networks in the levels of province and community; 4) the evaluation
and improvement of creative tourism model of the respondents was at high
level. Inaddition, the overall opinion of those involved with the model of creative
tourism soas to promote the tourism activity network of 4-province DVARAVATI
was at high level. It was also found that the success of the network of tourism
activities relied on the use of information technology for public relations in the
communities, the supports of the community administrators and concerning
public offces for the tourism networks of inside and outside communities, and
the participatory process at the community and the public sector levels.

Keywords :  Creative Tourism, Network of Activities, Enhancing the
Network
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