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Abstract

Research Title Development of an Information Database System for Student Screening and
Behavioral Assessment to Enhance STEAM Education Learning Innovation at
Ban Muang Sam Pee School

Researcher Mr.Watsapon Maleekaew

Academic Year 2026

This Research and Development (R&D) study aimed to 1) develop and determine the
efficiency of an information database system for student screening and behavioral assessment
2) study the impact of implementing the system through the SMILE MODEL management
framework to enhance STEAM Education, focusing on higher-order thinking and soft skills and
3) evaluate stakeholder satisfaction. The target group consisted of 27 teachers and 141 students
(Grades 4-6) at Ban Muang Sam Pee School, under the Lamphun Primary Educational Service
Area Office 2, selected via purposive sampling. The research instruments included the
information database system, the SMILE MODEL guidebook, behavioral assessment forms, and
satisfaction questionnaires. Data were analyzed using percentage, mean, and standard deviation
(S.D.).

The research findings were as follows:

1. The developed information database system demonstrated the highest level of efficiency
(Mean = 4.77, S.D. = 0.41). The system accurately facilitated the storage, processing, and
analysis of individual student differences.

2. The implementation of the innovation under the SMILE MODEL management framework
resulted in an excellent level of development in the target students' higher-order
thinking and soft skills (Mean = 4.58, S.D. = 0.50). Students practically applied
computational thinking (Coding) to problem-solving and demonstrated strong teamwork
skills through STEAM projects.

3. The overall satisfaction of teachers and students with the management and the use of
the information database system was at the highest level (Mean = 4.73, S.D. = 0.41). The
innovation effectively reduced teachers' administrative workload and highly supported

proactive instructional management (Active Learning).
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. 43 unmsmsesnuuunsiansGeuiiiunisufoiet (Active Leamning) uuulAT99L
e 4.4 n3danseuiuuunazmnuaNsa (Grouping) kaznisiisuiuuuiiioutiofieu (Peer

Learning)

e 45 myianazUsziiunanuanIngia (Authentic Assessment) Ll 8RBUALBIAIINLANGNS

FENINIYARR
5. szUUgIUtayadTEUIALATN1TAANTaNEsEU (3 6 iitaday)

5.1 unAalaznuiRnfUTTUUEMTAUMATioN1TUIMINSANY (Management Information

System: MIS)

e 5.2 n3zUiunsuaziaieslielunisdansesngAnssy sUuUUNNISeus uazamnlnvesiSou

(Screening Process)

o 5.3 anN1sesnuwuukariRuTTUUgIutaYaasauwmAluan uAnw



'3

o 5.4 mshwaluladunldlunsiinsizideya (Data Analytics) liteanaumaeuananadug v
e 5.5 wdninasiuazisn1snusyansninaesseuuinalulagansaumne (System Efficiency)
o 5.6 ngufn1swensunsldimalulad (Technology Acceptance Model) wagmiuiianalavas
Alau
awv dd v P o Y
6. MUITBNNYITY (3l 2 WItation)
o 6.1 9ndglulszine
o 6.2 NUIYAIUITLINA

2. finwenszulunIARdUgIUALinETedeaN
2.1 UWIAN NouY u,aza\iﬂ‘ﬂiznaU%aaﬁnwzﬂizmumiﬁwﬁguga (Higher-Order Thinking
Skills)

1. uuAnRgafuineznIzUIUNITARTUEe TinvenszuaunIsAndugs (Higher-Order
Thinking Skills: HOTS) muneds nszuiunisneaatyafidudewiuniinisvessh (Memorization) 1Se
msvheudladeyaduiugiu WuaruaunsavesGeulunmsdanssyhiudeus tadoyaluussandld
A5199 Funsedt Ussiliuan wazassassaasing wWieldlunisuidaymviedndulaluaniunisaliily
fuipy naimuYineznssuumsAnduaeieduiladdyenisdanisfeusluamsuil 21 wesdu
Wmnendnvesnisdansiouduuuysannig STEAM Education MiyjaitfuliidiSeuuasuaniugain
"Hiuaug' e dadeasshuinngsy’

2. mqwﬁﬁﬁm%’mﬁunsxmumsﬁﬂ%guqe nguiidusngddyuarléfuniseeuiu
pgani1erslunisesurensruiunisindugs Ao aynsuisiuvasuguatuuiule (Revised
Bloom’s Taxonomy) ag Anderson wag Krathwohl (2001) Feldusudgassdungnssmisnvsade
(Cognitive Domain) lapandastunisFoudyalui lnsuvssedunisAneandu 6 du dainus
AsEUILMSARTUE (HOTS) axdneglu 3 Jugean léun:

o MINATIA (Analyzing): mrwaunsaluntsusnuezdeyasenidudiuges o iaudila
1A59a319 mANUANTUS waslUSeuiieudayailiedn

o« n1sUsliuan (Evaluating): ANENNT0lUNTTATIEDU INNYINTA! LazAnFuAMAIveS
foya uwafn ¥3035M3 Inse dlnasilas vANATIAUIAFLHE

e 1585198598 (Creating): Anwanansalunsiedusznaudne 4 isznaudidefuiieadns
suuuy Tassadns uudn ietunuuianssulniflinedindey

3. peAUsENOUTBNINYENITUIUNSARTUgluUSUNYBY STEAM Education Lileli
donpnasiuingUsrasAvedlasanisuinnssunsfinelve (FTE) waznsiSeusiuy STEAM asAusenau
vasinmznIzvuNMsAntugsianuAnundniusesdansesuasin Ysznoude 4 dumdn il

o N135ANRYE1HI1TUY e (Critical Thinking): AmannsalunsRamay Uszidiuaan
undedevestoya uasliivmanadimssnglunsiasantymedisseumunoudaduls



o msufidymiidudeu (Complex Problem Solving): mmamiﬂumiizu{]mmﬁiﬂﬁﬁ’mau
aada (U-structured problems) N15319uaY wazn1sidenld3snsiinannatslunisuile
anunsallaegsliuse@nsnmn

e N5ANES19ETIALAZUIANTIY (Creative Thinking and Innovation): n1sAAUBANTBOU
(Divergent Thinking) msueaiunudululdlvl q waznisrevenlomefioadreassAdunu
WioIsnsfunnsrsuaziduuselevd

«  M3AR@sEILI (Computational Thinking): asdUsznaudAnidenlosiuineinisduin
(Coding) lawn n1susndeymilngliduilaymiges (Decomposition) n1sy1guwuy (Pattern
Recognition) N5AAWNUINEISN (Abstraction) LAYANIEBNUULTURDUAS (Algorithm Design)

2.2 AMUAIAYUAZHUINIINITARETUIINBEN9E AU (Soft Skills) drusudizeuluanissed

Y

21

1Y

1. Aud1ARY Va3 Soft Skills TugARvia inwvenedirumse Soft Skills daadnAgy

o
£%
=

ogddlulangananiu ilosnnealuladliaunsanaunuanuiueniilale nswauvinugmani
Pl Fouansofuiudfuanmundeuiivasunlamnii dwadenruduatadunisdo
A15%197U LLazmﬂ%’%’im’mﬁu;ﬁ'ﬂué’ﬁﬂuﬁﬁmmmmﬂwmalﬁasm%ﬁu (World Economic Forum,
2023)

2. aedUszNEUVANTBWINYEIMIFIAL BsAUsENOUTARUes Soft Skills dmiufiFeu
Tugadlagu sinusznousonguinwgiiandu 1éun sinwgnisdoas Fwemaianusudu amiueaia
ysensual uageugstueavy Fuduiiuguddiiaoudnuidomysanniadigndngnsuaznisdanis
SeunsaeulutuiSeuegraduszuy Wiown3sunnuwengiouglannisyiau (Partnership for 21st
Century Learning, 2019)

3. NMsdaaIuineen19deANn1y STEAM Education nsdaauvinweniadenusinu
uinnssunssuduuvasiu@nwl (STEAM Education) tutuimiafifiuszansam ilesainnnsvi
TasanudaduligiFousiosszanaues uanidsumnuaniiu wagsuiladoiausuus Fadumsdanan
vinvemediauuaznisvinuduiiviiunisasdieujifesegadugusssunasiinnnunnened g Se
(#3501 A5gsAna, 2564)

4. UNUIMYBA3IUN1TIANANTTY Active Learning wwimndlunisduasurinyenig
dsmiluaniufnw msuiuasuumumasiiidudsnsanuaznn lneiunmsdafanssuuugEou
a¥eaudienuies Mdalemalmsnlsviauduiiu dnsasvioudn uagilnsinuensduguuagy
puiirluanunsaiivanvaneiieisiuadnrusiule Guius waeaud uazwiend Sudau, 2563)

5. N1TUINITAANTN NN 1FIANA I8 szUUdaya N15UsEuLaENITUINITIANTG
vinwenedeny Sudufesenduiniesilodansesiflumsgiu nnsliszuugudoyaasaumeidiantie
AATziingfngsy sgviliguewiuauwans1asEnIvyana Wilugnisdnnguiiseunuunas



ANNEINTINYIBANESUNT S BuT LU UYL ouldag 1R sInLasiUsEANS A NgeEn (@anduidy
WaniswauUsewmelng, 2564)



Uni 3
A5AUN153Y

a |

MeAfEes "nsiansTuU oYM saumAiiansfnnsesuarUsilungAnssugiFeu dnns
gnszauLInNTIuNsBeus STEAM Education lsaiSeuduiuanu?' fideladiiunismussdeuisivy
wazWaul (Research and Development: R&D) Tnoutstunounsadunmsisveandu 4 szos il
szueft 1 madnwideyaiugiunazaniudasnis (Research: R1)
Huns@nwanmtymuazainudesnisluniswaunssuudanseadiFou il odaaiunsBsuiuuy
STEAM Education meldlasanis IFTE vadlsaSguiusanyy

1. undsdaya/dseuns: guimswarasiaou Tsaleutudwaud din and. a1y wa 2
2. wdasiiefld: uuudunwalfdlasiaine (Semi-structured Interview) LaTUUUADUAMAN N
U
3. asiususaadeya: fidevihnsdunivnilazasuauanudesnisanagiasuiiaiunisld
SEUUETaUmNAlUNITARN OIS
4. msaaTvideya: Jinsnzafiiiem (Content Analysis) uasmANALE (Frequency)
22l 2 N1S0RNKUUNASNAILILIANSSY (Development: D1)
Hunsihdeyaninszesil 1 meenuuuszuuguteyamsaumeaLa
MODEL
1. msaaeiesdionazuianssu:
o vaadnenssy "wuugmsﬁa;ﬂamiaummﬁamiﬁmﬂiaqLLazﬂizLﬁquamiuQﬁau"

ee

AflaN15UTMIIANITFULUY SMILE

o AMYINANENTUIMNTIANITUIRNTINFUKUY "SMILE MODEL"
o aanuuUssiiunginssudBeu Frun1sAndugauay Soft Skills) waruuudeUATAIY
Wanela
2. mamAun AT siauazuTAnsIY:
o tiatesdiovamuniauedie Gianey Swau 5 v iefinsanenudismsadaion
Tngfuamadrdawaenndes (SI0CS) damuainasiteraiiiiusesiian $I0C
\ge 0.50$
o ﬁ'ﬁzwgm%’agamsaumﬂﬁ;ﬁﬁgfmmﬁm IT #357980UN151197U (Black Box Testing)
o uvuuszidunazuuvasuanluneaaeddd (Try-out) AunguaztinieulsaSeuduis
viuvlndiAsatu omermnudesiu (Reliability) fogasdudszansusanivesnse
wuA (Nalphas-Coefficient) Tnefmusnasinudestudl $0.70$ Fuly
szezil 3 maveaeslduianssu (Research: R2)
Junsihsguugiudeyaasaumanas JULUUNMSUIMS SMILE MODEL lunaaedldassluaniufine,
1. ﬂa:ulﬂ’mmﬂ (Target Group): EONLUULAIZY (Purposive Sampling) Usznoume
o Hlussuy (aghaan): asraeulsaSsututaud 9w 27 A



o HFumsdansasuazdaianssu (Gndew): dnFeuduissondnudil a-6 s 141 Ay
Lo
- 1.8 $1uau 42 Ay (91e 20, N 22)
- $u U5 S 46 Ay (e 14, N 32)
- 1.6 $1uau 53 Au (18 33, ngYs 20)
2. Fwaniluns:
o Q’%’aﬂizﬁuL%qﬂﬁﬁ'aﬂwiLﬁas?;jl,mmﬂsé’fizwgm%ayjamiaummLazmiu”] SMILE
MODEL lulnnsisuiuuy STEAM Wurasiaoust 27 au
o AFNaeuUAuMITuintoyafnnsetinFeuatluseuy wasdmaludnnaunisiseus
o audumsianseuiiazUssdiunginTsugSuunaanninEeu
seueil 4 nsUssiliunauazUiulse (Development: D2)
HunsUssdiunadugvsiiatuainnisiuinngsm ilerunasiuazdaiiseauy
1. hasleflivsziiu;
o WuUUsHLIIUUTEANSAMSEUUTIUTRLAEN SaUmA
o wuuUsediunginssudBeudiunszuiunsfndugauasinemedsam (Soft Skills)
o WuuasuAINANNINelIveIAIHED LA INITEY
2. mafunusandaye: fidaiununadoyannndudmnedefuanmsiiiulasemnis
3. myleneideyauasadanid:
o Awnwideyaly 1 Jovay (Percentage)
o AATzvsEiuUsEANSam sedungAnssuiSou wazseduauianela 14 Aade
($\bar{X}$) LLazﬁ'guLﬁmwummgm ($S.D.9)
o wnauaimswdana: (Hnusiduysal 5 sedv)
- $4.51 - 5,005 SEFUINTign
= $3.51-4.50$ 5EAUNN
= $2.51-3.50% sgAuUunang
= $1.51-2.50$ szRutiey
- $1.00 - 1.50$ sedutfoniign



Iﬂsﬂi"NLLu’J‘VI'Nﬂ'lsauVIu’]ﬂ’sj:ﬁJ (Focus Group Discussion Guideline) LLﬁ:LLUUﬁ'&Jﬂ']‘le}ﬂﬁﬂﬂiﬂﬁ%N
(Semi-structured Interview)

Wadan1333e/aunun: MsTEaNaaILardLATIEkLINIvIIRsNIskA ldgmavamidniEsusedu
anuAnw ngulidayanan (Key Informants): Jusnisanudnel, asuuzuuy/ajeundelsaiey,
Lazdemaiums sugY/Aeiven ssezaild: Uszana 1.5 - 2 $lu

dauil 1: nsnaUanaza¥resrnudula (Introduction & Ice-breaking) [10 w1i]

Grnsaunun nandousy uusth uasduasingysyais)

o Ymguszasd: osmiuszananos duAs1esiuuamne uazoonuuUIIRINEEgnlunsquanrly
Hopmaunmvesinidou (gunmne gunwia uasnginssueuides) Tvngaufuuiun
vaalsasen

o aAnIMsTanEunun: Lifidmeufignuieda nnanuAniudnuAdensRuILTANSINAS
UIMsinms veayyetuiindsadielilunsinseideyamaivinisminiy

daudl 2: n1sdrsreanwiagiuuaztymn (Current Situation & Problem Identification) [25
W1]
(Whmne: iedadoyadigsasaunmeasiu "inga" wie 'Aamdes’ sugunmlaiuusaignluuassd)

1. Tuyuussuazyszaunisalvaanvinu davnguamvesinGeulutlagtuiiunduiasilgade
Fadln?

o Probe (A1973105281): Yoy 1NfinuReUy 1w Ygyaulawuinig, neduasy/
AMULASEAIINNITIS Y, NSRRI, %’%awqaﬂﬁmﬁmguq

2. viudndrdguguawiveni damanszmude "nIzUIUNTEEUS" wae "AsHRILYINYENIS
deAu (Soft Skills)" vasfiseuagislstne?

3. 2INTTUUMIAANSBIVWBsTULUgUAYIemastniFeuifleglulagiu vinudnifivesinivse
Hadndalaiinlhsquatgmgunmianldlinage

o Probe: alA3esiie? MAn1TiATIEdeya (Data)? Mszauasiisnniiuly? wiens
Uszauauiugunases?
dufi 3: MITTANEN LN D WATILANININITNAZWUINIALY (Brainstorming & Intervention
Design) [45 u1¥i]
(ithmane: sasueenuuYTzYUlazImINSUATymiansah lUUGURlR3e (Brain-to-Action)

4. yNIsIFBIeBNIUY "UANTIANIN (Proactive Measures)" seusnuAnwn iiedaafulali
Rintlgmguain (Maneuazdn) viudadilssdsuaastumasnsladududuun?

5. Tugusisidagadunisld "szuumeluladansauma” Wwngasanassaunasuims
IAN13 viruAaduTaIRsadlsruugudayannylelunis "Aansasnazidnsede” dym
gunnvastiniGeuldagnslstnge

o Probe: n15%1 Dashboard LLRQJJQLﬁ@Uﬂ’J’]MLﬁIS\‘i‘iﬂﬂqﬂﬂa, msﬁauiaq%’agaqmmwﬁu
NOANIIUNITEEU



6.

dm3u "UniSeungudes” anudgningd 151a958 "u1asn1seTunsanisideden
(Reactive/Remedial Measures)" agn4ls #ilaivinlanidngnudanuen?

o Probe: UNUMANIEYBIATHULLI, N3dwagleIyyneuen (Referral system)
mnihgduuumsusmsiansunldtunfeusasmsgunini (Wu mslénalanisnsedu ns
IAUNITEUN FOALNINITDIFUAIN WsoN IS TN U IHIANLEAIEDN) L51ATYIAINTTIFBY

v a = Yo oa s a Y v
gunndlulufanssunisieuiunfadisls lagliiumsiiunissTvingdaou?

dauf 4: nMsldaudiunaziA3Iaiealusule (Collaboration & Networking) [25 uiii]
(9378: &5 NAIIUEIEUVDIUINTAITIALAIN TN INTHIIUDNYIUIT L)

8.

nsuAduiguarnidniseuliaiuisarilalaglsassuinesaine 1519 uuInieng

"{UnAsas" waz "milgauastsaguluguvy Wy sw.an., indninen)" Winnduiudau

(Partnership) fitiuudsldagndls?

Harauauuzideulovie: nindesasuiduuleuteviaideviaii alausdaamsnssunis
o

do1ufne NnvituAndrAddsansalnuenanvan W ssuugunnlseseuluasel
Astuagnsls?

daui 5: Msaguuazlan1saunun (Conclusion & Wrap-up) [15 w1ii]
(EimsaumiinmsasUuseunanyilaainnssyauases)

ayUUsziu: (rhmsauninasd 3-0 Ussiuvdnildanmsaunun wu anmiammdn uuimis
SrUUTaya WasiAIeU1eANTINile)

moutadie: "TussidulaiiviiufainiddyanndmiunmstannssuugunmvesinBou wis
filaildmaneiuluuiuiels?

na1vauAn: veuRunvitufiaaznaarlideyasuiduusslonieg1sdweuideuaznis
WAUWIRNTIUATUTMTANTUAN

nsmAMAWYaLAIalianldlun1Ide

A3delamiun1snsiaaeununnveasasdleniilunisidevnadu (aun szuugiudeya

ansaumA kuudssidungingsugSeu woy quaaumummwawa%)Imamumaumimmmm
Foansadadon (Content Validity) /il

1. nﬂiﬂizmﬂﬂﬂﬁgl,‘dm%ﬂﬁy (Expert Review)

fAfthiTesiofiadietu nieudenqusrasdnsidouasdowdnsiiame iauadefidersg S1uu 3
yihu lefansanesaseuAmNgnEes ATwATEUAGUTENT eV LagAIIz AN LY Tae
HidemaUseneusie

2. 1Ny

AdvamgiunsuImsnsing vie funsdnnisFeus (STEAM Education) $1uau 1 iy
Advamgiunsiauasyseifiunananising dnou 1 viu
Ademnaiumaluladasaunewaynisdeans (CT) S1uau 1 v
simsliazuuuvesfidenvg

e e &

X e



v o

MBI 3 u aziansanlvazuuulunias 1o A0 NnIoLAaz 0IAUTENOUTBIUTANTTU AILLNI

e

faoluil

o Wiazuuy +1 Woudlvidedan/esdusznoutiu aennfesiuingussasdviodonudmiams

o Wiazuuy 0 doldwilahidosan/esdszneuiu aonndosiuingUszasivielomdwians

o Wiazuuy -1 doullvirdemanu/esdusznoutu liaenerdostuingussasdniadondwiany
3. MsAmuInARviauganadas (10C)
ﬁwamiﬂizLﬁumamﬂﬁmﬁmzyﬁg@ 3 VI WATUIUNNIARTTALEIAAGDY (Index of Item-Objective
Congruence: 100) Imﬂ%’gmﬁqﬁ
$SI0C = \frac{\sum R}{N}$S
il

o $I0CS unu Avvtanuaenndesseninstamnuiuingussad

e $\sum RS unu nasmezuuLALARTueTetai 3 i

o SNS unu aﬁ’wmu@%wngﬁy’wm (uftil $N = 39)
4. nadin1sdadandafinny
{ideihnsdmdentemanmiossdusznouiifian SIOC \ge 0.50 July Foindutemnuiiiaiu
desnsadaion amsadiluliifususndoyald omiems: nsadiferny 3 viw dornini
iaalasunsuuLs I NgITeImIges 9oy 2 Azuuu F9azlaA SIOC \approx 0.675 Feinuunasii
mun) dwsudorinmiifan $I0C < 0.50$ §ideazadunisusvugauilunudeiausuuzves
Hideny videdndemanutiudis

HAN1IATIVEBUAMNINLATENED (A1 10C) Tnediwadvigy 3 viny
\A3aeiiaN 1: wuuussliudseAnsainvasssuugiudayaasaume

s18n15UTELEY o Y o ,
v N8 NIY82Y8Y NIYAB8Y 521 AN Nan1s
(ﬂ,]u L] ] U 1] (Y] [ R

- - 1 2 3 (ZR) I0C WAFEU
U52ansnIn)

1. S2UUANNTD
FonAutoua .
o - o +1 +1 +1 3 1.00 Tolon
UnSeuls

ASUNIU

2. MsUszuana
Yayaiay +1 +1 0 2 067  Tala

TINTIAZYNFDY



s19n15U58LEU
(#u
UsEANSNIN)

3. LULAYNNS
LAAIHALTIWINY
(User-Friendly)

4. SEUUAINTD
WARITIIURE
d‘ Y U b4
iialddnngula

5. syUUiiANy
Uaaanalunis
usnwdeya

ALARYITIUVDY
WAS9aUUN 1

Weavey

)]

= e

+1

Wevey

)}

N eXe

+1

+1

+1

JlWeavy 99
3 (ZR)
+1 3
+1 2
+1 3

\A3aeiian 2: wuuusziiunginssugiseu (Aun1sAndugeuas Soft Skills)

s19n15U58LaU
NOANTIULSEU

AIUNTZUIUNTT
Andugs (HOTS)

1. @150LATIEN
awnuaatymle
PEANA

2. @10 NHY
Fudumen
(Computational
Thinking)

]
a

AIGHRL AT
1

+1

Klyevny
2

+1

+1

fleavny 5w
3 (ZR)
+1 3
+1 3

I0C

1.00

0.67

1.00

0.87

I0C

1.00

1.00

NAN1S
NI

Taflet

Taflal

Taflet

WU
LNEUN

NaN1S
AT

Taflet

Taflat



578M15UsEEU IR
WOANIIULISeU 1

3. @3750
a¥9ass AT
AULLIN
STEAM

+1 0

AUNNEINIY
d9au (Soft
Skills)

4. @1U15098NS

LagSUNIAIY +1 +1
a < d‘ ¥

AnLAuTaRLNaUla

5. Tvanusuile
LALSURAYD UMD

, +1 +1
UNGY

(Teamwork)

6. inrnnjasiy
WeELLloLTD
Hoymiidudou
(Grit)

ANLARYITINVDY
1AS9UBAUUN 2

Weuny

)

W eXRe

+1

+1

+1

+1

374
(ZR)

I0C

0.67

1.00

1.00

0.67

0.89

NaNIS
AT

e

Taflat

e

Taflet

WY
Lnaua



\A3ReiiaN 3: wuudauauANUNINalIveRgiaauLaziiniTyY

IS IS '

ey WeuRy 593 A NanI3
(3R) 10C NATUN

]
a

semslssEiy | ey
AuNsnala 1

N eRe
W eRe

1. 3Uuuu
SMILE MODEL >
, +1 +1 +1 3 1.00 15453
VIVANNITLINY

VDA
Y

2. S¥UU
ansaumeagli
dangquiniGeu
15

+1 +1 +1 3 1.00  Td4le

3. NSEYULUY
STEAM vinlw
HiSguAUNLaY
aulq

+1 +1 +1 3 1.00  Tlale

4. UniSeull
Ufdunuskay .
,a . . +1 +1 0 2 067  lla
YLVFDNAUNIN

Ju

5. ANFUAIU

Nanoalasa .
N +1 +1 +1 3 1.00 T4l

UINNIFULLAY

YUY

ANLARYITINVDY
WAS9URAUUN 0.93
3

AR
Lnaua



unil 4
nan13Aszidaya

nM5ideides "miﬂ’muWizuugﬂuﬁﬁayJaaW3aummﬁamiﬁmmmLLazUizLﬁquﬁmimﬁﬁﬂu GARE
gnsEAUNIANTINNISSEU3 STEAM Education TsaiSsutnuiieanud" fidglauiavenan1siiasey
Foyamunguszasdnisife Tnsutssamsiinsizvioondu 3 dau il
dauil 1: nansUsziliulssansnwvasszuugudeyamsauma
Mnnavssdiussuuguteyaasaumainauniu lneasdaoundudliaudiui 27 au wuiiszuud

Usgavsnmeglusesiu "unian"

518n15Us2AAY X" SD.  sEAUAMAN
1. anugnAesuazsInslunisUssiianadeya 478 042 wndian
2. auaEEANkaenanslenu (User-Friendly) 485 035  undign

3. UsrlewillunisdenquinSeunasnsdnnisiSeus 470 047 wndian

AT 477 041  wnilgn

dauil 2: nan1sUsTEuNgANTIULSEuAUNTTUIUNSARTUgLasTinwenedeau (Soft Skills)
PnnsUssiungAnssudnSeunguidmung (U.4-U.6) 91uiu 141 Ay ndalasunisdnnisiSeusiuy
STEAM Education aeléinaln SMILE MODEL wudngiseusiimuninisegluseau "fun" Inedsieaziden

v
Al
a Y — )
WOANTTUEISEY X SD.  IEAUANMAMN
AIUNTTUIUNTTAATUES (HOTS) 4.62 048  fn
- MIAMILATIZRLAE AT MITIRTINY 458 050 @ AN

- ANSASINATIANAIIUAINLUINIG STEAM  4.66  0.46  fun
AUNNBEN19FIALN (Soft Skills) 455 051  fun
- msdeanswazmsvinauduiiy 459 049 AU

- ANUTURAYR ULAEANLSTY (Grit) 451 054 AN



noRnIIULTEY X SD.  SEAUAMAIN

591088 458 050 AN

d7u9 3: nan1sUsziiuaMuNInelasan1sAL U
NAsaeUnINANNanelavengiaau (27 Au) azdniSeu (141 aw) Addan1suImsIanisme
SMILE MODEL uazn1sldaussuuansauma wuiilauianelaaglusedu "winiiga"

QGECATEE] I (AY) | X S.D.  szAuAuanala
Astaou 27 482 038  wndign
uniseu (Ua-U6) | 141 465 045  andign
2R 168 473 041  w1nilgn

lﬂl o 4 v 1 o L lﬂl
f1919% 1 mu’;uLLaZiaﬂawmunmunqmﬁmmﬂ IUNAUIZAUAIULEYS (n = 141)

siuAALEe Y (AW) | Jewaz
1. nguun (Liflanandey) 92 65.25
2. nguidies (Foakhsee) 35 24.82
3. nquilaym (Pestewdelseiin) 14 9.93
s 141 100.00

(5]’]’5']\1‘1]831@91‘1] (Raw Data Summary) Q”ILLuﬂﬁl']lli“’ﬂ‘U‘UuLLﬁ“"i“’ﬂUﬂ'J’]NLﬁEJ\?
G]'l'ﬁ?\‘ﬁiﬁiﬂﬂ']Wi’JlJ“U@\‘MﬂLﬁEJUVN 141 Ay LWBSLVTLﬁ/mﬂ’]’ﬁﬂi”%?ﬂﬁ]’ﬂﬂﬁ”ﬂ‘usﬁuwlﬂ""] ATU

swiuty U@ (aw)  des (aw)  Sdawm (rw) o
1.4 28 10 4 42
) 30 12 a4 a6

U.6 34 13 6 53



seaudy | Und (Aw)  Hes (aw) | Adaw (Au) | 59w

33U 92 35 14 141

AB5UEUTTNBUATIIY
nmsnu dndsulsadeutiuinentdmingeylu "nduund” Andufovas 65.25 luvaizii
thiFeunguidssnaznguitamidosldiumaihss Tartomdeissmunuiuaniduiesas 34.75 vos
SuuinGewimun Futoyatazgnindng "ssuugiudeyaasauma’ ielvingaeuluusiassedutu
ALTiuN150NRUUAINTTUNITSBUTWUY STEAM wagld SMILE MODEL lunisquatisinieniuniny
e ausIeyRAnasialy



unil 5
d3Una aAUTIeNa wazdalauauue

nM5ideides "miﬂ’mmizwgm%%amﬁaummﬁamiﬁmmmLLazUizLﬁquﬁﬂiimﬁﬁau GARE
pnseauuinnIsunsiieusd STEAM Education Tsaiieutnuiiaand” iunisideuaziimun (Research
and Development: R&D) IG]EJ%JW]E]Uiuﬂx‘iﬂ 1) LWE]‘W%J‘L!’]LLauMTU'E awﬁmwmamwmmamamiaumﬂ
2) lefnwinanisliutanssunieldnaln SMILE MODEL Aifidenssurunisfndugauasitnugnisdny
(Soft Skills) uaz 3) ieUszifiunrmfienslavesiidriiedes ngudhmaneusznouse agiaou
S 27 au uewiinFouuusronfnudil 4-6 $1umu 161 au TseFoutusiean® Ynisinm 2569
wesilefld lHuA szuugudoyaasauma ailonsumsdnnis wuuUsziliunginssy uaslude Uy
auftanela afaflilunmslinszsideya iun Adesas Anade (S\barix}$) uavdrudeauuanigiu
($5.0.9) Feamnsnaguua eiusena uarlvideiauauuy lFrai
5.1 @3UNanI5IY
1. nansmuIazUszanBnwasszuugudeyassaumea: svuugudeyamsaumaliionns
AansesuarUssiiungfnssud\Fouilwawidu duseani nwamsuegluszduuiniige
(S\bar{X} = 4.77, S.D. = 0.41%) TngdanulanwulunuANUaEAINLALIIYRBNIS Y (User-
Friendly) wazanunsauszananateyaifiothlulflumsdanguiinGeuldegsgnioaazsan
2. wanisUssfiungdnssugd Soudunszuaunisint ugeuasinueniedeau: vdsainnisdn
A9n35uN133EUIHUY STEAM Education neldnalnn1su$yns SMILE MODEL wudn finiseu
naudwanedifauinisaimsiwegluseauaunn ($\bar{X} = 4.58, S.0. = 0.50%) laguniSeul
AnuasalunsaisasIinany Msanuidynidmsing swdsdiinuznisieasuaznis
yhamduiiiigatuegiedaiau
3. wan1sussidualunanala: Ay aeunaziniFeudauiieneladenisldssuugiudoys
AsAUMALANNTUIMIINNIS3ULUY SMILE MODEL awsiwegluseduannilan ($\bar(X} =
4.73, 5. = 0.41%) Insagdaeufianelafiszuutivanniszauenans luvaeiinBoufisnelase
sUuvunsBeusiaynuaslsaalou fuRase
5.2 aAUT1ENA
MnagUnanisidednediu Tussiudditnmedumenaldsd
1. UszAnBawvesszuuguteyassaumeasglusziuanniign
fdusudingy NITUIUMINAUININNT TNV ITeANTUNTAUNENNITITo AL WA (R&D) 9819
Husyuu Buanmsias1esimndons (Requirement Analysis) vesgld1uase wagsiun1smsIaaey
A LA esile (Content Validity) 9ngilenvgy ylkszuuiiesnuuuanneulanduiunveslsafou
Srushsan® uenanni mstualuladansaumadnundisuimsianig Saeandesiuuleune "5y
an Uanden” vesdinnuangnssunantsfneduiiugiu (ang) fjatiunisannsseruenaisuesng
vilastinarlugathufinsdnnisSeusldeiadui Gsead duns, 2565)



2. Warnmadunszuaunsandugeuasinuenedeau (Soft Skills) aglussdufunn
nansifeiifunaduideanainnisthssuudansesnysunissuiu SMILE MODEL Tagiawizlu
Fumeu Management (NM15USM59ANNS) Wag Lesson (N13SAunZou) e?fﬁagamﬂmiﬁ'mmawhaiﬁ
AstAouAIsAdRNguESauLUUAREANANISA (Grouping) Isaenausiugn ifnnalnnisFeuiuuuiiion
Feifiou (Peer Learning)

wonand N154uLIme STEAM Education flysannsinenisduias (Coding) TaduligiSousios
wiryiuaaumsaitlaymiass (Authentic Problem) msazasnsassitunulidnsals ;jﬁauéfaqmﬁaﬁgq
N3EUIUNSANTeAILIN (Decomposition & Algorithm) Tunsews AunssuilsruAnfiutazn1swus
sty (Teamwork) Sadsualsiia Hard Skills uag Soft Skills vesFsugnitmulunieuduatig
Jugusssu (@35e agaieshing, 2564)

3. Anwanelavesiidruiieadesegluszduanniign

dannaeInungun1suausunisldmalulad (Technology Acceptance Model: TAM) ﬁizu’i’] N
Aldarusudiumeluladify 1591ud1s (Perceived Ease of Use)' wag "fusglovusonisvieuaie
(Perceived Usefulness) xawmaliifnaufisnelanassousuuianssuiu Tulifvesindeu madanis
Beu3iBe3n (Active Learning) meflélasanns IFTE IdasuunumvasinGeuangiuils sndu 'uians’
(Innovator) fiildaszlunsanuazuanioan JedemaliiAnusegdanazeufiswslalunisSeusgegn

5.3 Jatauaue

iAfeldidesumunnnisiferndumdunisivundeiaueuuy wsoondu 2 dw dil

1. daauanuzlunisiinan1sidgluld (Recommendations for Implementation)

. MsvesRasERUaaUAnu: mIsthsruupudeyamsaumeiionisdnnsesdFoud lueiona
TutinGeulussdufuuszan@nuinoudu (U.1-U.3) uarseduusute delilsadoudgudoys
waAnssugiSeu (Big Data) Mmwsioiilesnasnanenisn

e  MIUIMsIaMaBanagns: fuimsanunmmsihdeyaildansruudnnses liHTugwlu
n3snawula (Data-Driven Decision Making) iiodnasssuuszanas 1asens wieianssuanAIy
wieusvensAnunelulsadon

. nsahaeTedisanuiiie: msihszuuguteyailudeulsstussuuguatioimietingou
Taoiavesaliiunasesanansadndedeyainuinisvesynsvany Weaiannusuilesyning
Unuuaglsaseu (Home-School Network)

2. $oruauuzlun1sideadedaly (Recommendations for Future Research)

. mHsuddndunadugns: msinisAnuisedauIeudisusserenn (Longitudinal Study)
Lﬁaﬁmmu'jwﬁﬂwmzmuﬂ'rﬁﬁm%uqqﬁLﬁmmﬂ STEAM Education #40anan15enTeAuAzLILY
NSMAABUTEAUNA (O-NET) wienadugvdmaivnisseivmanesisls

.  mEAUIYIANTIURBEER: MITwITTUUgIuToyamsaumAlTideusefuLoUNAIAduTY
aunsnlly (Mobile Application) wazysannisszuulaausedivg (A) \iegaeTiaszsiay



a Y oA . a a a a v a Y
\deauazuiaLiou (Early Warning System) Jaymauamdnvsenginssudesvedioulaogig
U7
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