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Developing Virtual Classroom Skills using Virtual Reality Technology
through the PlayStation® VR Worlds
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Abstract

This study aimed to: 1) examine and compare students’ skill levels in using virtual
classrooms through virtual reality (VR) technology; 2) examine and compare students’
attitudes toward learning in virtual classrooms with VR technology; and 3) examine and
compare students’ satisfaction with learning experiences through VR-based virtual
classrooms. The intervention was implemented through the use of PlayStation® VR Worlds
both before and after the instructional period. The sample consisted of 405 undergraduate
students from three academic disciplines—Health Sciences, Science and Technology, and
Humanities and Social Sciences—selected using proportional stratified random sampling.
Research instruments included validated and reliable questionnaires assessing skill levels,
attitudes, and satisfaction.

The findings revealed that VR technology significantly enhanced students’ virtual
classroom skills, particularly in navigation within the virtual environment, interaction with
digital content, and analytical and synthetic thinking. Students' attitudes and satisfaction
toward the use of VR technology showed statistically significant improvement, especially in
psychological engagement and user experience. However, limitations were noted regarding
equipment usability and occasional lack of instructional support. These findings underscore
the potential of VR technology to develop essential 21st-century learning skills and offer

guidance for the future design of digital learning environments in Thai higher education.

Keywords: Virtual Classroom, Virtual Reality Technology, Video Games, Esports
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AfsfasilunsassUssaunisaifiuiugmainniswagldanuasduieaiou (Campbell, 2019)
uag Electronic Arts Wuefiunuimuazinaindandedidundn uayldsiFuanusuilosnu

EdTech lngila open-source wagaduayuinimuinuion1sisgus1ulasin1s EA Game

Y [y

Changers Fsduia3uliing 1n39s waziilermaiunisseusldnuiuaiodielunisadianis

1SuSUUY Active Learning (Farber, 2021) nsiadeulmivesusenmariluandlyiinininlonngs

=]

widlydagldlaimuuiienisfnyilagnsidunnnsal winddnennegrwnlunsatduayunis
Seusmngnesnwuunieilulssgndldegiavunzay lnganisilionuiniuiuiAndednine,

miﬁ&mi 19U Experiential Learning, Wwag Game-based Learning

52 08U35N15998

1. n15398A59iidunuiduedrsaa (Survey Research) lneiitngUuseasAliiofnu

q

wazUTeuiisuseauinue viruad wazanuiisnelavesiSeunldvisassuaiiouaswiemalulad
ANNAILELDUNIUIALoNY PlayStation® VR Worlds

2. Uszunsuaznguniegng
2.1 Use91ns9 b bun1sAnwns iAo UnAnwiusyainsaniasdnueiaylu

] ]

UMY lUNTUNNUMILATIISTUALLENYUTTNTTIUNTADUMULLININTLUEI IV VRS

L% o =2 a o gj Qy o w v =
HINTIUNTTINIILUNNTITANWYINITUIUYING Y 1,645,391 Ay (mummﬂa@ﬂizmwmsqﬁmmm

o

ANYANENS FVLLATTINNTTY, 2567)

[
' o 1 [ a [

2.2 nausiegeilglunisidunsitfe UnAnwUSyginswamsnazndannag

q o

[
o

Anwegluseautuin 1-¢ TunmInerdenssguazionsu lin1sdudiegnawuutugidaudndiy
(Proportional Stratified Random Sampling) lagAMnuAkUUAAd1UYING UAIDE1LAATAIUY
981988 IUIUMIY AU fell @1INeImansiiogunIn Inquadegia 135 AU @1913nemans

& 1 o

wazmalulad dnquadegne 135 A Lazanuuyveranswasdenuaans Ingudiogn 135 Ay

q
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3. \3esileddy / F3mssausaudeya
3.1 wuudsUnRIUaNYENUTEINTAERS Lk makUseandumayie
wagndls waznguanuvivitseenidu 3 ngu i avineimandiiloguaiw awninenmans
wazwAlulad wagavNyveransuazdIRNAans
3.2 wuudselluseaurinwenisldimalulaganuaiaaiou lneusudsaunin
nsruIuNTsEui(Nowlan et al, 2018) Usznauie 4 a1 laud 1) arunisinislulanaiou 2)
srumsiufduitusivude 3) fumsuitgmiluanminndeniaiiou was 4) sunisAniinszsiuas
Fuas1e9i Sauvuiaddnuasnginssuduinnsussaiduen § 5 sedu doud “flon” auils “ans
U§uUse” sy 12 1
3.3 wuulssiluszauiruaisenisidinalulagauasaaiou lngusuuseain
wuuiaesaunsiBslassaiaveansnsaaouyar e suaivasanuusiuatounuuiuely
an1dunsfney) (Makransky & Lilleholt, 2018) Usgnause 4 snu laun 1) sunmanuagiane
vounalulagdairuaiaaiou (VR features) 2) A1un1slag91u (Usability) 3) a1udadvnen
(Psychological factors) kae 4) AMUHAaNEN1TI38US (Learning outcomes) Fawuutafidnwes
woFnssuduinnsussdiue 3 5 ey daud “Tunnilan” audls “Gfenfian” sauvisdu 12 4o
3.4 wuuUszilluszauanuiisnelasenisldinalulaganuaiuaiiou lngusuus
numINsainsldrenminiualiouasslusunsinwiuasn1sineusu (Jensen & Konradsen,
2017) Usgnause 4 a1 laun 1) arudszaunisainisidmalulaganussuaiioulun1sdnnis
Sounsaou 2) fudladefidosoniaduguassalunsldaluladanuasuadeulunsdanis
Sounisaou 3) FunadnsveiSeu wag 4) smunisaduayumanalulad 3 wuuieddnuas
wofnssuduinnsussdiue 3 5 sy daud “Tunnilan” audls “dfenfian” sauvisdu 12 4o
Tnefiuvuuszifiusedurinuennsldinaluladanueiuaiion wuudssiduszdu
ruardenislidimaluladauaieaiiou waswuulssiluszauanuianaladenisldinalulad
ANNITLaley AziinmsUssiiuneunazvaaseuluseInnsinseunsaeualondse lundngns
Anwmanitudin avivineluladnsinvinazdoasnisfing uninedengannsuys uag
nsutsdinnudeUssdufenssielud
a1 lassadaedesiiedavinug visuad wazaufimelasenisldinaluladnimaiaaiiouly

NouSsUElouITINIUIALoINY PlayStation® VR Worlds

Faustngn frusgy uIute i
1) shunsdmslulaniaiiou 3 9o 21-23
wuuUsziliusgauinuznsly 2) shumsiiufduiusiude 3 4o 24-26
wialulagAruasaaiou 3) sunsuAtymluanimindeseiiou 3 9o 2.7-29
4) fUMSARILATIZALAEALATIEN 3 9o 2.10-2.12
39 12 4
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A1519% 1 lassasnandeailatarinuee Yiauad wazanuianelasenisiawmaluladainuasaaiioulu

NoS8ULELDUITINIUIALELNY PlayStation® VR Worlds (si8)

- A ° v v o
AAULYAEN UGERY Ut dail
1) funnuugianzveanalulagauItLaiion 3 99 31-33
wuuUssllusgausiauafsionts | 2) anumsldau 398 34-36
Tdwelulagnnuasaaiiou 3) sudnInen 398 37-39
4) fuRaaNENIISNS 39 3.10-3.12
39 12 4
o . 1) fudszaumsainisidivalulad 3 9 4.1-43
wuuUsEliuszauaMuianele — - — —
. . . - 2) suthdeniperevseluguassalunisldmalulag 398 4.4 - 4.6
man1sldnalulagniues — -
- 3) FUHASNEVOIE T 54 47-49
wailou _ _ _ _
4) sumsaduayumanalulag 39 4.10 - 4.12
39 12 4

¢ v

4. MIIATINVIYA

Tumsidetlvinmstesizideya lagldlusunsudisaguiilaannisiivssusule

nnguFiogs Mlnnesiuvseaniy 3 meu Ao nsinseidoyadesiu nisiinsgidoya
dedifiunside Failuumnanmsiessidoyauarisniameadn daeluil

4.1 Mylesziteyailesiu adfusseaifioosuisdnuazvainguiiogig
wardnuaiziuUsililuniside Taeldlsunsudniagy Idun Aranud (Frequency) Anfenas
(Percentage) ALadY (Mean) ALd8aLUulAS§IU (Standard deviation) wag N1SVAdBUAT t (t-

test) dnTUIATILVINITNBUINQUILAIANTIY

(%
v A

4.2 mylaszvideyaliianiiun1side lWnsimeideyauazada fadl
- MFATIEAANUTLIRNSUT LN (Content Validity) d115unsiaaeu

sl

ANNADAARBITEN IR TITAiugaUsEAAneInsin tnely dilgtvgiansanitdediauin

4

I ada &

lansemugausyasandenisaziavseld Bidunismean duliauaenadasseninstamiaiuiu
ﬁ;ﬂ‘ﬂ'ﬁzmﬁ (Index of Item-Objective Congruence: 10C)

- N5IATIERANNT 9 U (Reliability) Tdn15TnAudennanenitaly
(Measure of Internal Consistency) anwazveswuudanafiduuwuu Check-list nsasIvdRUM
anudeiiudunmsdnamaranuideduresdunmngldnsinudeyavesidauns gdunnds
[ < A = =3 v I 1% Al U A a dif [~ A U a a
Induasestolun1sinusiusideyaniugiuiuudunaanueduiintuiluanudeduiiin

PNFFNaRaA 2 iuduluilduuudunauasduneduferiumeduUssavsanuasnndos
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NAN33Y
d‘ a LY v £ = a IS 1 v a a Y
M13199N 2 Nﬁﬂi%LNUi%@UV]ﬂ‘HSﬂ'ﬁI%LVIﬂIuIaEJﬂ’J’]ﬂJ‘\]ﬁﬁLall’PTLJﬂEJ‘L!LLa%‘WﬁQL‘JEJUIUT]EJTU']WWT\]G]

SUUNSTADULALDUDTS

Fsttosuazdousadiu i i t p
x | S.D.| x |S.D.
1) dunsihmdlulaniatiou 299 | 63 | 382 | 49 | 679 | .000*
aunsandeuiiviewdsuyuuesnelulanasiouldessadomady | 3.10 63 3.89 58 | 7.15 | .000*
Whlasuniseasingrisaidunianeluaninwindouaiiou 2.95 64 391 48 | 831 | .000
THgunsaimunuifiedhgiuiiitmneldnssge 291 61 3.66 40 | 491 | .000%
2) Frumsiivfduiusiude 3.07 61 3.79 45 | 6.37 | .000%
anunsanadavsaidenmynelulaniatioulignees 2.89 62 3.59 45 | 538 | .000%
awnsandu du viseldnuinguateuldniuaniunisel 3.29 60 4.07 43 | 668 | .000*
finsnevauswioufduiusiuingateovlunarfivenzay 3.02 62 3.70 47 | 7.06 | .000*
3) snumsuidymluaninwindeuaiiou 3.04 55 3.59 51 | 4.64 | .031%
anseieneiaaunsaiidudeulunuiedenisudlei
3.21 .56 3.23 .63 0.84 092
Waneau
fnduladeniSnsuddymanelunuegraduddu 2.76 50 3.58 43 7.80 | .000*
UsuBnsauslenegUassaviennuiianain 3.15 59 3.97 48 | 528 | .000%
4) AuUMsANAATIZILALANATIEN 2.96 .58 3.47 54| 519 | .041*
Wisufisuuasiieseideyannamuasdodunuieldindula | 286 65 3.61 52 | 4.86 | .000%
asUanudildsuannaaunitetluliluuiunsis 2.83 52 2.90 58 | 174 | 123
25UnENIEUIUNITANTEIWETEIsihnsialulanaleuldegn
- 3.19 .58 391 52 8.96 .000*
fveua
LQSEJTJ&I 3.01 .59 3.67 .49 575 .018*
*p<.05

5197 3 NaUsElusEAUTIALARARNS WmALUlagAUISBET sunaukara s sulus183vING

INLTYUNTABULELDUTS

Frusdgesuasdeusaiu et el t P
x | S.D. X S.D.
1) funmdnuuzianizveunalulaganuasuaiiou 3.08 59 3.92 51 | 6.27 | .000*
walulad VR ﬁﬂﬁﬁﬁﬂam%wﬁauaQ’IuiamfmﬁqS] 2.90 54 3.68 44 8.72 | .000*
A0 Fes warnsiadeulmves VR fanuadesuazindede 3.27 65 4.06 52 6.53 | .000*
3l VR vilsitusegdlaluntaoudinniy 3.07 .60 4.02 58 | 3.57 | .000%
2) dunnsldeu 3.14 63 3.71 58 | 410 | .046*
wialulad VR ldnuldheuaglidudou 3.16 59 3.97 50 | 452 | .000%
anansaiseusnsld VR ladmenuedleelidedfuuginmn 2.96 67 3.8 47 | 6.29 | .000%
gunsal VR fianwasaintunisldnusenitnisiteus 3.30 63 3.37 79 | 149 | 139
3) dudnanen 2.82 .58 3.65 48 | 7.10 | .000%
JAnaunuazdiusiannninsissuLuuUn 3.02 56 3.92 48 | 691 | .000%
wialulad VR Helilaiddndominevusiiou 271 61 3.54 50 | 7.15 | .000%
MIBUUNIY VR Frganaundinionnulssmitlunisianionn 2.72 58 3.48 46 7.26 | .000*

a v
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A157199 3 HaUselusyauiAruARnanismaluladauasLalounaukaraas sulus183v NS

INLIYUNITADULAL DU (A1)

v &, v - fouisyu ydasey
AIUIVYDBLLASVIUISLAY — — t P
X S.D. X S.D.
4) fUNAANSNITTEUS 3.19 .59 3.81 55 | 5.87 | .042%
anunsaandddiGeuslidaauield VR 3.08 61 4.07 51| 7.39 | .000%
Wrladlevvdean1unisalladneduniinsiSeunuuLiy 3.43 63 3.51 58 1.58 127
welulad VR sheanniinerlunisfauasinssildaty 3.06 54 3.86 56 8.63 | .000*
La?ias'm 3.05 .60 3.77 .53 5.84 .022*

*p<.05

d' a LY < 1 £ IS a o] I v A
A15199 4 nausifiuseauanunanelasenisidwaluladanuasuaiiounoulasnauseaulu

83V INITIASYUNITEDULAL DU

Fnisdgesuastausniiu o i t p
x |S.D.| x |S.D.
1) dudszaunsainisléinalulad 328 | .60 | 377 | 055 | 555 | .029*
AnuaynuazaLAuuragli VR 3.16 67 3.87 43 8.38 | .000%
UssEINAETouTIT VR a¥ieiu 3.44 57 4.14 50 6.74 | .000*
ANNEnINTaved VR TumsdaaSunisiSeuiieussaunisal 3.24 57 3.29 Ne! 152 | .086
2) dutladeiideroniaduguassalumsldmalulad 3.17 54 3.95 53 7.16 | .000*
“ndngunsniuazaruu VR fanundeuuasluldsiduiutou | 53 58 403 54 565 | .000
liganiraneavisesanmelasunansenuainnisly VR 3.05 52 3.98 51 7.89 | .000%
FAninilnauaglonaianalunisaaesdd VR 3.16 53 3.84 53 7.95 | .000*
3) Aunaawsvasieu 291 | 62 | 381 | .47 | 846 | .000*
fawelarunsiFeusildannnisld VR inniiBmsuuuiiy 3.05 57 3.88 51 7.94 | .000%
fiauidninranisiSeuitundsannld VR 2.86 62 3.85 44 8.48 | .000%
o VR taelsidladediFousliitedu 281 | 66 | 369 | 46 | 895 | .000*
4) drunsatuayuniamalulad 3.01 62 3.53 53 7.29 | .041*
fimshewidenseuuzinmslyd VR agaiganeangaou 3.05 58 3.09 .60 236 | 123
m3guagunsal VR uagn1satiuayumanaie 282 | .60 354 | 52 792 | .000*
fanusiulaluszuumaluladildlunisiGousiu VR 3.17 67 3.97 49 | 1158 | .000%
wisan 3.09 .59 3.76 .52 7.11 .017*
*p<.05
d3UNaN1538

N ! v o R a & a v a a o
NANRITNN 1 WquigﬂUWﬂﬂgﬂqﬂmﬁgqLiEJULaiJ@u‘ﬂiﬂ@’JEJWW"IIUI@U@'J']N"UiQLﬁﬂJ@UIU

o w a

AMTIANT LBl Ayn1eeda Tneanizluniu "nsdmnslulanalion” Anadsiuduain
2.99 10U 3.82 (t = 6.79, p = .000%), Au "nsHUfFuRusAUEe" 1iwan 3.07 1Du 3.79 (t = 6.37,

p = .000%) Uay "N1IANILATIZRLATEIATIZH" fisan 2.96 18U 3.47 (¢ = 5.19, p = .041%) w&@ny

Tiudnalulagrnussaalioudmanon simuinuenisseuiidau jiAuasn1sAndaiase
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[y

luanunisaliaedldegaliusednsain 99 aennfesiuauufgIui 1 NseyIdiseuaziisediu
Wnwziiutusy1sddsdrfgyuasnislidimalulagainuaiaailoun1uinlowny PlayStation® VR
Worlds ag13lsAnu Tuunste 1wy “aransaiinsgianiunisaindudeulunuiiieidonisunlen

winzay” wag “ajuanuintasuanmsiauniiioinluldluuiunase” delunuanuuansing

'
o w A

ogailifdfiisedu 05 Femsinsanduuslunivesmssenuuufanssuniouunnisldom
sl

HANANI 2 nutseduTiruafvesdifeusonisldinalulafanueiaatiowfiuiy
g uilfoddnlunndn Tnslawizdn "audnsazionzvounaluladeuaiuaiiou” fduads
Fin91n 3.08 WU 3.92 (t = 6.27, p = .000%), ¢ "Ferinen” divann 2,82 1u 3.65 (¢ = 7.10, p = .000%)
uaz "WadnsnsFeus" 1inan 3.19 10U 3.81 (t = 5.87, p = .042¥) ¥4 AoAAdDITUANNAZ T 2
ﬁmmmiﬁﬁdﬂﬁﬁamzﬁﬁﬁuﬂaL%amﬂum%wiamiﬁﬂuim'mﬁmL‘%EJuLaﬁauaﬁw’haLquiaﬁ VR
ag9lsinny Tuunauseiu wWu “gunsal VR danuasaintunisldaussninmsseus” was
“dlafformmteanunisalldietuninisdeuuuuiin” Seldnunnuunnsegieditodfey
Fsagiioutedrinsumaluladuasdszaunsalily

LazHaaNMIIad 3 nuisziuanufiawelasenislimaluladausiuaiieula ey
lusgaugs uazlianuuansegeildedAgnieada lnglanizau "Ussaunisalmsldmalulad"
fianadoiiuain 3.28 19U 3.77 (t = 5.55, p = .029%) UagA1u "NadnsvesiTeu" Wuan 2.91
U 3.81 (t = 8.46, p = .000%) R aamﬂé’aﬂﬁ’uamagmﬁ 3 fimald Aiseuaziiszauauianela
gedundamsld VR egslsfimudadiunasadiu wu “anuannsnves VR lunisdaedunindoud
BeUszaumsal” uag “dnnstiomdevdeuuziihnisld VR sgrafisameaindaeu” ildnuniy
wanA9e89HiBd1AY sf'fqmﬂﬁmmﬁﬁaﬂuudmaqmsaaﬂLLUUizwaﬁ’UﬁQuLLazmiﬂﬂamu

Ifugaeulueuian

2AUSI8NANTSIY

o
a v A

nHan153Ted liuialulaganuisualiouaiunsoduaiunisieusludnvue

“Active Learning” way “Immersive Learning” lilueeed Bnvisduiiunsegslanazaruaulaly

=

nN15138U (Slater & Sanchez-Vives, 2016) n1sisgusHIumAlulagaiuasuaiiouglvgiseul
Tonawaun “Soft Skills” 1w n1suAtgyny nsAadaTz taznisdndaulalugaiunisaldnans
(Radianti et al., 2020) wagwuinn1sigmalulagainuasaaioun1uinlawmn PlayStation® VR

Worlds dnalfisuinagradidudidgsen1simuinuen1siseus iauad wazaiuianelaves

¢ [y

AiSeu lnganigaun1sAndiasien nsundgynn waznisiidiusiulunssuiuninieus @

Y
¥

d0AARBINULWIAAYBY Dale (1969) Tiiauein Uszaunisallalousisaunsnasneinisiseusnands

v

wazdagu wmeSeulasunsnssdurulssamdudanatedfinis g soulinmuinisausinee
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nsisews wu nsdmndulaniaiiow msnevaussseaniunisal waznsiesizidym unamn
Mnsssundvesalulafausiuaiiouiitisdassaniunisallfednsauadauasiiufauiusiu
ql9 FeduasuliiAnnsiSeuiuuneasuazifoudainnisufiAass (Experiential Learning) 3
psafuLLIAAYBY Kolb (1984) Tindnvi1 mMsi3susiifiAnannisiussaunsnings nsazviousa
wazn1sUssenaltluan1un1salase

PIRELS B UTILTEAUNAUARLTIUINL A LT UG DNS LAl UlagAUAS Halloula8LaNIZ AU

&

InineuazussgalalunisiFous Jsaenndesiunanis@nuives Makransky & Lilleholt (2018)
finuin VR taeiiugaAmsersualluiesiou waraiuarmidnddusndaheaiaiusigds
Tumsi3euiuuuiBedn (Deep Leamning) wazsnuanuiiswsla fieulinainddnayn Audu uas
dladonldinedudleld VR dsilaonadeatunanisAnuiues Jensen & Konradsen (2017)
figudiuin nsld Head-Mounted Displays (HMDs) Tunisi3usanunsaasisanmuwindeniingzdu
arwaulawazdelififoudladonléfdu nsenizlunqudieuiifinrndemiiedeisnig
Boufuvudady winenfelrsnuasiunliudan wifmudeditauisdosiniudsliny

o w aad

ANNBANAIIRETTEEAYVEdAN .05 Wi ANaAInveInIsldgunsal VR ien1sdiemae

o

v L4 ¥

Nnfasu daaenndosiudedunues Radianti et al. (2020) 7isvyin Jadesumaiauay
miaﬁuaqumﬂ;:IL%&J'szyﬁmmﬁﬂﬁ’agmmmﬁﬁL%ﬁ]summiﬁamishu VR wazdinadudediin
ffedldFumsuiuysslunsldnuaie

gavnglunimsiy nsldvalulagnnuasaatouiidudAgsousunnsinululssmelny

a o w 1
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m%aqa‘ja‘ﬁ'mmmLa‘%m%’wﬂizmumiﬁauﬁwﬁﬂizﬁw‘ﬁmwLLazuwauiauﬁﬂQQGﬁu Tnetanizlu
Frumsadrausegdla ermdrlaludomilenn wasnmswauinuluamsseil 21 Wy nsAeinsed
msvhaususy waemseidymesaisassd Jadenadastuulevieveinsensdnudnmsing
1un13%’um%umn§au§uuu mslnaluladfdvaiiionsny (Digital Learning) wazniswamn
aslanansaliimaluladlurieasoulfodreiiuszansam lasiamzlugandslain-19 fifinanu

SudulunsvsudaeusduuunsssunsaeuliiualiouazidndsinGeuvainvanenguuing

v o o/ a o v a o 3’/ o

FaaNAUN15IY wazdarauanuzlun1sidensanly
nIfeaseiluszavdynmanandedrianiugunsalinalulaganuatuailounismigs

wazsodddiuiiiane damalvliaiuisadnfanssudungulvaniouiuld Snnefisouuiane
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formsisisuvienduldannsldimaluladainuaiaaiiou (Cybersickness) 49dmananiny
U A a b4 Y v v aa v Q.I o
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fafimafunarlunsiineusumsldgunsaimaluladanusiaaiion IHi3ouduiureu
BuiFeu wazfinnsunldi5ideuuunay (Mixed Methods) Wileiiuteyailsdnaugiunuudseiiiu
wazarsvsnenguiogdlinsouaquituiivatnuans TufasieudisutudonisSeussuuuuiu
diotauszavsamidaaudeiu wieniaiamuuulssdiuliaenndosiuuiunvennuiiiy
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