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1. unAnga (Abstract)

[V 7
1 ¥ ¥

N1539eTeUfUANsTutwIe (Classroom Action Research) Asll faitiun1skAUymnAuunnses
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suinzmsuitamuesinBouilowdyaaunsalilifues lnefiinguszasdiie 1) Wauway
Wiguigurinwemsundgyivesiniseuneulagnainsinnisiseus 2) Anwmginssunisinnuy
naNLaznTEUINNSANSAmnsslunsaasIAuinnssuiehemdsiinymuend
nauiwanefllunsidedie dnieudulszoufnudil 5 madeudl 1 InsAnu 2568 Sruau 1
nau (Wniseu 3 Aw) Falgnannisdenuuulangas (Purposive Sampling) lnedmdantniSeudil

FLAUHATUENTNINTITEULANANSIU (69 U1unans go) iednwinainnisviinunguges

iwesilefldlunmsideusznoude 1) ununsianisSeuiuuunsyuiunsesnuuudsimngsy
(EDP) ysannsaziiiudne $1u 4 $lus 2) uuudseifiusinuensudtymidal fiinisuuy
WIn1dUUTEUINAT (Rubric Score) 4 56U kaw 3) WUUTUTINNEANTTURIAMAIN (Anecdotal
Record) afafilflumsiiaszvideya ldun Aade (Mean) Afosazannuiimin uaznsnssaun

AT (Descriptive Analysis)

pansidenuin 1) dhideunduitihmanetta 3 eu fesuuuineemauiynmdinsiamadous
@AY 17.66 AvWUL (NATILULAN 20 AzuwL) FegsnitnounsdnmsSeudildrsuuuadofios
9.33 Azuuu Anluruinviiadedosay 41.65 2) Tuiunssuiunisvieu dniseuaunse
Uszgnildannudi3esesAUsznouueuas LayysansuuIAn Empathy Design Lsé’f’]gzi%’jumu EDP
7 6 Suney ammmmmuqﬂaﬁﬂmﬂmﬁé’umaﬂu%umuéfmwmﬁﬂ (Productive Failure) gn1s
a¥sassutanssy " Afanuudugilunsldanuate 100% Teiaueuuzanmsisesimdui nsld
amumﬁaﬁjzgmﬁL%mimﬁ’ummLﬁuamﬁﬂmﬁauwwé Junalndrdfivsananunasiuwas

as1ausegslaniglu (Intrinsic Motivation) Tiiiniseunanwdeydaymiunngadu
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anuluuuazanudirgyvaslym
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firmansdansanuluanssed 21 gatunsedsmnundeslitiSouannsamsdinludnmudil
AURLEIURAz Ut Vinwenisuidem (Problem Solving Skill) FsgninnualiJusaussauswen
(Core Competency) Tumdngnaununananmsinuduitugiu egndlsfiniu anuiunnisdamaiiou
msaouis e maniuasalulafvesindsudiusroufinudd 5 Tsafeuweudaiuioa wuanm
Jafithina e LﬁaﬂgmawmdwéﬁmmﬂmaL?Jm (Open-ended Problem) fkifiaasmash
Tunidedosey dniseudiulng/azingdinssy "semsuAmauanag’ lndnaassinsenainy

Nawanm (Fear of Failure)

TnglawzogsdslunguiinGoudmnednu 3 au JsUsznoude a.v.te (Wan1sEoud uAnda
Andungui) a9 amsFeutiunans Srnugynafatzusviarnusidalunsiiaue) uas 098
(nan13iFousou aunsduustureumIaileufoR) Weisauaudesiuimiuluguuuuiiy i
Anan1iznisUaeslavazias sefimauiafissnudien vliinvemsuidymliAaniswmuw
0197l

U = o

dieudludlamnsianan fidedahuinnssumsianisiEouiuuy nszurunsesnuuuldsiainssy
(Engineering Design Process: EDP) aduiiladdnyvesazisiufng (STEM Education) 311
Uszandld gauduves EDP AonaiUAeu "aruduvan’ Wiy "deyadwiunmstann’ suduney
msmaaeuLazUSuUTaALY (Test and Improve) §3deldidenaniunisalieides "anazanuend
(Color Blindness)" sniihlangwdn iosanidumnuunnsemnaasnmimulfuesusdsausin
weatn msbiiniSeulddaewmuealudiinnenuend azdiensedurnuiueniiule (Empathy)
wazifuusaduindeultmniiesnlinszuiumamaneman sindsyivginteslofiotisonsedu

ANNTINVDILAY



TQUILAIAYRINITITY

1. eussliukazilsauiieuinuensundymnvesdniseungudivung (3 au) seninenauiay
MAIN1TINNITTEUIWUUNTEUIUNTOBNUUULTIAINTTYU (EDP)
2. WiefinwmainnsvinunguiaznszuILNMsAndamnssulunsas iU ulLuY

(Prototype) LiaY elniogin1IEnUend
AUNAFIUNTIAY

tnissunguidmunelinzuuunsuseliuwinvensundymvaslasunisdnnisiteuiganiineulasu

NsIANSISES waraunsaassassAassyivgnneulandnisidaulaess
VBULYAYBINITIVY

. ngaudhwiane: TniSeutulseonfinudi 5 medeud 1 Un1sfne 2568
lsSpuwuAAUTEa 91U 1 nau Usenausiginisey 3 Au (\Fentuuingas)

o AUUIAU: N13IANITTUTUUUNTZUIUNITOBNKUULTIMINTTU (Engineering Design
Process) $1uau 6 funau

. Fauvsanu: 1) Fuensuitign 2) aunweestuaudssehug

. lewnanse: Iivenmanduazmaluled 1nsgiu 2 2.3 (Sosuasuaynisueaiiu) Yo
N1V 1195514 3 4.1 (M3eantuukasvalulad)

e 528187 ALTUNITNARRIlUNANSIUUNR 31U 4 ANULSEU (ANUAE 60 W)
PeruAnN NI

. Ninwzmswideynn: ‘wqaﬂ'ﬁimL%aﬂﬁzé’ﬂ@ﬁﬁfﬂt%auuamaaﬂLﬁaLm%mqﬂaﬁﬁﬂ M 5 A
lawa nssyydeyn, NMIvenwuumaden, N15aslleasneasse, NsedoukasUTUUYs, wae
nvUTINAURg 19l UTEANS AW

. AsTUIUNTERNUWUULEEAAINTSYH (EDP): kunvnin1sAnuazasiievn 6 dunewuves aaam.

(Ask, Imagine, Plan, Create, Test & Improve, Share)
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3.1 ngufn1saiassAnuialetygn (Constructionism)

Seymour Papert Lauadn Jsulzseuslaanaadeninunlaaieainsdesnianumingse
AULa9 (Meaningful Product) mslitiniieu 3 Au assdslsehviionunivend Jelulauenisse
nmAnnszany ualdunisldnszuaunismadyg (Cognitive Domain) WuInfunszuIUN1INITRTA

(Affective Domain) Favilvinuslarsdnuazaamu
3.2 Vinwen1sHAUgynIuazuulAnvas Polya

George Polya lafnuntunaunsualamneatineansuazineimansll 4 9u As 1) Manu
wWladeynn 2) 19Uy 3) Aliunis 4) As198U TEnARDI0LNBIAULLIANIFINTINATENT Tu

a o dy A o [ [ o o (Y] gj a [ [y = & 1 al 1
Al PeulvirudAgiutui 4 (Msesraeukazdounduliuile) Falugnssuiilvg

= <

Ngavaaaning

3.3 NIZUIUNMITDANKUULTIIAINTIH (EDP) Tuusumaziaudnen

9198931NNT0UYLY @am. nsyuuNs EDP gnusulvieglusuwuuminseulszaudilane:

1. szyleyn (Problem Identification): aunuendusndldlundedlilesn

2. 39us7udaya (Related Information Search): winwuendeslslisentne dudanauny
nsupuulensali?

3. @aNWUUISNTS (Solution Design): 1ANNWLTYY (Blueprint)

4. auilun1s (Planning & Development): (dandan @31asuLuY



5. nagaukaUszliu (Testing & Evaluation): aasvidunAagin3al

6. UNdUDd (Presentation): azﬁauﬁﬂaamﬁﬁﬂuﬁ
3.4 NUNUANAUINTTNINALAY (Zone of Proximal Development: ZPD)

= Y o < 1 1 (Y] 1
N B UDY Vygotsky @uvayunITIUlUNgueas (Small Group) NTIANGUABYAIILEINITA 3
aw vliAnszuu Scaffolding w3enstsiumealya wnfiiseuseunzgnisdnenmiulagiand

Souns Twvazeriuanfiiseunsas lalnvinveenududuuasnisdoans
3.5 AYNUINNINEIAEASITBN1IEAUBAT (Color Vision Deficiency)

NnanAuRaUnRveLwadzUnsIe (Cone Cells) uuvaUsyane AsuSeatinaauusnanazle

anuiiseaa fadunsaeundndviuyweruuaznisesnwuuiiionIasy (Universal Design)

4. A NIUN15IY
sULUUN15398

Teisziisuinnd8nmnaes (Quasi-Experimental Design) WUU One-Shot Case Study WemNauiy
NT39eLTIRUNN (Qualitative Case Study) LiBeINABINISIAEANNYANTTUVRIUNISEY 1 NAY
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o 9. 18 (WWENNR): TvinwymsAniiATIzsige wiviammenydievilasany
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o a9 U (Wwauni): InnuAnas1eassh Maguiia wildnduansranufndi
o A%, & (WwanNR): HanaiFerIvnisiiniuna uwiveuinnulssAuiiazoon

Usznoauass
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1. wnun1sdnnsiSeuiysannns EDP (szaziaan 4 $91u9): AumsnsIaaounaniiesn s
e (100) mﬂQL%’mw/ﬁmﬁmmGﬁmmmam%

2. wuuUszliuiinuen1suAlyesUfua: Wunauwinisussfiuwuy Rubric 4 52U (4=Funn,
3=7, 2=weld, 1=USuU) ATEUAGY 5 FATA 373 20 AxLLY

3. wuutuiinnwgAnssauaznisdunivalegneliilunienis: aynanduiinuszddivesngiide

dmivantuiinunaunun (Verbatim) wagdfisenvesinseuuaeyinanuy
TUNDUNITTIUTINTIYAUALNITIANTTRIEUS (4 T2LU9)
o Falueh 1: gausemeuasseyldnynn (Ask & Imagine)

aslvitineuldwiunealamuduns-@es wumasagudlinudd dniSeunuaiy
gandun nduasiviuuunegaey Pre-test lnglviuenisundgmilmeuinidan uaylv

tniseuduiudoyaluniudaneniudnusiusaduaznnsldRdua

o UNIN 2: M UBAZIBNLUU (Plan)

6

INSUNe 3 AU LASUNTEAY A3 1INDSEANALDILAEIALUUIY (Sketch) AsUseRws AS

%9 Y

Funansuusming a.9.0 Sunthiinegy a9 WDuaufenaln was 9.8 1Wuauuansienis

U

anneoly
o Y2lusi 3: asllodas19d55A (Create)

AsWSEUNaasdan (Makerspace) Wi Auingiy 8198a wiaon n3stng wiun1 dniseuasdle

UITAYFALLUUI
o UM 4: NAFOU WA wazA1291u (Test, Improve & Share)

TnSguhTunumagey (aumiaing) Wenuauauval azialenialiunluludauld

UlA39 MNTULLAUDNAIU Lazyil Post-test
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e UIAZLUUINLUUUSZLIU Pre-test way Post-test UNMANRRE WALSDEAZUDIAINUNIINLN

o v

o veyalanssuunNnuuuTUAnnNgAngsu unensia (Coding) LitadnYaIANYNTLUIUNT

ANUDIUNLSEU

5. Han133y
5.1 wan1suszliuinwenisuntdynn (YayaidauTuna)

NNNSUSLULNE U 3 AUA2ELNMI Rubric 20 Aztuy (Usetly 5 AU AUag 4 AZLUL) WU

unisgunnAuiiimunsnsinwensundaymiauegresdniau

= = = (% Y 1 L | o )
f13719N 1: Lﬂi&l‘UWlEl‘UﬂzLLuuVIﬂ‘lsigﬂ’]iLLﬂ{jiy%Wﬂa‘HLLaSMaﬂLiﬂﬂﬁ]”ll,mﬂtﬂuiﬁﬁl‘l.gﬂﬂa

andiu|TetiniSeu fouEew (20)|waaseu (20)|AuA1IUEN (+/-)|5a8azn15WRILN
1 |0 11 18 +7 35.0%

2 o U 9 17 +8 40.0%

3 (o @ 8 18 +10 50.0%

1de [ngutimune (3 Aw)|j9.33 17.66 +8.33 41.65%

N = v

NA15eNUI 0.9.8 FadutnSeunguseu dilesidudnmsimunaiianieiosas 50 asvieulii

q

INsSguIwUUANiau R (Active Leaming) novauawiadlainisiseusveanlisganigey



a —~ P~ a o ¢ o Y
MN1919N 2: LU?EJUW]E’J'UﬂzLLuuLQaEﬁnLLuﬂﬂqﬁJa\‘]ﬂﬂﬁzﬂaU%ﬂﬂgﬂqiLLﬂ{]%%q

, . . Wwhgdowsew (MY |WwAsndaseu (B |wan1sussiiuna
aeAUsENaVIinEzn1swiUeyimn .
4) 4) LIBU
1. mMevhanudnlanas sy )
2.00 3.66 AN
Uy
2. NMIDNWUULAZET I .
. 1.66 3.33 0
N0
3. nM3asilouURse 1.66 3.66 AN
4. NINAFBULAZUALY )
1.33 3.66 AN
(Improve)
5. Myvhanudungy 2.66 333 f

v ¢ a ¥ ) a 4 ¥ a
5.2 RAANSNNNTTUIUNTAALAZNITATINETIATIUTERYS (Yaualdenninim)
PNMsFuNaLarduinngAnssunaen 4 9lue gIdenunainnisiufsuwlasiiauladeil:
o M5ANTIUANNAULAT (Overcoming Productive Failure):

Tutalas? 3 dniseuasng Prototype uvvi 1 lagldnszauniulsivanedldudilv a.g.d
WeusnusiusaameUinnidnwuuyu Wedunvaaeulutilusd 4 wuirsesyuvomiln

guiallegnduianaenss vl a.9.8 Evduamageu) ngdRe



YAz Ime0INTEY: 0.5.10 BULEAIEINISARAWAZNE13 ‘iulus vanuaI T lileau

or

%

U1a1d" NITUNINUTIYEIRT (Scaffolding): aglilladni urAsiaudn swivaunuImin

Inylsimuniu daedeyaiauin uadamnhiuiaiaue sdlywusesniumieidadel?

diagezlslunaoiudusanaiid?”

nsuAtym: 0.9.8 ndunasanananniiuin wagtaualiraluviowans adinvingay
&

s 14

o NaUaIUsTANYSaANY (Final Product):

a9 9

Pnissuinvasanatafnuidadunausnl 2 sy, aunneniadlyl wazldnsslnsvautane

P v A Y] j %
‘Ma@ﬂl‘]ﬁLﬂL!LLQﬂG]’]ﬁJiVﬁVW]ﬂﬁQﬂUI’J:

o 1 uan = @wee (Red)
o 2 uwan = anang (Yellow)
o 3 uan = @y (Blue)

o Uanaiseuludn = FTe2 (Green)

HANINAFDULTIUTEINNUI A48 way 0.9.0 anunsanduauasvgudlagndes
wiugn 100% nnsdudakannanadin Jaduuinnssuiivumu dunue wagldanu

19239

6. 9AUSYNA

[ [

NNANITITY aunsaeduneUsznudAglaeilssuliisuiunguiuasauidenneitelaad;

1. mMsWauineensnadaunasuily (Test & Improve): 91nA15197 2 p9AUsENaULN
ATWUUNBULTEUATEA (1.33) WANETUNAUITEU (3.66) HMFNENLIIINAITOBNLUY
N3EUIUNTIANITSYUFAULWINIG EDP At miualy "nsveadeu’ \uduneudadu luly

ANFUAAVDINTSIS8U (End of Line) wilaun1svinluuyly WetnissunsenininNanuauy

9 9



wsnidufies "Sfiuluu (Prototype)” AuNdiasinnalnianad denadostuwifn
Growth Mindset %84 Carol Dweck Viizu’j'm'ﬁ%usﬁm?iﬂ’nuwmmmLLazmzmums eIV
AN NTYAIINTIINEY

UNUMYBIAIUN15al Empathy: n1sdiassanueinaiuinvesaunuend ulladensyeu
fidndiyfign (Catalyst) n.9.3 Wdunwaidn "Sanavarsauiiuendlalldioanyinngy weeen
aenailnanse" adlusununinves Design Thinking 7171 winnssufiminainay
dilaflewsnudosnddnda nislémanuiidonlosiuTinass vildmadeuinermansd
ANUVNNEY (Meaningful Learning) :mﬂﬂdﬂmwiaqaj’mqwﬁﬁaqmﬁﬁﬂmmmLLaQLﬁmasm
Eile

UseANSNIMYBINSIREUSUUUNGUARZAINAINNTO: N15INNEY 3 AU (A.V.LD, 7.9.1, 7.9.3)
WliAnnsfianendeiuetiaduseuu (Positive Interdependence) n.9.3 Ssgauinnis
fign nduifugfunuisnislivasananafnuaziJugasilefnuinuasalsoisUszdlniiga v
Tanldunseensunnieulungy Wumsiiumunasnlusuies (Self-esteem) Fauu
sINFrudAyvaINITiRuinvenskAdyilussuzend aenaaaInungud Vysotsky S04

ZPD

7. d3UNaN1TIBUAT UaLEUBLUY

#3UNaNI5IY

% a U a s = 1% a a <
mi'«mmitﬁaugwnwmmamuasmdﬂaa Iﬂ‘&ﬂ"ﬁﬂi%U’J‘Uﬂ’]i@@ﬂLLUUL“UQ’JWJﬂiiN (EDP) vUu

szezIa 4 il Uszauanudnsaegsgalunmsimunsinvenisudlagmvestindeungudmung

(3 Aw) UnSEuTANNATatuN TRl Eenldian wasiidAgianfe aunsan1tiy

ANNANEISENIIM SYIUIUlUdn1saiedUseRvg "Uaenviaeasiaduda’ Nuidan

Y o w < av v 1 <
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tatauauuzBauUalunsin 1y (dmsudaow)

1. NITUTMITINNITANURUMAD: ASHaUABilvinweluNsEuIsauazaIn (Facilitation
Skills) agunuvasinseuimany agfeseanuinazliguliewluvinli usslddai
Uanelln (Socratic Questioning) tiesouliiniseuAnmIsunlumenuLes

2. M3IANTBANENNKINGDN (Makerspace): NM3dnsuTanudeldlureassundntalady

1 '
v U

Junauadidgilndunuinis prsvandeansdnmianuuudniagy (Kits) Tadunadns

AR
YarauauzdIsUNISIeAsIsaly

1. A3siinsAnwINansenusEerend (Longitudinal Study) I1iniSeunguilanunsaaienen
(Transfer) inwen1sundeyminuu EDP TUds1e3nau wu adneans v3e dnudne 1o
RR]Et

a 3

2. msnaaeahdnseAvgniniseuasneliu (Prototype) WWvidldauatdduyguyunselsaiou

ADUAUNNUDANAADILY LNDSUTBLEUBLUENAULINAILIWIANTSUFa LU (User-centered
Feedback)

8. UIIUIUNTU

. NIENTRANYIENS. (2560). FTauaraITEMTISIUNUNa NQUAITEMITITILST
Inemans @UUUsUsa wa. 2560) AumBngasunUNaMSANYITUTUgIY WHsAnTIY
2551, N3N dssfiniguyuannsainsinynsuisUsemalng 9o

. anuduaSunsaewinetmansuasinalulad (aain.). (2561). glen199AN I TEUAL Y
ANy (STEM Education) seAutszoufing). n3anme: 1saiufigsan1aianin.

o awssal mayUseass. (2557). axiAnmAunseanIsSeusTuanisswd 21. Teuans aam,
42(186), 3-5.

. 3msal wiil. (2555). 3aa9msiSeusifioAvelummsswi 21. ngammne: yadSanes-aqui
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9. ANANUIN

AANWIN N: wuUUssEiuineensuAUyrdel)iAn1s (Rubric Score)

inasaimslvinsuuLLUYaIsn SIMTUAZHUIHINSUNANGANTIU (791 20 AZUL)

(1) nsviranunlauazszytayn (Ask)

4 AZUUY: ANININTEYAIAYDINNLINEIVINTRNEEIN 1R UREldE19ENTS uazfmun
HhvnevesdalseAuslédanusenuies

3 azuu: sxyiymuandmngldgnies widifesedenistuuganagdntios

2 azuuy: WilatymuuuRuiu liasnsoosunedmnevestumulddaioy

1 azsuw: Wi lalgvey yihaulaglisandsvasd

(2) AFPBALUULAZES19MN9LABA (Imagine & Plan)

4 pzuuu: Yauslofisagetoy 2 JULUU 11ALUUTN (Sketch) niaussyriinianuasuun
leog19aziden

3 pzwuw: Yaualowie 1 JUwuy 'mLLUUﬁ'Nlé’LL@ié’ammwazLS&J@L’%‘IQﬁa@

2 AzLUY: IINNTINALUUIIE BIFENISARUINBAENEI8INas VI Lae YL

1 azsuw: Wanunsoeenwuuld AedasniduuluunuAnveInguauvseselinguen



(3) NM3aslioufURv3e (Create)

4 azuuu: Miedesdouns Yanoesannfounztszndn adetunuildlndifsstuuuusied
1elinniign

3 azuuy: asdloURTRLAR uienaldfanAudesdolinswunuuitduunadn

2 Azuuy: MIUseneuiunuramiuUsydn [aueiesdiefinUssnntis

v
a [ =) b a

1 azwuw: Wlvienusiudielunisusshvg vieaiwuaulidiiutuguiluiie

9

(4) mMsnagdaunazuily (Test & Improve)

4 azuuy: enutounnses ligeria aunsninmzimanivsuaziausiuimainlulasgi
< s v Y a

uszuvawuanildanuleass

3 AzuwuL: onudaunnsad nenenuunluusdwatoduduuztnaniveuvsens

2 Az SUiTaunnIad willujnsemeevin wazudluldiiendnies Junudsldaululed
OFR

1 AZWUY: AULANNSYIuALeN1seaauAssnlidsa

(5) n'lsﬁ'muv‘f]unejm (Teamwork & Share)

4 Azuyu: Snsudsunummihidaieu nnauldsm Juilannudiusing uasdeansneu
thiaueldegswonidey

3 Azuwuy: uswiulen walldadinsuwdeiuri vseueuiunuiviesndn

2 azwuu: iinpnudaudilungy lanunsamdennassiudulaluuisssnu

1 Azt UHasn159enusindugdu viaiiansnzianzdnmnanainungavedn



v Y = P & .
AAKUIN U: IANLATIUNUNITIANTSITBUI T8 La1 (FTUdR)
(Azanansaidlasellui@isuasluwuunasuununisaauvaslsateuld)
luel 1: Yuszylgynuazsausiudaya (Ask & Imagine)

o fanssudndrguniieu (15 wii): azlviuiunegeun1uend (Ishihara Test) UuNTEAY Lae
outniSswiudnaveyls ﬁﬂL%’]gjL%aa%’m‘]’wﬁ’mwmimuﬁu
a 'Y v P Yo a ° f a o | A

. NanTsuRRIUIEISEY (35 wi): ntniseudnaesaniunisal nduaigulundesiigning
nszmwineen (luiosivsuuasad) iindeussauanomn "Toyandndu’ wu mslddnus
LUSaa NI0NIVINdYanunl

o a3U (10 wdl): niseu 3 AU Anaaiudnavaine "MYleuend”
F9luei 2: YueanuuuIsnIs (Plan)

a [ Y a = 6y a v a |
o fanssuaWIEEY (50 wad): wannseawluazUINnILdn TNSEURDNLUY 1MUY
MUUAAILNINE ALY WaT1en1saesiidesluAumlunaas Makerspace

o &34 (10 w¥): ATATIVABULUUIN (Blueprint Check) LitoANUaNLAREIHA
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