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Abstract

The objectives of this research were 1) to develop an animation on the
use of Microsoft Word for Grade 4 students, 2) to improve students'
learning outcomes through a learning process using animation media
about using the Microsoft Word program combined with the practice
learning approach, and 3) to study students' satisfaction with the
teaching and learning process using animation about using the Microsoft
Word program combined with the practice learning approach. The
sample group consists of 37 Grade 4/7 students at Muang Surin School,
located on Jang Wang Road, Nai Muang Subdistrict, Mueang Surin District,
Surin Province. The research tools used in this study include 1) one
lesson plan, 2) one piece of animation media, 3) an achievement test,
and 4) a satisfaction questionnaire. The statistics employed in the
research are the mean, percentage, standard deviation, and Paired
Sample T-Test. The research findings can be summarized as follows:
1. The instructional media, which included animation combined with
hands-on teaching, demonstrated efficiency during the learning activity
(E1), with a mean score of 36.34, equivalent to 91.62%. The effectiveness
of the post-learning test results (Ez) had a mean score of 16.67,
representing 83.38%. It was found that both values exceeded the
specified criterion of 80/80. 2. The average scores from the learning
management system using animation combined with practice-based
teaching showed that students had a mean score of 8.51 before the
lesson and a mean score of 16.67 after the lesson. The test of
differences in means indicates that post-learning achievement is
significantly higher than pre-learning achievement at the .05 level of
statistical significance. 3. The satisfaction of Grade 4 students who

learned using animation combined with practice-based teaching was
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found to be at the highest level, with an average score of 4.67 and a
standard deviation of 0.46.

Keywords: Animation, Practice-based Learning, Microsoft Word
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Figure 3. The Results of Developing Animation on the Use of Microsoft Word for Grade 4 Students.
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Table 1. The Analysis of the Effectiveness of Animation Media on Microsoft Word Usage.

The Analysis of the Effectiveness 80/ 80 criterion
of Animation Media on Efficiency of the Effectiveness of the
Microsoft Word Usage Process (E1) Outcome (E»)
Average Score 36.34 16.67
Score Percentage 91.62 83.38
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Table 2. A Comparative Study of Pre-Learning and Post-Learning Achievement Using Animation Media
Combined with Practice-Based Teaching Among Grade 4 Students.

Testing N X S.D. t dt sig
Pre-Test 37 8.51 2.28

-21.782 36 .000
Post-Test 37 16.67 2.31

* Statistically significant at the .05 level (p < .05)
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Table 3. Mean and Standard Deviation of Grade 4 Students’ Satisfaction with the Use of Animation Media

Combined with Practice-Based Instruction

Item X SD. Results
Media Quality
1 . The animation learning media is designed to be easily
understood. 481 040 Very High

(Femsissuieiuduiinnuinlaiig)

2. The animation-based instructional media is engaging.

5 8y Ao 4.61 0.49 Very High
(Femsseusueilwduiaula)

3. The animated characters are well-designed and visually engaging.

o 4 - | 4.61 0.49 Very High
(masﬂﬂuaaummmmm UNDY)

4. Both visuals and sound are presented with clarity.

oA e 414 054 High
(AN LEBS UAUTALIU)
5. The animation-based instructional media is up-to-date and
modern. 478 042 Very High
(FomsiSouiueduduiimnusiuaiy)
Mean 459  0.47 Very High

Teaching Methods
6. The lesson is designed to be easily comprehended.
(unissuiladne)

486  0.35 Very High

7. The teacher designs activities that promote student involvement
in the classroom. 472 045 Very High
(rzdnnanssuliinGeulatdsidlunste)

8. The teacher encourages students to ask questions and share their
opinions openly. 492  0.28 Very High
(asliinisaunuuaziausauAnulaLfud)

9. The teacher allows students to take initiative and complete tasks
on their own. 497  0.17 Very High
(rgUnlonalitniSeuldasiiovihanumedies)

10. The text size and images are presented with clarity.

o o N 364 0.49 High
(VUINAIBNYT NN TALIW)
Mean 482 0.35 Very High
Knowledge Gained
11. Students were provided with clear information throughout
the instructional process. 475  0.44 Very High

Aniseuldsudeyadnausenirshnmssoumsasu)

12. Students gained a clear understanding of how to use
Microsoft Word. 450 0.74 Very High
(IniFeulasumnuiises nsldlulasgeniiinedetaian)
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Table 3. Mean and Standard Deviation of Grade 4 Students’ Satisfaction with the Use of Animation Media
Combined with Practice-Based Instruction (Cont.)
[tem X SD. Results

Knowledge Gained

13. Students clearly learned how to insert images in Microsoft
Word.

(WniSeudisnsunsngunmilulusunsululasseridsalaegng
ToLau)

467 053 Very High

14. Students can apply the knowledge acquired from the
lessons to their everyday lives. 439  0.69 High
(@unsadinnulasuanmaseulyUsuldluginusedriula)

15. Learned new skills from the topic of using Microsoft Word to

insert images. )
(lﬁl,%'ﬂui?iﬂmj q ni3es mslilusunsululaseniisalunns 415 044 Very High
UnINUAM)
Mean 4.61 0.57 Very High
Total 4.67 0.46 Very High

910 Table 3. wu HnidsufimufisnslasenisiansiGeuslnelideus lndusmiunisaoulnensasile
U0 Tnesmegluszdvanniian Anadewiiu 4.67 wag S.D. wiiu 0.46 Wefinsanidusiesu wui suid
ALadinniigafesuisnisaeu dnideulinruielalussduanniign Anadewintu 4.82 uag S.D. Wiy 0.35
sesasnidusuanudiildsy dnidouimnufimelalussdvanndian Aedowiity 4.61 wag S.D. Wity 0.57
wazgavne dushunumdetiniSoulirruiiselslussduinniian Anedewiiu 4.67 uaz S.D. winfu 0.46

aguldinineudaufiswsladonsdanisdoulaglddenediutusiniunisaeulnonisasiiou fOn
Taesawegluszduanniian

8. #3UNan13338 (Conclusion)

1. AemaiFeunsaeuneiudusiutunisaeulaenisasiioujod dusdvEnmuesnssuIunsTeninms
dnRanssunisiBoud () Sanadewindu 36.3¢ Anduiesar 91.62 uazUszAvsamusssandanisiiounsvh
wuuMAgeu (E,) flradswiniu 16.67 Andufesay 83.38 Wlefiansanudamuin fiuszandninganinnaeid
faun 80/80

2. pzuuupdsanmsiansiSeuilaelideusdiutusmiunsasulasmsasiieufid vesindounou
Sou fieadewiity 8,51 avuuu uasnduFeu SAnadowiitu 16.67 Azuuu HadanmavagouauLAneng
yosAnady 1nnsdnniseuilaglideusiwdusuiunisaeulasmaasioUfin asulddn nadugminanis
BouvdaSeuginineuSeustaiiduddynsainnsedu 05

3. arwiianelavesiniieudSoulaslddouadudusaufunisaeulaenisasieUfva vesiniFoudu
UszandnwU9 4 invuiiswelaoglusziunniian auedewiniu 4.67 SD. whiu 0.46

9. afiusenan1333e (Discussion)

1. denaiFounmsaeuneliuduiiairetuluadeildwandonslduufnues ADDE Model Usznauly
f18 5 9u fie 1) T1As129f (Analysis) 2) penWUU (Design) 3) Development (M15WaW1) 4) Implement (113
#ufiunns) 5) Evaluation (M3Uszidiusa) dswalidedamnmidussuuuasimnzaniufizou esanmsiannly
uwiaztuiinismsraaeugmn shlsideanusaiiauedomldodnadiladne daau uazaenndostungings
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nsBeudvesisoustiuussandne Wethlulisuiuiinmsaeulasasiloufon MlvSeuldadioufufny
mgaues MlidniSswiainvewaznssuunnsouiaedies dnissuansauddym Jiasied uazuiley
Jaymananiunisalass dawaliiniseuanuisadilaluunssulazaunsaujuinnuls naainnisusziivany
flanelavestiniFeu wuin thisudimnudfionelasglufuitnmsasusnniian (4.82) LWiwﬁaLLaﬁLuﬁuémﬁ’umi
aoulasniasileuia malwuﬂLiaummmjﬂu%‘l@amqwiyawﬁmma gaynfunsiSounniu dniou
mmsﬂmum‘wsuumaumiLmiﬂiﬂmwiuluimsuawmmamwmLaumuaauauLmuu,auamﬁar:JﬂUgummuim
fudt Fetamaiuadinnudlasasnisandnidonldds iy Medlaenndesiuuuafnues Dick et al (2011)
findnmseenuuunisdsunisaeuiiussuuastsligeuussanguszasdldnsemuihmine uenainié
arfuayufesuidevss Srisodapon & Dangchamroon (2024) finuin Aouedwdu annsafsganiuaulaves
HiFvunazeiiinUsansnmlunsSeuslaess

2. azuuuRdsIInnsinnisBeuilaslddenedwdusiuiunisasulnenisasiiou foRveninSounou
Sy fAnadewindu 8.51 Azuuy wazndaSeu fredowiidy 16.67 AXIUY 91NNNSYIAABUAILLANAIIYEA
AnadsanmaiamsiFeuslaglidoneindusniunisasulnenisasiioufod azuléin uadugnsnsnisiiou
vdaSougsninneuSeuseadidodfamaadanszdv .05 mailesan

2.1 msdnnsBeus Ses msldlusunsulilaseenviiisalasl ddeusiindusiniunsasulnonisasie
UFUR dndeulfiFoudinudenstindy Guhelidladomldietu uadldnesasdioufifnudenues damali
tniFeusswiemudladeonuiniu sunsmianuidldsuluvssyndldlfognadusyansam uagviliiin
msi3sudedisdaiiosannisldasionats dehuaiuaiuanusivlauasiivanuutuglunsldanulusunsy
lulaswonviisa aenadostuauidoaas Manin et al. (2015) Idvn1sAnwsadugninianisiseunagain
nsgviindosdia 5 lulvmsewnsmaudmivindoutulssoudnudi 6 Tagldnspuamiedeuln namsise
WU nan1sisuisunadunyinsaiSeuesinfeunguiieg wnoussulas vduseusedendgunm
wndeul wud sadugnsnamsisouesinoundaFeuganinteuSsuse i fameainisziu 01
2.2 nsaeulasnisasiloujun dwaliliinSeuseuiannuszavalmainuimeauewaziinaiy

dilaluumiFounndstu safemrmaynauuuazanunssiodosulumsBou uasnsiidusulutudouduiu
ylsinadunvimenisSeugatu aenndesiuauidores Mandin et al. (2025) fiisuAnnsGouduavaouriu
aglunguidansuanideuauddatunasiu SnisaenndosiungufiniaisudainUszaunsnives Kolb
(1984) Fitimsldasdionaiesihlugmaasfiounanasauamundlaludedn wasdiaenndosfunuitoves
Uppala (2022) l#@nsiniswamwadugninienisieuses N13UEIBRUTNY AT 1TauLUVU URAAT
(Practical Learing) dwiiutinGeudussoufinu i 4 lsadoumsUsssnpuasiey 15 wanmsidenui Bnmsaeu
wuUftReaTsannsamsiauradugrs mansdouldlasazuuumdadsuganiteudsu diidewnanns
Seu3nmsuunate vilrineuininveuaznszuiunsiseuinigies iidnissuanunsaudndym
Apszit wazuAlvlgainaniunisalassle

3. PnuansAnwAEfianelavestniFusefanssumsianseuslaslideustindusudunmsasulog
msasdleUfud anufimelavesinEeusglussfuainndian (Aedewindu 4.67) Tnefuiifidindsgeiian e
FuiBnsaeu dnidsumuiielaseduaniian (@nedewintu 4.82) feiiiesnniimsaouiitiunisasile
UftRess damalsliiniFeuiousanuszavninsinudsauewandiloluundsuinngsdu sudeen
aunautu aunsEieefulunaiou waznsfdusuluduSsuiuiu vilinadugrinenisdougeiu
aenAdaaiunuideres Noipong & Sungkavadee (2016) ldAnwnavesnaveanislddeiediudy 2 Adidde
nadugnsnensiSeu Ses “Unliuresse” vewinSeutudsendnulil 3 nan1sfinwmuin anuifanelaves
inssusedouatiuiusglusziuinniian Inedanadewindy 4.87 wazdrudsavunasgiuiniu 0.47 (X =
4.87, S.D. = 0.47) wazdsaenadsiuuLIRAYEY Mayer (2009) 1303 Multimedia Learning Theory fia3u1ein
nslidenmuazidesmiuamsafinusydviamnsSeuiuasanuiioelavesdiFouldedsidod iy
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1. mslddeusdndulunisaouzesdu q fenuazdudeu eteliihEsudileneuazayniunisFou
Wy

2. auageraviuidenieifiufanssufinaulatutudenedunduiofgreuaulavoadnlfnniu
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