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ABSTRACT

The research aimed 1) to develop a computer-based action game by applied the Cognitive Theory
of Multimedia Learning with primary school students, 2) to compare the mean score of accuracy
and reaction time while testing visual working memory between before, and after experiment in
action game group, 3) to compare the mean of P300 amplitude and the mean of P300 latency
while testing visual working memroy between before and after experiment in action game group,
4) to compare the mean score of accuracy and reaction time while testing visual working memroy
after experiment between two groups. And 5) to compare the mean of P300 amplitude and the
mean of P300 latency while testing visual working memory after experiment between two groups.
The participants were 49 primary school students whose age were between 10-11 years old. They
were randomly assigned in to two experimental groups: First group trained with computer action
game with 25 participants, while second group trained with non-action game with 24 participants.
The research instruments were computer-based action game and non-action game, test of visual
working memory, and the neuroscan systems. Data were analyzed using descriptive statistic and t-test.

The results demonstrated that after the experiment, the action game group possessed a
higher mean score of accuracy than before experiment (p < .01). The mean reaction time after
the experiment was lower than before the experiment (p < .01). In addition, after the experiment,
the action game and the non-action game groups had lower means for P300 amplitude, and also
for the mean of P300 latency than before the experiment at the frontal lobe (FPz and Fz), at the
parietal lobe (Pz, POz, FCz, Cz and CPz), and at the occipital lobe (Oz) (p < .01). Furthermore, after
the experiment the mean of P300 amplitude and the mean of P300 latency of the action game
group were lower than the non-action game group in the frontal lobe (FPz and Fz), the parietal
lobe (Pz and POz) and the occipital lobe (Oz) (p < .05). In conclusion, the possibility of enhancing
the efficient visual working memory of primary school students was achieved by continuously
practice with the computer-based action game develpoed by the application of the Cognitive

Theory of Multimedia Learning.
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Aoufunansmaaes lunguldlusunsumeuiomes
WNULEATY VUEYIIMUUNAADUAININVAEYI19U
Funm 910 N-back task #am15197i 1
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A19799 1 ﬂ"IiL‘U%EJ‘ULﬁEJ‘Uﬂ’JWlILLG]ﬂﬁhﬂ“U@ﬂﬂlﬂLaa‘8?’18LLu‘Llﬂ’J’]lIQﬂ(ﬁ@x‘l‘ﬂ@ﬂﬂﬁiﬁ@Uﬁu@ﬂ‘Um%ﬁ%L‘UU%ﬂﬂ@U

AnuTwazihnumMunnvenguldinuueady neutundinsmeass 390 N-Back task

ﬂl’]LQaEJ?ISLL‘H‘L!?I’J’]QJQﬂﬁ@ﬂ‘ﬂaﬂﬂﬁm@‘Uﬁ‘u@Q

Souly YULTLUUNAFDUALI VUL UATUA N
n Mean SD df t p
1) 1 Back target
NPUNITNABDY 25 14.80 4.10 24 8.27** <.01
NAINITNABDY 25 22.68 3.91
2) 1 Back non-target
ADUAINAGDY 25 40.08 14.28 24 7.18** < .01
NEIN1TNAADY 25 58.12 10.18
3) 2 Back target
ADUAIINAGDY 25 14.80 4.10 24 8.27* < .01
NAINITNABDY 25 22.68 3.91
4) 2 Back non-target
NPUNITNIABDY 25 26.24 14.21 24 6.29%* <.01
NAINIINABDY 25 40.60 14.32

NATNT 1 ARRIAZLULANLYNABIVEINTT
MOUAUBIVULLUUNARDUAILTIUMEYINUAY
A vasnadldinuendy niansnAseRNNNINBY

| Av o w aad P
NIINAADY DY NUUYANAYNINANNTY 01 aadu

TUsnuanufgiunsIdeden 1

U .

2.2 1an1SUTYULI—UAMIULANAIIVDS
AadsaUiiievesnuvngihauiunw
Tunguldinuueaduseninanauiundnismeaes
YUTYUUUNAGDUANUTIVEULTITUAIUATN 217
N-back task fsm15197 2
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M19199 2 NsiSeuiiguAtefenaUitevusikuUNAge UANNIYEYIIIUMUA YRGS

WNUWDATY SEWININDUAUNAINITNAADY 910 N-back task

nauisen (@adiuni)

Gouly
n Mean SD af t p
1) 1 Back target
NDUNITNAGDY 25 1063.43 296.31 24 5.92%* <.01
NAINIINARDA 25 731.71 146.57
2) 1 Back non-target
NPUNITNIABDY 25 1154.53 277.09 24 577 <.01
NAININARB 25 836.04 175.37
3) 2 Back target
NBUNITNAGDY 25 1263.93 383.82 24 5.45%* < .01
NAININAGDY 25 767.11 219.26
4) 2 Back non-target
ADUNITNARDY 25 1192.38 312.26 24 5.11%* < .01
NAININARB 25 749.21 270.78

1MNA15197 2 HansUIsulfisuAedeinan
UATU1VUEIRUUNAABUAIUINVEYINU
sunw naulfinuneadusiedenanjizenvas
MUUUNAEBUAIINTIVULYINIUAIUNIN KRINTT
NAABIUBENIINBUNIINAADY B8 1TTEdIAYNIY
addnsziu 01 Judulumuandgunsideded 1

3. wawTeuifisudndsauguazAiade
anun‘hevesadulwihases P300 vavuuUmaaey

10

ANUT LYW UNN vaanguldinuwerduney
NINARBINUNAINITNAR

3.1 #aNSUTEUTIBUAILRREAIINEIVDY
maulnilhaues P300 vazvwUUNAdEUAIINTY
YuzyUIUNYBINgulHinuLeAty sErineneu
AUNGIN1TNAABY 1A 1 Back task target flan1919
]
N3
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= ~ = ' ' = = ° °
M139N 3 ﬂ'ﬁLUiEJ‘ULV]EJUﬂ’J']ﬂJLLWﬂ@'Nﬂ']LQE’IEJ@'J']?JQQ?JEN?’]&UIWWW&@J@Q P300 VUENMILLUUNAZDUAINNIN

auihnumunmnvenguldinueady fouiundinisaass 90 1 Back task target

. , NBUNITNAGDY NAININARDY
ALAUY (n = 25) (n = 25) Mean , ’
dlanlnn Difference
Mean SD Mean SD
Frontal middle line
FPz 7.24 3.76 294 2.29 4.31 24 6.84%* <.01
Fz 6.03 2.96 2.62 1.77 3.41 24 7.79%* <.01
Central middle line
FCz 6.46 3.78 2.68 1.89 3.78 24 6.31** <.01
Cz 6.11 3.75 2.70 1.72 3.42 24 5.63%* <.01
CPz 6.14 4.39 2.50 1.45 3.65 24 4.87** <.01
Parietal middle line
Pz 5.88 4.20 2.30 2.07 3.58 24 4.94** <.01
POz 6.41 5.18 2.39 2.39 4.03 24 4.58** <.01
Occipital middle line
Oz 5.04 3.52 1.88 1.50 3.16 24 4.99%* <.01

311019197 3 nauldinuuendy deadey
ANugaenauliiiinauss P300 ndin1sMaaes
UpunNINoUN1ITMAGD991N 1 Back task target 9819
a v o W aad [ = & a
fiedAgyneaianszau .01 Fadulunuaunfigiu

ANSIFVBN 2

11

3.2 namswieuiieunnuuaneaaade
AU 1avesnaulninates P300 vmzviLuy
NAFBUANTIVUETIUA A INYEINg WY
Action game ABUNIINAADINUNEINITNAADI
910 1 Back task target Fams19i 4
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A15199 4 NsiSeuiisumuLanAsARasANUNIUBInaulinaL e P300 vaisyinwuUNnEDU

ANNIzYIUMUNYeIngultinuwendy ssrinsneuiunainIsnaaes 910 1 Back

task target
L NPUNTNAADA NEINITNAADA
le,mm (n = 25) (n = 25) Mean " . 5
Slaalnsn Difference
Mean SD Mean SD
Frontal middle line
FPz 336.20 48.26 272.92 38.29 63.28 24 7.59%* <.01
Fz 341.20 49.37 272.68 39.20 68.52 24 9.23** <.01
Central middle line
FCz 333.80 41.83 279.32 31.78 54.48 24 6.78** <.01
Cz 344.32 43.05 287.08 31.92 57.24 24 7.79%* <.01
CPz 348.84 42.51 286.64 28.28 62.20 24 7.78** <.01
Parietal middle line
Pz 356.08 44.51 280.48 39.34 75.60 24 8.95%* <.01
POz 354.64 35.55 286.44 41.74 68.20 24 7.75%% <.01
Occipital middle line
Oz 351.44 38.74 297.28 41.45 54.10 24 9.71%* <.01

= L9y = =

015199 4 nquldinuueaduiidtaininy
neasnaulninauas P300 ndin1snaaedtiosnd
AOUNIIVIAABY 9N 1 Back task target oensildAgy

aad o 24 a a o
eadansyau .01 Jadulumuauusigiu nsidey
v A
Uah 2

4. naIEULgUANRRYATIULAINONABIYDS
N1IRavANBIkaTANRALIAUAATE UMWY
VAFOUAIUTIVULTINIUAIUNIN UEINITNAABA
sevrhangaldinuuendu funguld Non-action game

4.1 Nan1SUTBULBUAIILLANAIUDS
ﬂ'wLaﬁaﬂmuummgﬂé’awaamimauauawé’qmi
neaed serienadldinuneaduiungulyd Non-action
game VULV UUYIAZDUA LA VEUZYINTUATUN TN
PNUWUUNAFDU WISC-V Part picture span A401314
75

12
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A19719% 5 ﬂ"IiL‘U%EJ‘ULﬁEJ‘Uﬂ’J’mLLG]ﬂG]IN"UENﬂI’]Laa8?‘18LLu‘Llﬂ’J’]ﬂJQﬂﬁ@x‘l‘ﬂ@ﬂﬂﬁ@@Uﬁu@\‘l NAINITNARDY

naultinuuendu dunguld Non-action game YaugyUUUNARBUAINIIVULYINUAIUATI

ANBUUNAEDY WISC- V Part picture span

?’1"1LaaﬂﬂzLLUUWJ’INQﬂéfﬁ]ﬂsﬂa\‘iﬂ’]’i@lﬂﬂﬂuaﬂ

g Mean
n Mean ) ) t p Cohen’s d
Difference
WNULBATY 25 32.16 3.58 7.87 ar 7.21%* <.01 2.10
Non-action Game 24 24.29 4.06

11nA15197 5 uansliiiuin dedenziuy
ANUYNABIUBINIIMBVaUBIveIngultinuLeady
naIN15NAaee Wnninguly Non-action game
agafituddrynadavisyiu 01 wasdvuindvina
agluszAuin (Cohen’s d = 2.10)

4.2 #an15USEULTIUAULANAINYDY
AlRABAZILUANNYNFBIUBINTABUALDINEINNT
nages serhanguldinuueatu funguly Non-action
game 970 N-back task Us1n931 Aaduaziuy

AZLLUU

80

|

o
o

wn

2
o

w

_f(—l
I

ANYNABIYDINITADUAUDY 90 1 Back target
naINIMeaes serdnanguldinunentu dunguldy
Non-action game Wwang1aiu (t = 3.12, df = 47,
p < .01) egnfitudfynadafisesu 01 wawd
ynadvEwaeglusEiuINN MinAeAzLLLANgNFDS
YDINITNDUAUDY 91N 2 Back target wanenaniu
(t = 4.61,df = 47, p < .01) egdidudAgyn1sana
fisedu 01 waedlvundvsnasglusziuann Fadu
Tupuasm@grunsideted 3 fanwd 3

F————«J
*

i

1 back Target

1 back NotTarget

2 back Target 2 back NonTarget

[[] viaan1snaae Action game 1a3IN1IAael Non Action game

**p < .01, *p < .05
AT 3 NIWLYLARIANRLATIULAINYNABIYBINTTNBUALDY MaINIVAaeseyinenaguly inuuendy
flunguld Non-action game 210 N-back task

4.3 nanSUSEUIBUAINLANGAINANLRAY  game TUEINLUUVIAFDUAIINT UL I TUAIUAIN

VAUHATEVBINNNTIVULIINUAIUNIN RIN1T 970 N-back task U51N931 ndIN1snaaedAade

narpsseyringuldinunendu funguld Non-action  aUjAsevesmnuiivaeyinausunm nauls

13
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wnueatuiunguly Non-action game 910 1 Back
target WANEIAU (t = 3.10, df = 47, p < .01) B8

1%

fifudnfyneadffisedu 01 uazilawindninaly
s¥duan (Cohen’s d = .90) AadBaUFATeN
YBIAMNTIVUSTRIUATUNIN FRINITNAADY VDI
nauldinuueaduiunguld Non-action game 311 2

Back target wine@anu (t = 2.68, df = 47, p = .05)

a aa o
Uaaum

=

800

X3

600

400

200

i

agnafltfuddnyynsadafisedu .05 wasivundving
lusgaulunans (Cohen’s d = .78)

a7U AeAsnaUfisevesnnudivazyha
munmvesnguldinuueatundinimaaestosnia

°

nauly Non-action game vaugviuuUnA@OUANNN

[

AEY

<

meadfvszau .01 Judulumuauufgnuniside

YEULYINUAIUNININ N-back task ag1editedn

499 3 F9NINA 4

%

o

Vv A
Vi

7

*//,
Vi

**p < .01, p < .05

Al 4 AFMLLERIAREENANUSNTE1YRIRNNTIVULYINNUAIUA N NAINITVARBITENING nauld

LﬂuLLaﬂsﬁJuﬁ’Uﬂﬁjﬂ%} Non-action game 911 N-back task

5. MswFsuiiisuAadunugLazAads
Anuniavenauliinaues P300 vdinITmnaes
serhanauldinaendu funguld Non-action game

5.1 namsiSpuifieuAedsauges
paulniihaies P300 ndansnaaes sewinangsild
wnusaAt Aunguld Non-action game 910 2 Back
target Us1ng31 Anadseugsvesadulnihames
P300 naulfinuuendundsnismaass fidiadeles
nI1nguld Non-action game ¥augyiuuunaaey
AN VULV IUAIUNN 217 2 Back task target
agalifud ey ynaadRTisesu .05 Tisuidiaalnsn
Ushadenauesdiuni (Frontal middle line)

14

FNUS FPz (t = 3.42, df = 47, p < .05) UA
dviswaeglusgiuinn (Cohen’s d =.99) Uinuuden
aupsdrunans (Central middle line) 7igumils FCz
(t = 2,67, df = 47, p < .05) vumBnSwaeglusEAy
Urunane (Cohen’s d = .78) UshaUdonauss
PMUL4 (Parietal middle line) s Pz (t =290,
df=47,p < .05) mmmam%waag’lmsé’wm (Cohen’s
d = 85) asUnamsdnuingulfinuueadusiiade
mmqwamﬁulﬂﬂmum P300 nasn1snnaesioy
ndnguld Non-action game 1ulumuauufign
mMseted 4
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5.2 HamaiUSeuifisusiedsanunes
mdulniihaies P300 ndansnaass sewinangslld
wnuseAtu Aunguld Non-action game 210 1 Back
target UsIng Aadsaune vesadulnihaes
P300 YUY UUNAFBUANUTIVULTINIUAUNN
naulfinuuendundsnsmeass fleadetdesndy
nauld Non-action game 971 1 Back target a¢14dl
Tuddymaadafisssu 05 isunidaainsnuinm
wWasnauasdunth (Frontal middle line) sinumns
FPz (t = 234, df = 47, p < .05) HvwndviENaRY
lusgiulunaa (Cohen’s d = 0.68) Uagsmnis
Fz (t = 2.55, df = 47, p < .05) fvumsnswasgly
seAulIunans (Cohen’s d = 0.73) Ushiaulden
auaInude (Parietal middle line) Aunua Pz
(t = 2.40, df = 47, p < .05) FvundnSnasgly
seeuluNand (Cohen’s d = 0.70) Wagsluiia POz
(t = 2.50, df = 47, p < .05) HvundnEnasglusedu
Urunas (Cohen’s d = 0.73)

ayUnanmsfnungulfinuneadu Seademi
nhevesaduliifinases P300 ndsnsmaasstiosni
nauls Non-action game 4910 1 Back target 8¢9
Tfuddymsadanisziu 05 Judulumuaunfgm
msidedert 4

msanilsrana

1. ASAAUIUTLATUADURILADS LNULD AT
amguinIGeuiFonaumtyaves Mayer (2009)
definstinaussshelusunsumeufimesinuuendu
fimunduodraoides vilfauedldzunisnszdu
Wi shliAensnevauemsyuuUsTEm
seiaNesduduwesiiaile (interhemisphere) Tu
waaUszanusnuaussdunelansladu (Corpus
callosum) gfisnsvhamvensadanseuaUssam
Wiunsvasansdeussamiiddey Wiud evdfaladu
(Acetylcholine) tazlauniiu (Dopamine) dswase
mMaifinszuIunsFeusiaraudt mevihauves
aveudaunUUsHANNLLATY Wemuaaiua N

15

zadsdye N sTuNWIUgusiun (Retina) wdads
T uduuszamaneadud 2 Optic nerves) Fadu
duuszamivineuieadestunisueadiu Tnesu
%’aaﬂamwﬁiﬁmmﬁam udasludsauesdiumanda
(Thalamus) ﬁauﬁ%lﬂéjuqmé'fﬂﬁaaumé’gwé’q (Visual
cortex) Iﬂ&lﬁﬁuﬁ’uﬁﬂa@:ﬁﬁnm Lateral geniculate
nucleus @waddumadla (Thalamus) 8gn19Ay
vumilefuauesiuly uazgnunaquie Cerebral
cortex Bntumils vhauiendestiuauematsszuy
\uaandywansvesdygnasitusing q Mifudeya
\Reaifu Sensory inputs Weun sniunsaunay
mmﬁaLﬂusi’ﬂl,miiﬂuﬂﬁ%’wfiay@Lﬁaﬁﬂﬂé’aauad
dusine 9 Taeteyaiisudanazgnddudinaes
Eﬁagaﬁaé’mﬁa loun 5U sa 1@e9 neieigiane
o1y Inedeuaazinelousmmiail noudslunsedu
auasdumdavierhevas (Occiptal lobe) Faviamy
WReafumssugnm suviisauesdl Brain area 17, 18
uaz 19 asludsaussdiunawesnsyvdon (Parietal
lobe) dsmalué Inferior parietal lobe fiunLsaLDs
7i Brain area 39 wag 40 wazaslusy Hippocampus
Faduanesdrddgivialidls iielunszduli
A asghenlihuininndy dewasens
AamusvaEnuiun NNty denndes
fua3deves ysal seleu uagawian nsumysunal
(2559) W3duides mswaulsunsuiinnsAnian
TngUszyndlunaviuiialandmsuiiiunnud oy
yhauvesinGeutulsroudnu®d 1 1fagulih
N1SRNANDIAETUTLNINABUNILADT AN T2
TunsifinAus eI NLLaZAINENTad Y
lvadinganitnounisiln wazgeninnguitlalléiin
sumaEenndeIfUNUISEves Tum Ausilatiug,
gunn naasUnal wasUsvan wiauiu (2560) 161
FWoBos nsilnmsuimemsueaiiulngyszynd
ngufidunenisiedeuiivemansingdviuiiia
ANNaTan Uy restiniseussAulsauAnY)

mousy laasunansidedn nsilnnssuinnanis
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spudiudelusunsuilsunsnines anansaifiuaas
annsamaelyan Seuansaduliduiutuas
AuANINIaFuN1SIAamiang Tneflazuuiiade
A AU VN B VN GUVIARDIGINTINGY
AIUANTEEEVAINITEN UazaenndasiunuITeves
Poliny Ung and Suchada Kornpetpanee (2560)
30809 maauuuuaeamsinaumanying
NsundsIAdeuTinuUAINaR (3D-MBTM) dwsu
\inauan s ufiRduiusvesfogunausiuld
agUléin wuudaesmsfissunsideuiivesviany

o

& a a a = 1% =
QWQLﬂuUWﬂuﬂ%a%ﬁimﬂiSUUUﬂqiﬁﬁugﬂaﬂﬁN@QW

a (% 1

ANTTYDUTUDY

a

il

UNIVANY hazdluIFeTINIULIN
atfuayud uuuiaeansAnnunsindeuiives
vaneTngiananisadesiunszurunsiauves
anes fuANuaula ANUTIvEAR NTUIUNTTUS
AIUNITUBUTIU NAINIINAADINGUNAADITAZLLY
fAdmiusaini1 uazldnaneutesnindefiouiy
NaUN1INARBY LagliguiunguAIuAL

2. PUNGANTTY ANNTIVULYINUATUNTNVD
nauldinuueadu wdn1maaes 11ANIINBUNTT
V9909 ABRAGRIIUIIIILVBY Boot et al. (2008)
find121497 n5l4 N-back task naaeuRansTY
1-Back wag 2-Back version Wan13338uUsIngn
AUYNABIYDIATUUUNGINTNARBIUINATINBY
N15NABDY NSINTHNENDIAY Action video game
#OnARDINUNUITEVDY Blacker, Curby, Klobusicky,
and Chein (2014) iy ngusegneTosumeiidu
UnfnwseauuSaaes e1gsening 20-22 U Hniauy
\nuLeRTuL annsaiiveus iU
donAdesTUIMATEUe Colzato et al. (2013) Tiwuh
QjﬁLa'umuLLE]WZIJUR]SﬁﬁﬂwﬂuL%IEN?]’NMT’FUEUWT’N’M
drunmnnnigauiilsilfidunuendu uenaind
Hraonadesiunuidees Buelow et al. (2015) i
a3U3 MsaunuLenfudInasen1siRILIAINTN

3. shundulwihaues ngulinuueaduvdans
vaRes fimnsgauazanunNsvesedululihaos P300

16

YULYNULUUNAFBUANUANTUEINUAMUAN Toen
Aounsnaaes inszasedtdnan Tunisuseananalss
fu Winalumameugnlfidtu Tnelindsuauedy
MsAnUTEINaNATYAY dUBYINULUSEENE AW
Fu ssuneiuddlFnmanUssavEnmmsvhaues
auad (Neural efficiency) wanalsiiiiuiananssums
avasfilndrnilunsvhienssy anasdwasiodues
¥nuiiUsyavsnmanntu seenndesiuamidbves
Nussbaumer, Grabner, and Stern (2015) VL@ﬁ%’EJL%EN
HANSENUT8A Task dernand fifisauszavanmnis
yauvesanatly Working memory tasks Usng)n
writyadedulnaluuiunvesanudwazyhau
AnnsiUasuulasededmauluiFosszansam
A19Y119uvesaNeY ausdldnatlunisuszuiana
anas Tuushasundsanesdiuni (Frontal brain
regions) AINNNAIBE1S $117U 50 AU TramANd
waziwne SaduiniGou engseming 20-25 T eng
wde 23 3 ngldinanlunisiin (Train) 5 Susteduani
unan 3 5u Juaz 1 $lus 30 widl
nauldinukentundinisnaaes daugauas
auneveseauliihaues P300 varvhuuwadey
ANNIVRNEIUsUnmMTeeninguldlusunsy
ABNIMBS Non-action game @oAARBINUNUATYDS
Kuhn, Gleich, Lorenz, Lindenberge, and Gallinat
(2018) 1§A¥aiE0s NsidwnY Super mario dwase
mawasuulaslassaswesaueduFesa vy
Y03au89 (Structural plasticity) @udinn (Gray
matter) lasea1svesauaainnsiUdeunlas (Neural
changes) Faduranannistinauesneimlewns 7
fanwazilung 3 37 (Tree-dimensional platform
games) W Super mario 64 Wuszezan 2 \eu
Tdan 30 wiisetu Femansideunngi msiln
avaseinlanutisanasulunswaumingnis
g”ﬁmmq{]q;mg (Cognitive function) ST
VaugyINU (Working memory) allala (Attention)
asnsunulueuaa (Future) YoNINEELANNTS
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Waruwadassawesanadluduvesaudovey
avewhoiusyAvs MmNty Vnaituivesaues
dunih (Prefrontal cortex) liag Right dorsolateral
prefrontal cortex (DLPFC) duluauesddifany
dndnymanlunisifenles (integration) deyafigni
WU sEamMEURER1S ¢ (Sensory information)
indsauesdeardsmadonisuanioonniangAngsy
yosywd Nldunansznuaniudse ng niin1 910
navnuesaNesuTihauefunsdaaiuss
3l Msliseda AnmsiaunUEUAIUAG 9 Ui
Ipsusedaanmsiaunuluguiuusiig o
AZHAZUARINTMINTTANWIENINTIlUSWNTY
poNmesSinuLeRty A lURndTineuRumes
druynnalurieslfiinisrouiinnesvedlsausou

vieRansuulnadnd szuuUfoRnig ueuasesivie
Ussgnafnsafuunuianuedlsadey daugunases
anunsndnlusunsunsuiinedinueatululn
yrsvauithuiewiannaudwaginusunm

fialalusudmsimulusunsueeufunes
\nuueAtuLiofnwinaYeIi LY I3 n ANy
Angnstygdu o Tngverensunaunsing
dednlushuedulnihaues adulvifinauesdiusiu
win130d boiwa FauUsn133u3 (Perceptual abilities)
milela (Attention) msidenaalalasmunin (Visual
selective attention) Ausswezdusun s

a A

paanssuilsgma
NURBlGsUugmUNTITsTAUTdRAnY)
PNAININUAULNTTUNTIVUBIAYVIR U2 2560

1PNA1591939

v Ausiatiug, avnn naesUidl waeUSya wiwiu,
(2560). MsRNNTSUININITHBLAUlAEUTZENG
nguidunemaiedeuiivematsng dwmiuiiu
AuamIsanygrvesintsusedudseudne
MO, IWEINITIVEMAZINEIN TR, 15(2), 37-52.

usel sutdeu wagguinn nsnasual. (2559). MmN
TWsunsuinmsfnlarlagyssgndlumanidifialan
dmsuiuerus ez nusninGeutulszann
i1, ennsIveuasmenIslya), 14(2), 102-113.
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