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Results of character design activities from playing computer games

to enhance 3D character design skills in 3D animation courses
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Abstract
The purpose of this research were: 1) to compare 3D character design skills before and after the activities,
2) to assess the satisfaction with the character design activities from playing computer games. The population of the
research was 19 students registered in the 3D animation course from Department of Animation and Digital Media,
Faculty of Science and Technology, Bansomdejchaopraya Rajabhat University, 1% semester of 2019. The instruments
used in the research were: (1) activity plans for 3D character design from playing computer games, (2) 3D character
design skills test, (3) satisfaction assessment form which passed the instrument quality inspection with an index of

consistency between 0.67-1.00. Statistics used in data analysis were mean, standard deviation and t-test.
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The research results were as follows: 1) the design skills of 3D character were higher than that of before the

study at the 0.05 level, 2) the satisfaction rating on character design activities from playing computer games to

enhance 3D character design skills in 3D animation courses was at the highest level.

Keywords: character design activities, enhance 3D character design skills, playing computer games
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Figure 2 Analyzing character design data from

playing computer games.
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Table 1 Comparison of 3D character design skills before and after the character design activities from

playing computer games to enhance 3D character design skills in the 3D animation course,

classified by each skills (N=19).

pre-test post-test
skills score t p-value
9] o 1] c

story design skills 15 8.21 1.55 12.11 1.52 14.18' 0.00
character basic information design skills 20 11.74 2.00 16.37 1.42 18.09 0.00
creating style in artistic dimensions skills 30 17.11 2.47 24.89 2.00 12.88 0.00
personality design skills 15 8.26 1.73 12.63 1.26 17.88' 0.00
'P<0.05
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Table 2 Satisfaction results of organizing learning activities on character design from playing

computer games to enhance 3D character design skills in 3D animation courses (N=19).

assessment list n o results
learning management
- students are involved in learning 4.84 0.37 highest
- students are responsible for themselves and the group 4.84 0.37 highest
- students can do activities independently 4.74 0.45 highest
- give students the opportunity to think differently 4.74 0.45 highest
mean 4.79 0.41 highest
learning activities
- appropriate for the content 4.68 0.48 highest
- encourage students to exchange knowledge and ideas 4.89 0.32 highest
- promote thinking and decision making 4.79 0.42 highest
- challenge the students to think and answer 4.79 0.42 highest
- give students the opportunity to express their opinion 4.74 0.45 highest
- make learners to understand the content 4.89 0.32 highest
- promote mutual learning 4.84 0.37 highest
mean 4.80 0.40 highest
benefits
- understanding the content 4.74 0.45 highest
- causing long-term memory 4.32 0.48 high
- helping students to build knowledge and self-understanding 4.42 0.51 high
- causing the student to apply learning methods in other subjects 4.58 0.51 highest
- improving the students’ thinking skills 4.63 0.50 highest
- learning management helps with students’ decision making 4.79 0.42 highest
- understanding how to socialized 4.63 0.50 highest
- building teamwork 4.74 0.45 highest
mean 4.61 0.49 highest
mean 4.72 0.45 highest
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Figure 3 Character design of "Tanida" after

organizing educational activities.

Figure 6 The work of bringing the 3D character

’ "Tanida" in 3D animation.
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Figure 4 Character design of "Tanida" before

organizing educational activities.

a =3

ANNHAIIUNITADNULUAIAEAT 3 EIGER

anysadludumnandiesiu uaziiunslsziiuugn

=

Foulfinunwmunmeauiluiuusaiaeasiaazas  Figure 7 The works of bringing the 3D characters

23°¢

v

3 45 Tnadunaulun 1 TWBMUILLLAN 8958 AT in 3D animations after organizing
3 ARHlfszazinan 15 1 fauanslu (Figure 5) educational activities.



RMUTSB Acad. J. (HUMANITIES AND SOCIAL SCIENCES) 5(2) : 269-282 (2020) 279

anlsana

1. wan TBaUsU N N8R N LAY

avA? 3 WA ﬂuLLuuWﬂQﬂ’]i@mﬂ@ﬂi‘i‘ﬂﬂ’]i“ﬂ@ﬂLLU‘U

o

NAZATANNNITAUINNABNNILADT LW@L@?‘N@%"W\?

o

NHENIIRANULLFIALAT 3 WA ls8amn e Tt
34

o a 1 1 a | a
7 aviTaugendIneuiTey Lﬂu”l,ﬂmmmmam

v 1
VVLQJ A 1%

BN Luﬂdﬂﬂﬂﬂ@ﬂTTNﬁE\I;L ﬂumma‘mmmmn

=)

a ;s a a Yo o a o '
nsliR inennsizezanulszaunsadidedseanyd

(experiential learning) 711M3AE FeuAANIIWRIUN

al

inwen1sAnILAINEd Neaglilunannis A uAn
saugan waztinaglldscgndld luanunisnl
a yy 1 = a a % a a o

asalfet1elilss@ninn Amguinisieuiann
sraunnsnl Kolb (1984) Nilevdtsznauaedanis

=K

Benganilszaunnan 4 synis Aa (1) g FaEn

UfRlnefaenazdaetih g Eauinlszaunisnl

a

wnaagfiTaunvmuduessanug ) Inli

4

fnsasiioundumauazaile TnalifBau

= dl = a 3
AlantaudangaaninalanilaguAI TNAn LAY

al

a P Y o P =
waziinNI9FeugTIaiuLaTil (3) §EuwAnAN
dWinlashlugnisifinpanudnsauaen Tnandiaeu

AatlALUTEN LAY (4) HFausneINNgTeLs

al a

]
a

fiAndulnilydszgnildluaniuntsala
auinauuuInieLfR (Pattaragorranan, 2017)
Tml‘f/‘ll Supervisory Division Office of the Basic
Education Commission (2019) HNAURINAN U

© @

AAT °1IT‘Nﬂ’1i‘Lﬁ‘ﬂui‘lﬂ]\?ﬂi‘w@UﬂWiMLﬂuﬂ’ﬁ‘Liﬁui‘

b

' ral'osLSJa

nenudszaunisalidadszans Analiiinnng
al v 1 dlﬂl 1 1 dl | a v
Bei v Mimaeteseiies uaniilunnsieus
Q; a a 1 va a a o o 6
nAAaNLNLMANsRdUINYe s Fe NUfduuE

seud WEBeuftaniueuay sl auiudasu

a o

a s ra} o Y a o o '
mmﬂg@u‘wuﬁ‘wwﬂmnmmimmﬁmmmmmmﬁ

v = 1 ] v o
psEnnnaudatasnlilatninfteans Tnaande
Aangsunis@eansyngluuy Wy n1sya N9l
NIWARILINLIMANKA N1TRLAUBRIERDFNN T
dgl o v a ‘ﬂl a s
waaug liAAnNITwanasy N153LATIEH Lay
fpszinnsiFaug aannfasnunan1sIatvas
Kunaruck (2013) WLA1N1388NLLLLAANANEILY
AR ATANNTLIN BN N UATLaTNTUIWABINT

o A o Ao v
n1rannisaluntsuftloyuinduden waznasg
fnanlaldanedla G9fe9lssnausmuiannizas
pNARAUELaRdEaanLU wazTladtnianIni

| Eﬂl ‘ﬂl v o ‘ﬂl v %
Hhunuen eNazairsazaianunsndinlald

o a

wazt@ane warAANATYIBINAINUNITRNLLY

ﬁ @ﬂ’]ﬁ‘@@@’]ﬁ‘ﬂfﬂﬂ‘lﬂmqﬂﬂﬂﬂ[ﬂ’)ﬂmﬂ’]uﬂqﬁ‘@‘ﬂﬂ (ANE}

| Yo

?‘mmmumﬂmmmmmmﬂmm AAARBINL

]

faAninaes Sookpatdhee (2016) THnanad11in

aankuUuana N udN A uAnaS19499F

a

a wa a

wazaonatnsnlunsdjimntsnanliiuga

]
o

WladrAyfesdnlasssugnfaeinisdadnians

uywdnnauauaingg tnalfauounislunig

9

ABNWUL ka2 Hiranoon (2019) nana91n19iile
TannaliifFauddiusanlufanssunisBaus

¥ v al a '3

denaliif{iTawnnesdaanagluduazdvineenis

ARITIAT19ATIAANNINTL
= =3 v a

2. uaNYTANEIAINNINe lavesy Feu
NAIANDHUAETANIINNIIBANULLAIAZATAN
ANFLAULNNAANANILADT LNDLATNA519 N ENNg
ARNLULAIAZAT 3 NA bUT8A T TN TYW 3 JA

| = , o ~ P

oA uienelastlussAuNINNgn 1Wesan

Ei 1®®@ﬂLL‘LI‘LILLN“Lm’]ﬁ"ﬂmﬂ’]ﬁ‘Li‘ﬂuﬁ‘L@ﬁ‘N@i"]\i



280 LUNIA. (NYBEAVANTUASAIANAIANT) 5(2) : 269-282 (2563)

INEENNBENULILIAYAZATAINNNSA NN ARNRIAES
= o = = o Ny a -
NUNMsAR o) NeTeMsEen g T lsvaunand
TnagFaulafulszaunisniaseainnisfuumunm
FaazATny Anwndieyaniseanuuusaazag 3 §5
AR ITUUAINITOLAAIAIHARLIY
FLANANDY ANUTE AFINAUAUINITUATIINY
a Y a @ ad I v

mrzvideya inadludsnisiudlunisufdeyun

a

n1sdfjuAniseenuuuet1edlilsz@ninan

Ao va

WalonaliifGauldivinau TnailuGesisiag o
lianuaulaagudn Aufnpufime aynauu
Tunns3au denmdasiunanisiaaaed Supanan
(2016) NAN231 N1TFEUGHAIANNITNATINAIIN
AYNAUIBUAZHANTME LL@:&]’@QL?J@NMNW
dnAnsmeslanlénindinanndeiu nefides
¥ ¥ al ! ¥ v a =
MBUAUBIAIINABINTE (Te1U mmmimwﬂuu
= \ o = o o
prnanalang luscAuninign asnafaeiy
NAN13IA8U89 Chatwattana (2018) WLIIN19AA
Aanssuiunnzanuazaannfoiugluuunig
= Ao £ - 2 Ao
Faunisaaunimun T lueAlsznaunilansin
L FeuliiuseiialunsBawinidsc@ansnm
wazaHsau W luniswaunszuaunisBend

waenudlAifluadnem

R lfnutlszinuddnidugilasse

AINNNIAANANITNNNTFEUNIFEUAD THTEnINg
AanssunIsiaunNABNRaAa T FauundIu
auniunIRawnNauaanuensziAunEeuglu
WHUAITANANTTH mu“lmﬁmn,@'ummw‘ﬂm@q
dhunnanisnanalung nnliigaeusiesnasdnga

A ¥ v a o ! a o
uazinauliigFaunaugaauaulalunisnanan

v
o

TDIUHBNIIANTFEUGaL UnATY FAdtnszuiin

Yo = s v a v =
1@1’1ﬁ’]ﬁ‘llﬂ’]ﬁ‘ﬂi“]_lLLNuﬂqi"ﬂmﬂ@ﬂi‘ﬁ‘NtmﬂE‘l‘ﬂ\']llﬂqﬁ‘

vy a

WalanialigFeulfNdiusoniN9uuunien

al
'

AanssuuINTUNanMUALLININNIAN IS ey A
NMTRANUWLLFANAEATATNIIEAUATNIMGLUTeass

YAIIUNFTAANANTIHAL T AR

G

o

mﬂmmﬁﬁﬂmﬂ%dmﬁqmﬂmm ANANTIN

aa

ﬂ’]ﬁ‘Li‘F;ILL NL??.IH?’]HQ‘TJ’]LL@‘LALNTH 3URA N ”m:rzsLu

MN20ENULILFAAZAT 3 TANNNTY TnsdauaeGeu
P ° P a v

NRAMNEIUNYN WNATUARLZ AT ATUNTRANLLL
UIWFALANAAINITONHUIAULS JN17AUAS

WAZALATIZYE AN TDBNULILUASHRNUNAIAZ AT

'
aaada

3 NANHAMAN Nnzaniunguinung vidde

s

wazlansdilouunlasy Turnsinaqaiugiuuag

o

v
=

HUNINANUF LA UAALZLAZ NN WL

49

D

=
b

v
1o a

WFAAILAN AATNITNADNULILLATNEBNUIFIALAT

pind

3 fARf ANl WesannianssunsBewuils
dudu i Bautnwde WA uuzidefunasiu
Tun1991197% wazlun1saafanssuNITLaWINg
ABNAILAB S 0 LEFN A3 TN HEN T8N LLLAY

=

ATAT 3 WA MU T IweHINTY 3 WA An19 Ny

al

mqumemummniunwmﬂm Tnenfigirau
UapulipeRlszaunisndlunnaauunsAeNnames
wnaudlddudalszaunisalludnunanla
= Ay & A
AUNAUIU WATHANAULAUAINLILBTBITDN
1H5EUANNI9T9IN198RNULLFAYAZATINNANLNN
. o o A ea
AlasupuTisialanuaziluneaniuludiunig
a

BONUUUAYAYAT uariE FaunpunNilszaunisnd

TunIsLauINNAaNAdLAaFUILEY ALANTan4



RMUTSB Acad. J. (HUMANITIES AND SOCIAL SCIENCES) 5(2) : 269-282 (2020) 281

wanidagumNAniu A sidiayaniseanuuy

' o '

sanrTuszvd Wi Beauuas IR 55 s tumTlunsdinm

fayan1988NUUUANNANNINNIINAZLAULND
= ] a
ATHAYNLNEINAENALREN
a =K o K
uanisilszifiunaiufienalageaindnmn
pantsaananssuatluseAunInfiga (asain

= a a

FEUNARATININNNTAA N1FaNUTE AT

34

o g v & v a a g ]
AT LaraT19a9s tnairauidoudan’y
nsnvualsziau yun Auionig aaniiugan
219uHuNIgIuLanilasuiieyauasisnig
Thasiedfimns nunqunisdaud luauds
TguaNaBLarlszilune aanAfaent Klinjan
(2017) lA@uadnnssananssnd nssuaunnsAn
a5 adasAn linAnenAfanasunislninezdae
] a o a v a 2 d’/ a %
dudsuneiansen Aaanudinla e i 1H
= 1% P a 1% a wa ' =
A gnnazfuliilnfn 1AduRed19lszuy
=

FANa%19899A LALANLUABWAINNAALTAWANN

LA P a aa P A
nquiiaulflsziiudsnisufidyunivaiaan

d oo aa y o
wuananfludsnisunioyvinangs 414190

Q

WaLNAANNEN 1IN EEuTestinAne 14

daiguauusdmsunisitnadaelufld
1. gaauAdriauunviode wareanuuy
Aanssuliilimnuinnzaniuadienisizaud uay
inadanlillfulganssununisetjiane
2. HaaumsiinadunanisBeuiaesdBew
o R
naanlaeAeeAILANLIIIlanaly
dupeun1Tinideyauazdunauniseaniuy
dl o a a LA vyva
AU Inginsinfanssunisieuiiiulig Few

ANHY AUAAT FATITI WASHRNLNF2EIALLDY

AaLAUALUEAIUS LN ASIAa LY

= ]

1. ArsinntlealantalifBeulandon

$AUINUNUNNTTANANTIULARIINATMUAUUING

[

o 'S = ==II
wardmnUszasAnsizeuin

o

ALAL

2. ANTHNNIRARNEAITELARINTNAREIND
NARBUNIANNANNUFA BNTF 8 UF 28T angINNIT
PANLULAIAYATAINNITLAUNNABNALADS LD
B NASY NN RRNUULAIAYAT 3 NAYBINANEN

3. ANFABNINNANANHTUZIIFIALATINN
e d oy A o
ARAMNNAINUANE LNRFIETNUTTauN1TnTLA

=

FeuldAnuiniseaniuusiazag

Al

4. NTTUIUNITAFILERLNTY 3 AR

Vauu uazdunaunisairsmazaniluifies

aa K

drunitdluntsndamueilindy 3 TR Aemqsiinng

9BELAN NN THARS LT ALY

LANA9A9RY
Chatwattana, P. (2018). The synthesis of activity model
using project-based learning of imagineering to
enchance creative construction of multimedia
skills and cooperative skills. Silpakorn  University
Journal, 38(1), 161-183. (in Thai)
Hiranoon, J. (2019). The development of training
curriculum to enhance the 21th century learning
skills for bachelor of science in technical
education students. RMUTSB Academic Journal
(Humanities and Social Sciences), 4(2), 220-231.
(in Thai)
Kanchanakijsakul, C. (2018). Successful cessation
process of online computer game addiction
among Thai youth. Silpakorn University Journal,

38(2), 167-180. (in Thai)



282 LUNIA. (NYBEAVANTUASAIANAIANT) 5(2) : 269-282 (2563)

Klinjan, C. (2017). A study on the achievement by using
the creative process development of the course
sound for multimedia technology. RMUTSB

Academic Journal (Humanities and Social
Sciences), 2(2), 149-157. (in Thai)

Kolb, D. A. (1984). Experiential learning: Experience as
the source of learning and development.
Englewood Cliffs, New Jersey: Prentice-Hall.

Kunaruck, N. (2013). Character design for animated
film production in science fiction genre by
Semiotics theory (Doctoral dissertation).
Chulalongkorn University, Bangkok. (in Thai)

Office  of Service Development and Promotion
Department of International Trade Promotion.
(2019). Gaming service business. Retrieved 5
November 2019, from https:/www.ditp.go.th/
ditp_web61/article_sub_view.php?filename=con
tents_attach/211771/211771.pdf&title=211771&
cate=1128&d=0 (in Thai)

Patomchaiwat, W. (2016). More realistic Uncharted the
lost legacy game launches on PS4. Retrieved 5
November 2019, from https:/www.beartai.
com/news/game-news/136725 (in Thai)

Pattaragorranan, N. (2017). The concept of the creative
leaming activities, learing from experience. Joumnal
of Education, Silpakorn University, 15(1), 6-17.
(in Thai)

Sookpatdhee, T. (2016). The concept graphic for
communication. Valaya Alongkorn Review, 6(2),
163-180. (in Thai)

Supanan, S. (2016). 360 degrees leadership

development classroom: The learning process

of Bangkok University students in the 21st

Century. Area Based Development Research

Journal, 8(4), 35-52. (in Thai)

Supervisory Division Office of the Basic Education
Commission. (2019). Supervision guidelines for
development and promotion of active learning
management. Retrieved 22 October 2018, from
https://www.ubn1.go.th/postiview?id=389 (in Thai)

Thier, D. (2018). The game awards 2018: What time is
it, how to stream and all nominees. Retrieved
22 October 2018, from https://www.forbes.

com/sites/davidthier/2018/12/05/the-game-awards-

2018-what-time-is-it-how-to-stream-and-all-

nominees/#357ed55b35e8



