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ABSTRACT

The purposes of this study were: 1) To compare the difference between using and not using virtual
reality to play “Home Sweet Home” game. 2) To use the result of this research as an educational reference
about virtual reality technology in the future. A sample were 30 undergraduate students of Faculty of Science
in Multimedia Technology. The research instruments were the “Home Sweet Home” game, virtual reality
headsets, and using mean and standard deviation.

The result showed: 1) most participants recommend using virtual reality technology to play "Home
Sweet Home" game rather than not, as it allows players to be immersive with the gameplay experience,
making it more realistic, interesting and thrilling. 2) The results showed using virtual reality technology to
adapt with education is the interesting because virtual reality technology might be making Undergraduate be

more interested

Keywords : Interactive Animation ; Creative Work ; Animation ; Virtual Technology ; Thai Ghost
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