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Abstract

The lack of knowledge and understanding of age-appropriate nutrients results in children and
youth selecting inappropriate food consumption, while traditional learning media lack interest and
participation. This research therefore aimed to develop and evaluate the effectiveness of an augmented
reality card game for promoting interactive learning of essential nutrients in each age group, using a
Research and Development approach with effectiveness tested through a One Group Pretest—Posttest
Design. The sample consisted of 25 lower secondary school students obtained through purposive
selection.The game was developed using Unity and Vuforia Engine, utilizing augmented reality
technology to enable players to view three-dimensional food models by scanning ingredient cards to
select consumption according to age group and accumulate points. The game supports 8 players in a
Turn-Based format with a Face Manager system displaying 3 levels of character facial expressions to
reflect food selection results in real time. Assessment instruments comprised a knowledge test and a
satisfaction questionnaire, with data analyzed using Paired Sample t-test statistics. Experimental results
indicated that knowledge scores increased significantly from 3.24 to 3.92, representing an increase of
0.68 points, and learners demonstrated the highest level of satisfaction at 4.75, particularly regarding
content understanding and game appeal. It was concluded that this augmented reality card game is
effective in promoting nutrition learning, contributing to motivation and the development of analytical

thinking skills through enjoyable and interactive gameplay.

Keywords : Augmented Reality Card Game Game-Based Learning Interactive Learning Nutrition

Education

1. UNW

Tagguminassamsuaznzlaswnnsnldsugadulymddynsinansznuda

a o (%

gunwsaddsznTu laslawizlunduionsuidinnaanufifeanuasewsuaznmuilnaaimim

& 9 ! | A % @ @ a
winzaw Sio1av lgdymgunwluszozond wu mazmemiamvialindin udinlulagiuecd
mimsJLst'ﬁTaga@TmIn%mmimuﬁaaauvl,aﬁl,mtzl,msiu“ﬁa;&a@m 9 LL@igﬂLLuumiﬁnLauamulmgﬂ'a
wiun1sdunianiseedn vldaussgslalunisFou widludagtuaziniawsunidayadu
In%uWﬂﬂiwwuﬁaaauvl,aﬁl,l,azl,mdﬁagmm 9 udstuuumahiesadulngduiunisdunianisaads

o

mlﬁﬁﬁ'ﬂummm@] laiuﬂﬂiL%'ﬂujLLazleiLﬁ@m'ﬁﬁmuiwammﬁﬁa
= Yo A dl ) v A
WUINIMITEUIHIMNY (Game-Based Learning) iluuwinisniisfianaunsngolwgisou
o ° o A A A & A Aao ' Aar o ¢ 4
vhlawazaadranaildadnaddszinininanniu lasawizfeniidnwuemasuuuudjaunus 39
nizgulfiianisfadienziuaznsdadulasewitiniatou] laglddnuitsniunuanlglunatou
o = o 2 & o Aq o & A & I e oA =
avaziinldannifneaasngiy 1WATe (2023) NlFuasanaluniseuinmemans wudiiniFoud
Y & va A A vl o Aa A A ' ° Yo o &
AN AL O LA AU LA ENINITDAATLATIEH MG FINanlade inntravinlvnnSuasla
A o A ' & A o v & M o A ' ) A A
Souuszitandsuiwanniu Sszvauldiduwinnaldldiduudfnsmmayn wdmaninduiaiasde

a va a a A a a a e a iy a R ¥ [ a
mswnugnuﬂsmﬂﬁmwaﬁ taziimIiaswadlIma TLAITY (2021)vlﬂﬂﬂﬁﬁﬂq‘ﬂ“ﬁllE’Ji(ﬂLﬂleLu'lli‘U‘Y]

254



MIFIWIANTINUTANTTINUSLM YT TN 2 21uM 4 @NIAN - LU 2569)

Journal of Innovations in Business Management and Accounting Vol.2 No.4 (January - April 2026)

2YI3TUURLNA wamsﬁﬂmLLamlﬁLﬁu'jwmuﬁaaﬂLLuulﬁQLduﬁﬂﬁé’uw”uﬁﬁ'mftammmmLa‘%ua%w
mn‘%uujuazmiﬁmm"suvl@Taﬂwaﬁﬂszﬁw%wa

wananmslginuuds aluladnnuasaasunsa Augmented Reality (AR) sufiunuimnlu
msdnwanndu Tasmnalulad AR Wwnaluladfinsulanadawdrnulanass Mliouaunain
TanmuiidtaurnvunaninwiaseraTauuuiioa nd ‘%0‘53EJLﬁlllﬂmllL‘ITWSLQLLmﬂ’J’]&J%’]ﬁulﬁlIuﬂ’]iL%qu
la@ninFeuuuLey wITefiHwD0INTIARATOE WNWDDT UATATAE (2022)uas Digaild BenenTuna Uz
Atz (2025) usadliiiuinsdszgndldinumiaiiuniuinalulad AR FNILRUNAFNOND IS
Souuszuingilavesgiouldatadinday

agnalsfiany s1m3sefruInsITamM N Fafns wnalulad AR whrunumiale
u‘%umaomiﬁﬂujﬁaamsmmsﬁmauﬂgumimmsﬁ'mmzauluu@iaz*’ﬁwfyaﬂ'wmm‘hu ot
Eﬁﬁ'ﬁﬂﬁﬁ'@ummum%ﬂﬁl%mﬂiuiaﬁmwLi’]m%aLa%uLﬁamiﬁﬂuj’tﬁmﬁum‘smmﬂu%%ﬂ‘s:a‘iﬁ'u
IﬂmjaLﬁusl,ﬁ;;ﬁﬂmﬁ@mﬂ:ua‘vqmamulun’m’%sug”l,l,a:mmsm@ﬁﬁ“ﬁagaﬁmmimmﬂﬁdwﬂifu NINNY
Tdaaununisaassuazlutaaanis 3 86 msnaunawinalulad AR WAUTTULINNANTALLY
Turn-Based ‘ﬁ"’ﬁaﬂiﬁ@L&iuawm'liniéT@]auLLa:L‘%'smfmimmsmumimmum%@a’%a WaugaaluLanoms
WUD 3 96 WiaNITUUAzLWULLLLIEE Ina] %na:a:ﬁauqmmwmam”’m:m@i”wﬁ%ﬁﬁﬁmﬁﬂﬂﬂ 3 3zqu

o

leun “wei—Undi—a" wﬂﬁcﬁ?ﬂummﬁnﬁm'smé’mw"’uﬁ:quqmmmazqmmwiué‘nwm:ﬁlﬁﬂadﬂsJ

U

2. JanuszaEIan1sIoy

2.1 Lﬁaw"’@uu'lmwms‘mﬁlﬁmﬂiﬂaﬁmmLflm%aLa%wﬁ'm%‘umiﬁﬁug”l,ﬁmﬁumsmmi lag
uaaInaluas 3 dduszdayamIanmisiuniia

2.2 LﬁaLiﬁﬂuLﬁimwaé’quﬁmmsﬁmujﬁauLLa:v\é’omﬂ"ﬁmuﬂﬁ@mﬂiﬂaﬁmmLflm%o
LRI

A = = vaa & a a a
2.3 LWE]?[ﬂH’]ﬂ']']NWGWQIQTQGQ)‘L"HWN@]QLTTNTTTSWL‘V]ﬂI‘H:[ﬂUﬂ')’mll.ﬂu‘ﬂi\‘ll,ﬁﬁw

a Qo
3. amgmg1uwaommaa
o A a a Y 6 & a a A oA o A
3.1 uniFanitpuiiwnumieanuiduaiagiu (AR) dasuunauiiiadanIaImITnadiien
gandreniouetsluudnynIahanszey .05

. 2 e o A R
3.2 WnlpunSouiiwnamiannuduaiugiy (AR) danudaneleegluszauainniuly

4. NUNMIWBITIWNITIN
4.1 mssewilagldina

maspuilaslsinyg (Game-Based Learning) nnihanyszgndltlunuidoaiunisdnm
e naInnIiaiuiau LLa:waé'aJQﬂﬁimaﬂﬁﬁumaa@ﬁwﬂﬁaﬂwﬁﬂs:ﬁw%mw NUITLVDY
Deterding et al. (2011) a5un83189AUszno VAN LT I2ULAZIUK ANV E ez STUTUNUS
mmsn"ﬁ’sﬂns:éql”mmgah’tunwﬁmf’[ﬁafjwﬁﬁfﬂf%wﬁ'q; URZ9IWILVAY Hamari et al. (2014) Wui1ns
ﬁnmumsl,‘*ﬁul,uﬂﬁl,%'muj?mmin"ﬁaﬂLﬁummaufl,'eaLLa:waa”amﬂ%irmmsL%'mmaagij’l,'%'ﬂuvl,@” wonanit
msfnsuasiensiiiernunsldinuees Sailer et al. (2020) uaaalAAnGINaBILINAONASWENS

Souinaduanay usegsla uazwndnssumaitou;

255



MIFIWIANTINUTANTTINUSLM YT TN 2 21uM 4 @NIAN - LU 2569)

Journal of Innovations in Business Management and Accounting Vol.2 No.4 (January - April 2026)

TuvSunvasmsfinsnludszinalneg a1y 19650 uazgidns adawem (2023) lddnwnis
lduasanulunaFouinnmant wuinumusamsdisanudilibufiemussanyinuznisia
3Lﬂiﬁ:ﬁmaa;§ﬁﬂuvléfﬁ°§u Famaansasnuiwisuues U1sma %ul,ﬁruu (2021) ﬁwudwmﬁmmiﬁwi
TaglduasanudugmmusaviumsdsuinnasFeuasoliisowdlauwfadusuuingld
Chi

Mnawitasnaauaadliiiuin ssdlsznauiBel fiunutuesina MIszULAzIUG AW

a = o o ' nl a 1 e Qf a A I a
nInig LLazﬂﬁﬁ(ﬂ(ﬂﬁ‘bﬂﬁ] JUNUINTIATYADNIILWINITURIBIIULURSNIRUE NDTNIINIILIL W BT UUUIAA

& '
A =

Augmiinnldlunsesnuuuinumsannuiduwitasiulunuisoi Taofdusidnm ldud annaf
130981381913 wazauNanelavaarisou
4.2 msszgndigmaluladanandneiaaalunsdnn

waluladanuiduaiassy (Augmented Reality: AR) Lf]umﬂIuIaﬁﬁwmuiagmaﬁam%u
LﬂTﬂﬁ'ﬁJamwLL'Jmi’am%aﬁﬂﬁ;jﬁwmuﬁﬂuaaLﬁuLLa:IGT@auﬁ'm]”ayalugmmumuﬁﬁvlﬁ Baflswiee
2849 Garzon et al. (2019) ldvinmsesesiiAgnumsld AR lumsdnmn wazdlwidiuin AR Suaita
UINdaNARNENM TSI WNIINAMIANBVEI Chang et al. (2022) uas Radianti et al. (2020)
waaslAAuinnsld AR mmm’ﬁ'mLﬁ'mmwmﬁﬂaL%aﬂuﬁ'ﬂﬁmz’ﬁaUlﬁ@%ﬁmﬁﬂmﬁamﬁﬁmm
sudanlaadn lapawzluilomfidasmsmiuaasnadonwniamuda aninazdiuldinmalulad
AR 5\1Qnﬁnmlﬂumsw"‘wmﬁaﬂﬁﬁﬂuj’lﬁansz@jun’mﬁmujlutﬁamn wenanit Legaki et al. (2020)
FlrAnwinnsldinaluanusue Challenge-Based Learning mmmLﬁuﬂi:ﬁ'ﬂ%mwmiﬁﬂujuam%d
Uszaumsoiiifl faunusgelddninnsFouuuuasids

@T@fusl,mm?ﬁ'ﬂﬁaxﬂi:qn@ﬂ*’ﬁmﬂiﬂaﬁ AR luansmenisuaadluiaaeinis 3 Jduwuy
L‘%ﬁavlmﬁl,ﬁa;‘Tmummum'i‘ﬂi'@qﬁu LﬁaL%auimﬂ‘smum‘szﬁmiﬁﬁujﬁuLﬁamﬁwﬂnmmmi LAz
g2 o uNAaINILEINMITHIUIZLL Face Manager flugadfnineazas 3 3200 %aﬁaﬂlﬁpjﬁﬂmiﬂa
mmé’uw”ufsmi'mmmum:qmmw"lﬁaLi'mLﬂugﬂﬁim

43 namiafinswmnalulad AR Lﬁamﬂ%ﬂuiﬁﬁufnmmms

ﬂ'm'%‘ﬂuﬁﬁwﬂnmmmnﬂu?oéﬁﬁ@@ianﬂ’ﬁ'sﬁﬁlu@i”lmaoqmmw Lﬁaamnﬂ's’mﬁlﬁmﬁu
sImsinadangdnssuniuilnaainiszasnnas S nwisuas Baranowski et al. (2016) WU
mummsm"sﬂLﬁummi@i”min%mmma:daLa%quaniiumiu'ﬂnﬂmmiﬁﬁmaa@dﬂﬁ wananit
MIAN®1284 Lu et al. (2021) melﬁl,ﬁui'lmﬂﬁﬂuLﬁamn’%wﬁeﬁﬂn’ﬁmmimmimj"smﬁwmmj
LLa:ﬂ”ﬂuﬂﬁﬁmqﬂmema{ltjﬁ'ﬂuvlﬁamaﬁﬁfﬂé’m"zy LAZIIBIVLVBI AUNYT TILUYATUAZAME (2568)
sanuuumiamwisznasamisihuiminuiuma uladenuduesessa Lﬁ'aml,a?umsﬁ'mj
DWNTAUABEIN SIRTALTITE HamTEnEuaasHIFwINseanuunafinawnalulad AR
aaInaien I anudila wazmyansnamsiesdulddin axaulwiiudednsmwuasniiedn
wanuwinalulad AR lunssasiuniasouiduemslulneldadadyseindua

nsuidspiannihituaasldfidiuin§ns@neinisldinuuas AR lunis@nmnadis
3199279 LL@iawuﬁﬁ'ﬂdauiﬁrg&jaLﬁuﬂq'umﬂ:l,@mq%ﬁw%mﬁammww:ﬁm Bagvlinunuiseinanu

WMNNISAWUY Turn-Based Whnuwmalulad AR LﬁamLa’%umiﬁyujﬁ%aaa’mawmiﬁmauﬂqunﬂ“ﬁ’sﬁs

v
=

danwnuITpiisnawinuniiamianmsinaunalulad AR ihagaasumMIGsuidulnzimslu
dAa av o ' a X
suuuunfuauiusuazihaulanindliv

256



MIFIWIANTINUTANTTINUSLM YT TN 2 21uM 4 @NIAN - LU 2569)

Journal of Innovations in Business Management and Accounting Vol.2 No.4 (January - April 2026)

5. 25ANRWNI13298
5.1 Uszrnslnn1sivn
Usernsfildlumsisuasai teun $nEausaudsandnmaaudi 1595emnauatmy
afid UAWIRUNTIN SLNaNTHUNTIY ﬁ'dﬁﬁ'@ﬁw@aﬂ
5.2 NANA28E19N3IY
dniSsuszaLataNAnIaudn 11U 25 au AatdanlagnsiienuuULaNzad (Purposive
Sampling) lasfitnmsiaaiian laun Lﬂuﬁmﬁ%wﬁﬁﬁaﬁﬂmagjlm:@”uu"ﬁwﬁﬂmmauﬁuua:ﬁuﬂamiﬁ
TINMTIY
5.3 1a3asilaf 1 lwn535
idesflefiltlumsisuassidsznande
1) mmmi’@m’mLﬂm’%ol,a%mﬁamLa’%wn'lil,'%fﬂug”mia'lmﬂmwia:?j':]ﬁﬂ
2) LmU“n@aaui’@mm@’%aaaﬁawmi 1%’?@1ﬂ'sw;?ﬁaw,l,amé'amimaaa
3) Lmuaaumummﬁqwalwaaﬁﬁwﬁﬁ@iamum‘i‘@mwmf}uﬁaL:ﬁu
5.4 YDULANITANE
muﬁﬁ'ﬂﬁq\‘lLﬁumiw”@ummwms‘@ﬁ'wmumaiﬂaﬁ AR Lﬁadom‘%ummjﬁmm‘smmﬂu
Tadszdniu I@mLf:amﬁlfmﬂsl,umm::maummmdvﬁagaﬁm‘[nmmﬂ’ﬁ ldun nynamaly (2023),
F0NUULATUINNT WRIINLIFBNRAR (2022)LLa:§1u°ﬁa§a Thai Food Composition Database (2023)
muﬁo‘ﬂ”agamﬂ United States Department of Agriculture (USDA) (2024) Lﬁal"ﬁi:qﬂ%mmmimmi
Ao uazuinglwianauemiadng 9 mnffuﬁaﬁﬁagam%‘@mm@mﬂLLa:r‘iwu@sLﬁLﬂunﬁm”@lqﬁu
w30 1y S'fiaLwiazsl,uﬁﬁagaimmﬂﬁﬁﬁﬁLﬂuﬁ'm%'umiﬂi:Lﬁummmmmwaamimmsmuma
Tvasiauluing
ﬂa;m;d“’l,%o'mﬁlﬁmﬁaﬂumimaauﬂiznauﬁw TnSuusaUT T EUAN BN auduIIUIn
25 au lasfinnmaaadliunadinaluszuuiny sauiimsaauiuugauauaNuNInala uaznsi
LULNARAUN AU THWULAZARILTLY Lﬁal‘*ﬁnﬁyuLﬁimwaé’qu%%wmiﬁﬂujﬂé’d%ﬂﬂliﬁﬂmwm% AR
luﬂﬁiﬁ'ﬂujﬁmmimmﬁxuuﬁw”@umﬂi:ﬂamﬁ”m miamazasdsutseandu 4 Tr950uas 2 twe
shunanue 8 lu waznaianaue1ws 30 lu lasfiszuy AR usasnalueamudfvatarmaudazsia
MW ALUUANUANNZEN MILUSLARTN Az TaNUATLUL TINTINTURAINaRz LU aaLLNY
malulagildlusudsoilaun Unity 2022.3 LTS dmsuwamlUsunsy §im Vuforia
Engine §1%IUYNNNIL&EAINE AR LUU Marker-Based lagllusunsa Blender lunsainsuastsuned
lutaamudArasianduernis uazns C# Mniunamaaivddng 9 meluszuy daunisesnuuy
UX/UI ¢2eldsunsa Figma
5.5 N300 NUUUIHABHAIFINGRYDILNN
MINABILNYNTaA NN TwaTIRINALRBANTAINLKINTG Software Development Life
Cycle (SDLC) F9152nausetunannisitanziannudadnis n5eentuuszuy MInaIw mMsnagay
wazmain i lduazdszdliuns lasniseanuuuninvenedwiintudananniseanuuuyszaunisoig 14
(User Experience: UX) uazdudadagld (User Interface: Ul) Autuwanusoudng 1Fmudng uay

mm:auﬁma;u;‘J]”L'%'ﬂm:ﬁuu”ﬁﬂuﬁﬂmmuﬁu

257



MIFIWIANTINUTANTTINUSLM YT TN 2 21uM 4 @NIAN - LU 2569)

Journal of Innovations in Business Management and Accounting Vol.2 No.4 (January - April 2026)

inuiinanz@mnIuian 2-8 au I@ynnﬂuajuﬁﬁums’m‘ﬁazmﬂuaz 1 luwazldsuniia
iandududuauas 5 Ty ;jl,duﬁﬁ@?"sazmmﬁqﬁaﬁﬁqmz"l.@ﬁ%mﬂuﬁau ANIBI AR VTN U 11

uARzIATH Hlauasynmaiauanuiwaauad Player Turn lagldaanuuundnmInianuuaadasnIng 1

= = a ldw
I@mmwauammu

Each Player
Selects Age Card
(L card)
Deal 5 Ingredient
Cards to Each Player
Player with Lowest
Age Card Goas First
Playes Tum
Starts

Extra Action
{Optional - Choose 1)

Random Take 1 Card

Neo Extra Action I from Left/Right Neighbar

Draw 1 Card rom
Central Deck

Discard 1 Card

Check Age
Appropeiate?
Yes

Add +1 Point Add +3 Points.
(Unsuitable) (Suitable)

Scan Count + 1

AN 1 TUABWNITHUVBILNY

1) TUABUNNIFUNUNSA (Scan Phase)

s A o o a v < & A @
lu%uﬂl,ﬂ%u EdLﬂuﬁ']ll'ﬁﬂﬁLLﬂ%ﬂ']%@j@]q@]UvL@]qﬂq@]ﬁqwﬂiﬂ I@Uﬂﬂﬂidﬁﬁmimmu HLG%
v 6

ADIARWIANUNIILEURUNIT “AU” ®I0 “HIW WINLRONNK HLEWIZININIAaIlwnaINInas lasy

a
a d

ﬂ:LLuumummmmzamaﬁ"@qﬁuﬁumﬁwam"’m:m T@ﬂi’@\q@uwmm:am:”lﬁ%’umuﬂmuu P
Q. a dl 1 Y d 09/’ ; v 1 a U A 1 =) 1 qul 1 =
mqﬂwﬂumm:amﬂmwmmuuu 799 ;dLaummsnﬂuvlﬂgaqwuﬂumam‘fummu wARINLREN
' o = & & A oA 'Y o ) o o ' o v ag
iuianaziiunmisaluiuliludaveltlusevdaly dmiumsdivdmizmasu anafmualdiiiu

a o en o A A o oA = A v o A @ oA A X
E‘T%s"!(ﬂi@]EJE]@]I%&J@W]WV]L&laﬁdm%ﬂ%ﬂiﬂ‘lﬁudlu LWEll‘lﬁﬂ']i@]’]L%%LﬂNﬂii‘ﬁULLaﬂ:@lE]L%adEJG?.I‘H:

258



MIFIWIANTINUTANTTINUSLM YT TN 2 21uM 4 @NIAN - LU 2569)

Journal of Innovations in Business Management and Accounting Vol.2 No.4 (January - April 2026)

2) TUABUNINTEYNLFINITRIN9ATY (Extra Action Phase)

1 A‘y =3 v 1 a a o =3 o a U A Qq: U 1

ﬂauauq@ms‘u amuﬁawmﬁanmLuumsmzmLamvl,@mmmamnaaamaLﬁaﬂ laun ns
o P ' a A v % @ A 9 Y a @
IMTaNNaINaInitly %%amiqwﬂumi{wuﬂumm&mumummmamumw Impdgﬂmmmaa
ﬁum‘?ﬂluﬁhﬁm:mwwa‘"\‘iLﬁalﬁquﬁaﬂvlﬁamwﬁﬁw mim:ﬁua'%uﬁmﬂlﬁ@ﬁiummsm‘fﬂawqa

[ = n‘ a 1 L4 lll J

Twluiia quiammmnaq‘ﬂf WRZADUFUBIGFIIUANTIILEINY LA NNz aN H9Un

3) UUABUILLATH (End Turn Phase)

A6 o & A A A A4 a X v 4 v Vo &

msumaaﬁdmm:auq@mamauvlmlmaauvlwmmmu laun pdl,auvl,ﬂmmimmumummu

o
o

o A aAs  w A ada o @ ' as Y 9 am
PN aLauLaaﬂfﬂﬁJLﬂiu(ﬂ?ﬂ(ﬂuLaﬂ %Sﬂi%ﬂit%'ﬂ&lﬂ”lﬂ“ﬁi:ﬂﬂLS\‘JﬁNWsziLau L'V]S%ﬁmﬁuﬁi@I(ﬂﬂa@IuN@]

di CZ) a A ‘:i a6 1 s ' % 1 1 o a
Luagmuﬂuﬂiu%uﬂu mﬁzqLdauvl,"uﬁmmiuamo‘*ﬁmﬁ]umﬂﬁTmamwmnaﬂmmazsauml,uuvlﬂ
atnadusndsy anaNUFLER LAZINEIANNABLLaIVaINY

Waulun13auinu (End Game Condition) inwazfugaasdafifisuaularazuunldaa

wWhndnuninua lia9min ‘vﬁaLﬁa@dunﬂﬂuvlﬂmﬁam%@luﬁa vsﬁ'\ﬁnnﬁu’tﬁ@muﬁwmmgﬂmuuu

=

FINNIRNA I@Ugﬁfﬁﬁﬂﬁ” 22 ATLUWADY %%aﬁﬂ:l,mqudﬁq@Lﬁanﬁwm a:nal,flug’ﬁuwadmu

m‘sﬁmuﬂLf‘iiauvlmmsaum11ﬂ”dﬂﬁh'aﬁﬂﬁ@,aummﬁnﬂizLﬁum'luﬁwﬁwammaﬂﬁasmfmau Ua
°1hﬂlﬁnﬁmw”uﬁqﬂ?;uqﬂﬁf@Lw,
msimnaLdmanef 22 azuun ma’mmimaauam@laLmlLﬁalﬁswmmmﬂéu@iasau
ayj’ﬁlﬂi:mm 15-20 W17l sfiamm:auﬁ'umﬁﬂmmmausl,waa;gﬁﬂu
Tumstsunisanuazdsindiznoy 2 drunsnaaniaussuatniiatunlugmsulunmsan
fdsznavludrs sruisanisigatuniaena1asns NMSFUNHNNSABNAITEIRIULEAT AR N31W
AZLUUANNANN AN RNTDIDNANTAITIITE NS R RERINFI8ZATANUAZLI LLa:agﬂwaﬂ:LLuw'ﬁu"l@T

DONUULUFAIAINIITNN 1

A1919% 1 MIBONULLRTNBLAUNRLATY

%198 aduny %190 aduny

 — 2 " —— " — A

] 1) niealsuLINYsTnaueie (e 3) wihvaluymnand 6 1

' ﬂqm’%’:u uwaztuaaniny f iagaéi’m:m,l,du,l,ﬂﬁﬂum;‘JTLdu,

. (= NAM, AZUBUIIN LA
o | | 22y

]Fﬁ 2) mi9aLEaniazATUAAITa e 4) wihveaunu AR 1 4 1y

’ Wandiauld 2 fis 8 Fiau 7| | Teyadanzas, fin @uaon
sunw), Taya Janau @uaon
aunu), navluniheenaunin

o

259



a '
M13191 1 (618)

MIFIWIANTINUTANTTINUSLM YT TN 2 21uM 4 @NIAN - LU 2569)

Journal of Innovations in Business Management and Accounting Vol.2 No.4 (January - April 2026)

#1198 asu1y %198 5118
— e e = T — ”
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a
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¢
5.6 N19aNLUULANNIIA
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LAZIMTULATRITENAIIAINNTIN 3 NFDANRBINLTIIVDIAINZAT

M157190 2 iagamimmiﬁmm:aumumﬁwaom%ﬂ@‘ﬁa:m

2Ty (6-12 1))

$CHROL MALE
FenFuuuy

ssamsfisndumalnmnms
- Tuséu (Protein)
< laiurfiad (Good fat)
« Sandiuilsin (Vitamin B Complex)
* TIQLAAN (Iron)
I TESNMIlnTWINT
« Agndiwia (Vitamin A)
« Aadud (Vitamin C)
- uaaLde (Calcium)
- WagWa3& (Phosphorus)
« §INR (Zinc)
- lala@u (lodine)

« wunfiiFay (Magnesium)

S
SCHOOL FEMALE

SUSTHUNTIY

gsmmnsndumslaswins

- Tuséu (Protein)

- lasiurdiad (Good fat)

« Aanfindsau (Vitamin B Complex)
* TIQLAAN (Iron)
ssmsEsNmMalaTwng

« Aaduwta (Vitamin A)

« Aandud (Vitamin C)

- uaaLdey (Calcium)

- WagWa& (Phosphorus)
- Gadion (Selenium)

- §9NeF (Zinc)

- Iaa (Folate)
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M13191 2 (AD)

2eIuw (13-19 1))

ﬁ’]ia’m’]iﬁﬁi’lLﬂu"{ﬁdlﬂ‘ﬁu’m?i
« Aadud (Vitamin D)

« Aanfund 12 (vitamin B12)

* IGLAAN (Iron)

« §anz& (Zinc)
ﬁ’]ia’m’]ﬂﬁ%uﬂ’ldiﬂ’ﬂ%ﬁﬂ’ﬁ

- liséu (Protein)

« §anz& (Zinc)

- upaLGew (Calcium)

)

3
an e
s

ﬁ']ii]’m']i‘ﬁﬁ’]Lﬂuﬂ’]d{ﬂ’ﬂu’m’]i
« 3adud (Vitamin D)

« 3anfind 12 (vitamin B12)

* TIQLAAN (Iron)

« §NeH (Zinc)
ﬁ']ii]’m']itﬁ%&m’]ﬂﬂ‘ﬁu’m’]i

- uaaLe (Calcium)

« §NeH (Zinc)

- Iliaq (Folate)

Jui e (20-59 1)

gsmmnsndumslaswims

- Aafiudsin (Vitamin B Complex)
« Aan&Aud (Vitamin D)

- upaLdeun (Calcium)

- uunfiBoy (Magnesium)

« luazdu (Niacin)

« AanAud (Vitamin C)

- lawr-3 (Omega-3)

I IMTES UM lnTUINg

« Aan&Auf (Vitamin D) + uaaidiun (Calcium)
- lawr-3 (Omega-3)

< An&Aud (Vitamin E)

ssamsfisndumalazwms

- Aadiuisin (Vitamin B Complex)

« Aafwd (Vitamin C)

- uaaLdiuy (Calcium)

- laladu (lodine)

- TawM-3 (Omega-3)

IR NIlATMINT

* TIQLAAN (Iron)

- uaaLdie (Calcium) + AaAuA (Vitamin D)
- Iiaa (Folate)

msmmsﬁl?ﬁﬂLﬂumﬂﬂ’nmms
« 3an&Aud (Vitamin D)

« Aandfiud 12 (Vitamin B12)

* ARALIF (Cholesterol)

- upaLdeun (Calcium)

- uunfidou (Magnesium)
ﬁ’ﬁa’]ﬁ’]ﬂﬁ%&l‘ﬂ’]diﬂ‘ﬁu’m’ﬁ

« 3an&Aud (Vitamin D)

« Aafiud 6 (Vitamin B6)

« AanAud (Vitamin C)

- Tal™-3 (Omega-3)

ﬁ’]iﬂ’]ﬂ’ﬁﬁﬁ’]L'fluﬂ’]diﬂ”ﬁu’]ﬂ’]i
« 3an&ud (Vitamin D)

- Aandiud 12 (Vitamin B12)

* ARBLIN (Cholesterol)

- uaaLdey (Calcium)

- lusluladn (Probiotics)
ﬁ’ﬁﬂ’]ﬂ’ﬁlﬁ%ﬂﬂﬂdiﬂ’ﬂu’]ﬂ’ﬁ

« 3andiud 6 (Vitamin B6)

« Aedua (Vitamin K)

« 2w (Vitamin C)

* ABLIN (Cholesterol)
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M13199 3 @Tﬁazhanﬁﬂi’@lqﬁuLLazﬂTaQaIn‘*nmmﬂumu

#@1991%19 MNI #1991
§1397M13aN (Main Nutrient) §1391%13WaN (Main Nutrient)
« Sandiud (Vitamin E) « Wwa¥ (Fiber)
« lu3ud (Healthy Fat) « Sanfiud (Vitamin C)
mulizlumi (Benefits) qmuszlumd (Benefits)
- thysialauszzuunaaalion a . ﬁaﬂﬂauquﬁmﬁn
- JasiumaFanvasioag . muqmzﬁuﬁwmzﬂmﬁam
* TIUQUARINTIDL o min arnix . La‘%uqﬁfjuﬂ”u
§17DIMTILETY (Additional Nutrients) {::E §1391W19L& 33 (Additional Nutrients)
- Tuséu (Protein) .._.?::__.._. - wAdin (Pectin — tduloazansin)
« IWwaf (Fiber) P - M3duayyadane (Antioxidants)
usmq (Minerals) %Mvw U319 (Minerals)

- wuniliden (Mg / Magnesium)

- uAaLay (Ca / Calcium)
7295filmanzau (Suitable Age Group)
« Jt3u (Adult)

* Wg9ee (Elderly)

- InunaiBes (K / Potassium)
Fagifmanzan (Suitable Age Group)
« Jt3n (Teen)

+ dlwnj (Adult)

§1397W13%aN (Main Nutrient)

« Inunaides (Potassium)
qmulszlumi (Benefits)

« Snwanuaulafia

. ﬁuw‘.wé’amuiwmm
§1I9IMTILETY (Additional Nutrients)
- Tu5@u (Protein)

usmq (Minerals)

- Inunandon (K)

- uunfiday (Mg)

42958filwanzau (Suitable Age Group)
. fﬂju (Teen)

« dlwaj (Adult)

CORIANDER
wni

s

§1397M13aN (Main Nutrient)

« AaNwLa(Vitamin K)

« Jenduta A (Vitamin A)

< lWiua¥ (Fiber)

Qmﬂiziu"nﬁ (Benefits)

« TIUAANDLARLADTON

* TAVHAUDINIT

* NIEdUMIINNWIBITEILGaNaIT
139131833 (Additional Nutrients)
« Aeniud

« AINUALYAAFIT (Antioxidants)
usmq (Minerals)

« uAaLdaa (Ca / Manganese)

* TIQLAAN (Fe / Iron)
FagipRmanzay (Suitable Age Group)
- dlwnj (Adult)

* {y9ang (Elderly)

6. HAN13298
6.1 HANTINAINILNN

mnmsﬁwmLﬂumi{ﬂﬁ’l‘ﬁmﬂiﬂaﬁmwnﬂm%aLa'%uLﬁamiﬁ'ﬂugﬁﬁmﬁum‘smmﬂu
F3013281 T UULRAIRININT 2 — 5 INEIGL 15UIINNNA 2 (D) a'au%fiwamw’%'mﬂuﬂﬁwamﬂmm
watwatagu deznaudiaiy "SuLny” dwndudngniniRendazas wazu "eananin” fmiula
waUwWRLAT

MW 2 (@) wihsamaliandaza iz iwngian ;&“LdummmLﬁan@]"’m:mﬁﬁaaﬂ'ﬁvlﬁ
INNIRAA 8 WU Faudsanagasiouazine leun ToiSou, W3, Q’l,mg WA iDL \alRandaazas
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v XK 1 d' 2 1 v 1 s 1 d' v a d' v
WiI39na1ly "Start" iNaLdgREIIeMTIARINANAN §21 NN 2(A) uaasniunaniiduninae
frTudLiuwnu I@ﬂﬁ“ﬁagaﬁ"sammamﬁmuu wazunInIUANMlIzNausunan 4 1u ldun Play
#uIuLdandpIgwNRNITA AR &% ‘Next Turn’ wWalldouianily ‘Rules’ S1M3UQN@nT Waz ‘Score’

fNIVURAINZ U] ‘571&lﬁ\‘ll!Nﬁ?%%ﬂﬂﬂﬂﬁ]’]ﬂ%ﬁ’m’]ﬂﬂl%

pnl] A
e
=z

Exit

(9)

AINN 2 EIBNIINABNY

2NN 3 %ﬁﬁﬁ]mﬁa@dun@ﬂ'u 'PLAY' kol WRATHAZIANA89 AR, NHis Lol B0 9883

o & o a Aaa ' Ay , . X 4 A
Vl,iJmmimmqﬂtu FULALFAIINLAR 3 DAVBIDINT IWITRININIRUAK azditfy 'Eat Unngiin Tailla
ﬂml,ﬁqumuaxvlﬁ'?umLLuu Tapazld 3 AZUUWAINAIRITIRNIZRNNUTIIIDVDIAINAT LAY 1 AL

1 JQ& 1| o o 4 v Qs a ﬂ‘:
mnmmﬂummmu uaﬂmﬂumﬁq:u 'Info’ mmun@Lﬁagﬁm:tﬁmmagammmq@uuu6]

score 0

“. v v
ANN 3 AWIRUNY AR LLatLLﬁ@]\‘l"llaHaﬁ’liﬂ']‘lﬁ’li

~ o A X { o !
WA 4 LRAININIBLEAINAAZUUY (Scoreboard) T99zLlINUnLilarlawnaLw ‘Score’
PINRUNBMITLEURAN I@Uﬁ]:LLamswzJ%aLLa:ﬂ:LLuwnaa@duﬁ'\mm w%’auﬁaﬁ'ﬂé"uﬂ“ﬂﬂm’%'mﬁnﬂ;é’ﬁﬁ
AZUBUNINNGR (BLUUKEA) Vlﬂﬂ'dcjﬁﬁﬂ:uuuﬁaﬂﬁqﬂ Hisuaansanaila ‘Close’ tNadantiensuas

ﬂﬁ'ug'mﬁ'm anm e le
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scome o a i
/-/’ / s

Close

ANN 4 AEURAINZU LY

WA 5(n) WinaauaaIToYAAI8LATVBINLA (Character Info) %w:ﬂﬁﬂgfmﬁa@duﬂ@
1Ju “Info Character” uumau%a;jl,dmnﬂvsﬁfwam‘ndu%é'ﬂ (Gameplay Hub) lagaziaasneazidaa
301NN T UNEAIT LTI T BUAZINATEIFIRTAT LT FITETMIIRENTITHNMLABINT §1TONRITETH
wziwe uazmiazlomiyesasanmisudazsiia Lﬁalﬁ@,ﬁimﬁﬂamwﬁ'}ﬁ'rymaamimmﬂuﬁmi'ﬂ
PoIAULEY Hlauau1Innau “Close” wadawihesuaznavlusimteanadunanle

(7 ==

 scHoOL MALE TuSoum 1
- msnmssdntéwedsens
= B (Proteinl |
n e ‘
@ S8 Vi ) Compen]
8 Sl fron)
+ et s
* S A Vtamin &)
T S € it €Y
woauota Phosphoresh
-
. dered (Zinc)
s agream)
oy s tusd.
+ wmmmtatulosonms grasnbuada
e
R
]
b _4
.....
M) ()

AINN 5 ﬁﬁﬁLLam"L‘TaQa@ﬁa:m

NMILRAINAVDIRNINA182AT (Face Mood System) mmmLﬂﬁﬂuvlﬂ@nuﬂumuﬁgmu
1630 waasasnwd 5) lasnanisnaseuluaaiunisoiassugaslitAiuinrzuuidfouaninle
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heduuazauaiunaiouidaldnay
> -‘:{ =) v
6.2 HAFNONDNINITITENI
mydsziduldninmnaSouinnazuuunaseunawiouuaznanion lasduuunasay

TIRUA 10 T8 WU NANINARBLNLLULNARELANNIT AW TIULAZARILTUUNL IIAZULUIIAREWAITEY

264



MIFIWIANTINUTANTTINUSLM YT TN 2 21uM 4 @NIAN - LU 2569)

Journal of Innovations in Business Management and Accounting Vol.2 No.4 (January - April 2026)

ga"fm’m 3.24 \ilu 3.92 ;ﬁﬁ?’ﬂvlﬁﬁﬁmi’imﬁzﬁiagaﬁaﬂaﬁﬁ Paired Sample t-test tWaLUSauifioy
AZLUUNOWIULAZNAILILY wmfmzLLuu%é'aL%ugaﬂ'jﬁriauL%uaﬂwqﬁﬁfﬂé’lc«s]”tyﬂwaﬁaﬁszﬂ”u .05 (t
=3.10, p < .01) %@a:ﬁamﬁﬂmuﬁmmﬁﬁmﬁ'i_lmsmmnﬁlu%wé’amﬂ‘bﬁi:uumwmﬁ?@] AR LEAIAI
o197 4

013197 4 LRAIALARDUATRIWDBILLUIATIIUYBIAZUUUN DT ULRTRAITUU (n = 25)

MINaFY Aady ) S.D.
fowIeu 3.24 0.81
NRILTE 3.92 0.74

6.3 N15UszIdBEaAN1IIIY
Y A A & A o & ' a ' A '

AMIIAYIEENTAINVBIM AN WA WU RlaswLINTU T AW D% 2 FIuAe §IU8INTT
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LRTHAILILY

} A < o = A9 o i} .

I IUszidnanuianelrazluuuseunnuanuninalafnltuiangInlszunme 5
920U (Likert's Five Rating Scale) 19% m*sﬁmmmLaﬁﬂslfgﬂl,mu"ﬁ'n (Interval Scale) lasfmuuainast
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W WINSUUTUNTINAN N D UFUI NI 25 AL
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ﬂ:l,mugaﬁq@ 1A aMuEnlaraInITHNIHaE AR AN 191828935 NTLE% LLazgﬂLmuIm@a
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A19190 5 Namiﬂsuﬁummﬁaw E]l‘-D"Il AN QIL"I%/@] 3] Lﬂllﬂ']’ﬁs@ L& ﬁ%ﬂ{]ﬂ’]‘iﬁﬂ%iﬁ?’iﬂ’]ﬁ’]‘iﬁ’) HING ﬂI‘H’Iﬂﬁ
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s1anmsissidin Aade s.D uwdawa
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s1an15UsLA% ALRAL S.D wilama
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o
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ANUEUN LUMITUNUNTAUAZRE AU AZI L Fousasliifuinmiaanuuuszoy Ul mdnnguasluies
919113 uazna lnvesnuaNsanaUsweIlTEaUmstinsliuldaainifilssantnw Giseandasny

o 6 '
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