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Development of digital learning media in the title "Reward" based on entertainment-

education for promote basic virtue helpfulness of undergraduate students
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Abstract

This research aims to objective follow as, 1) this work developed digital learning media with the tite "Reward” according to
entertainment-education for promote basic virtue helpfulness of undergraduate students. Next, efficiency evaluate of digital learning
media. And last, the study aimed to explore student’s perceptions of digital learning supplementary media. By preliminary experiment,
the population and sample used in this research were obtained from purposive random sampling technique. The sampling group is 30
Thai second undergraduate students of Animation and Digital Media Program, Bansomdejchaopraya Rajabhat University. This research
used instruments follow as 1) digital learning media with the title "Reward” according to entertainment-education for promote basic
virtue helpfulness 2) media performance assessment form 3) the digital learning media certification form calculated by the index of
Item-Objective Congruence (IOC). The score of content is between 0.67-1.00 (the accepted value is 0.5 or more) and analyze the data
by using mean standard deviation. We also found that 1) the digital learning media on the title "Reward” with the size of 1,280 x 720
pixels and length 2.09 minutes. This learning media developed in accordance with entertainment-education principles and this helps
promote basic virtue helpfulness. 2) The digital learning media has been assessed by 7 experts with high level of appropriateness (-7-_'
=4.71 S.D. = 0.49). 3) The digital learning media is suitable at a high level (-'f =4.37 S.D. = 0.63).
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