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VISUAL WORKING MEMORY IN PRIMARY SCHOOL STUDENTS USING A COMPUTER-BASED
ACTION GAME: AN EVENT-RELATED POTENTIAL STUDY) ARugn3SuNIIAUANAEINIS: L3

Taugu, A.0., Usugn uiuaw, Us.a., 392 wi. U w.e. 2561.
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Ph.D. (RESEARCH AND STATISTICS IN COGNITIVE SCIENCE)
KEYWORDS: VISUAL WORKING MEMORY/ ACTION GAME COMPUTER SOFTWARE/

EVENT-RELATED POTENTIAL

RATCHAKORN CHOTPRADIT: ENHANCING VISUAL WORKING MEMORY IN PRIMARY

SCHOOL STUDENTS USING A COMPUTER-BASED ACTION GAME: AN EVENT-RELATED
POTENTIAL STUDY. ADVISORY COMMITTEE. SEREE CHADCHAM, Ph.D., PRATCHAYA
KAEWKAEN, Ph.D., 392 P. 2018.

This research aimed to develop a computer-based action game by applying
the cognitive theory of multimedia learning with primary school students and then to
investigate its effects on working memory by Picture span and N-back task, and on the
changes in brain wave patterns, as they responded to a working memory test. The
participants were 49 primary school students. They were randomly assigned to one of
two groups: the first group, with 25 participants, trained with a computer-based action
game, while the second group, with 24 participants, trained with a non-action game.
Research instruments were the computer-based action game and non-action game
(Tetris game), visual working memory test, and the EEG Neuroscan systems. Data were
analyzed using mean, standard deviation, and t-test.

The results demonstrated that:

1. 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).

2. After the experiment, the action game and the non-action game groups had
lower means for P300 latency, and also for the mean of P300 amplitude 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).

3. After the experiment, the mean P300 latency and the mean P300
amplitude of the action game group were lower than the non-action game group at the
frontal lobe (FPz and Fz), at the parietal lobe (Pz and POz), and at the occipital lobe
(Oz) (p < .05).

In conclusion, the possibility of enhancing the efficient visual working memory
of primary school students was achieved by continuous practice with the computer-
based action game developed by the application of the cognitive theory of multimedia

learning.
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Game (Dye et al., 2009; Green & Bavelier, 2003) LLazammmmﬂéauwawmmmm

v v

aa s o = 1 & . . o
LUUUAAUN USRI INHALAULNUNIUTELAT Action Game ey Non-action Game %8990



Hnaunuluudl 5 hau (Feng et al,, 2007) Uszaunisadlunisiau Action Video Game
fanuduiusauiniuanuaiansalunisussananan ndiiduius (Castel et al., 2005)

Green and Bavelier (2003) lasaamudsusyaunisatlunisiau Action Video
Game hilenuduiusiunsfivturesauamsoduifduiusuazaldla mside
TutagiiuléfunisesnuuulinsaaoumudiniussevineadUssamitdssanseny
soUszaun1salnsiau Action Game Tudesmssudmunmiiaduiuduaynsuszanana
MeD1THalNERUsEAUN SaluNSIAUNLAUGEIIY AUTEAUAINEINIIEVBINTTIAULNY
mamiaawmﬂgm n15fln Action Game dsraren1slUAsULUAYBINTZUIL
MaiAnfiuduTeImLAIad U NERGUTUS (Green & Bavelier, 2006, 2007) &N
mawdunavaedlug Turnefinisfusmadsauuaenginssusnasifnduannsiauny
15-20 wiusnvesmsidumnuusazats mdnaulasganaiituegfuauaunn
Tunsdnnsanudvaeintauvesiauny 1w giauluny FPS (First Player Shooter)
FossuiliuinuresteanmussrinsdunuiiAntundeuty 4 anuaemenisal
I#oghannii iednduladondediudnsinsdnhumadunuduadausnuasfinnsan
Bonldorslifimnumngay nssuaunstyaiiedos liun mnuldlauazaud
vaughaufimdniusiueddlnddatu demaseruauisalunisiauiny FPS danisiau
nufandmdmaliAnnsfistureseudwaeyiny

nstaudalewn FPS uandliifiudn Ranswanniinusdiui (Feng et al, 2007)
Hunsiinnaedoulmvownananmwadesfiausadiisdueanufudicu uenaind
Junsiinguunes 360 a9en soufienieuauznsiauny dmabiaussiaunulasouiias
iAnnsandranmuadeniimanvansigiaunudsliduinglusozusnuasnisiauina uaz
FeoudanUszaunisaimatauny Wunsfindnvgnsuusvesaueadeiiuil insigluns
iEunuazinisiasuuUasanmndesluniuain fazas (30931 MsdiduEesdiuanng
fulumuanumsaiivannvane 1wu luanumsaififiaudeaiumaluasoiiouiletiony
filssunadueeninliuagmisieguiniiuesnin ud3aduinusesenludwiulni fe
Mt uazfiauazdesaunslaensiadeulmlingou q e deflaunuegly
anmundouiliifuieg yhilvauesdiosinsuandianuiidumuagidumasiusig o
voamadunlassaludd wliAenstindnue Beiufivosauesfistuananimwindon
Aflauvannuaneuansety

wqwﬁﬂ'ﬁﬁauiﬁawmmqﬂm@ﬁ (Cognitive Theory Of Multimedia Learning)
warunlag Mayer (2009) IfeunetieiumsiSeusiesiadfiiedn iunsdunnud
vapunmadenlswesmnudisyezen lasendeliaafidelunsimiilunisnsgsu

v ad

Aanssumadaygvigiseu Welnsiseuinndesiasiifeanamuasides anUssamndua



muagyamady danueeuiamedidudunivesiaffidefiflesduseneuvasnmuasides
fannsansgiunsihauvesauesldiduogie

miﬁmqwﬁmsﬁauiﬁawammaﬂﬁym InimLnLAeNRIme S oNmuIAIILS
YU aunsavilalaeniseeniuunuaeuImesinuLeaty Iaertadamean
Tunseenuwuy nstiauesiaiiifefidfyves Mayer (2009) léun 1) nsunauede
Fomuuazns1iin vliiAnnsEouiaiininnsBousedenuiivsegnadier (Multimedia
Principle) 2) Mathiauesedonmuaznsfiniisenadesiu silrAnnsEeuiiani
dlethanl3lndu (Spatial Contiguity Principle) 3) nsihiauasietonunasnsiiin
faenndeafulunanfiertu siliAnnsBouiiinninsitauenudfuseilesty
(Temporal Contiguity Principle) 4) n1stiauasiedanny nswnnsaidssvinlviin
mM3Feuiianii delflameiiftesiliinniAunuduiu (Coherence Principle)
5) msauafsamadeulmuasideswssons ilmAansGeuifianiinisiiaue
shenmedeulmuazderuluntiae (Modality Principle) uag 6) n1stiiauesie
amiedeulmuazideaussens viliiAansGoufianin mstiauesenwadouln
\deeusTeny wazdemnuluminge (Redundancy Principle) a1nvanNN13AINET 6338
Iginmdnnns 2 4o Téun ndnmsiiaussedemmuuasnsfinfidenndosiu vilAn
maBeuinaniudetaus ilndfunazndnmsiiausseteiu nsilnveidesneliin
mMeFeuiianiudelfianziiietos liunnifuauddy uldimun Action Game
duina Non-action Game (Tetris Game) Wunuditinidomsnunsiauninuaeyiiomes
dnlngiunldlunsdieuiteudouiununenfinnes invamuntudunudiiindnns
fio Wiunsmyuvean el ingiduudenvauamnanaslusumissunssiiass laiida
Fosieszninauden avgldnzuuy WunsiindinvensinunsusawasRduiusidueded

MATeRRnwIABIRUIRTeInIkar 3 3ARTid LI uigURUUNSARK
Falidaau anmsidenuin maduialenudamaisenisian vilifinawanuns
AUNNTUDTIU (Blacker & Curby, 2013) ammiLﬁ@ﬂq;mﬂW'ﬁmaqﬁmwﬁéamamwu
sioanenn (Vallett, Lamb, & Annetta, 2013) Uonanni kaaINMsANITRTLIN N13idy
Alornniiuluvliiadymanaldlaludn (Swing, Gentile, Anderson, & Walsh, 2010)
namsiTenandifiuin msiduinleinudssasemsldlanazuiifinsuimsians
TosaNaIUATY srernaTlunnevauawoAni iaunainiu inuneufinmes
daBuANANNTAIUNNTSARLARLEY Tieduasunsseud dudsuesualliiniiensuald
figuamaniia wazduaduiauinisiBous

msawinleinudmaiuaznadedoinuinisiuenuldlavesiofinuaznguiogu
fidseiannduielng wardmansenumsuinuasniausomLaNIIMInT3an
mﬂﬁagiyﬂﬁl,mﬂﬁhﬂﬁu (Colzato, Vanden Wildenberg, Zmigrod, & Hommel, 2013)



Y

PNMIANYNNETHALIIBMNL Tt UNURBNNINeS ntdulnaiWmuinag
[ 1 b4 =] %4 k%4 ! o = [ Y Y da o 14
Waunlaegaiuanuaunauuvseliaug wiinuiiauduunlmidudinsegunainla
AhauinnsiNANNTIvaETuasuNld Ineddmguilunisiauinuaeuiinesiie
Wannaneslunsiiiuanudvaeinumunm edslinululssmelneuagsnsssmne

v o

AIdedsaulaiaulusunsumeuiamesussinninuueatudmiudnSeussiuussaudng

=

Wiedaaiusimuinsteus arwd iunuilifanansenudentsiinauguussiniiisie
#in Besnsrunuhluidloinidunuud oadsmansgnudenisinaugulsaininlude
winuazianinalaglivguidusniunsesuieeudenlssszninmsiaunuiuns
FufuvesnnuaasonsiRematiyan
SruiideisldaieuimnssmnuueadulmidmiuinGoussdulsouing
Imanizqmﬁ‘wqwfjmiL‘%auiﬁamaumaﬂ@m (Cognitive Theory of Multimedia Learning)
Jugrulunmsiamnnuuaziinuueadusananlviinieiiunnusivagyhausunm
nadaUHaTaLNN NI IAmangAnssuas aauliihauesditusiuivanisal Tagld
Usze NARMIMINALIUIWN SUABLTT IR NRINIAARILNTEUU System Development Life
Cycle (SDLO) wavuinanniswaunuues Evidential Game Theory Framework 1{u
WIS IUA IR LAN LD AT mm%umaumsﬁwmmmm FIDGE Model (Akilli & Cagiltay,
2006) Wuesranuslvl sudefnyinaniseuiioy mnud1vaerinauaun e ning
Aeun1snaaesiundinImeaedlunguldinuwentu 1WssuisunNIVEIOIUATLAN
seninaneunIsnaaasiunaenIImaaeslungylyd Non-action Game WiguiguAILT
VULVTUAUNNNSINTNAFRY 581T1ngulY Action Game funguld Non-action Game
(Tetris Game) W3suifisusnindsmiuniuazAladonmgwesndulyiiinaues P300
Aeunsvanpsfundsnisnaaniis 2 ngu wazilSouAdsvosmiuninauayAedenNgs
yosndulwinaues P300 ndsnsnaassszninenguld Action Game fungaild Non-action
Game (Tetris Game) Wlothwan1s@nwdunginssuuasdundulniauesduiusiu
wignsalluldiauaudvagiumunneesinSsusely

L

ngUsTaIAuaIn1sIvY

1. Wiewannlsunsuneuiamesinuuendu sensUszgndmguiimsisousdonas
netgadmnsuiniFeuszaulssaufng
2. lassuiisunavesnislilusunsumeyiamosinuuendi funginssy fil
2.1 WhsuliisuAiadeaziuumignAesUa IR UALDILAL ARRENA
UAATEMARINWUUNAARUAUTIVEYINIUAIUAIN TENTNNBUNITNAGBITUNSINITNARDY

Tunquldlusunsunauiiimes Action Game



2.2 WisuliisuAdgazuuLAmNgNABUeINIAB UALDILAL ANRRENAN
U381 VLT UUNAARUAMUTIVULTINTUATUAIN FENTNABUNITNAABINUNAS
nmnaaadlunguldlusunsuneuitanes Non-action Game

2.3 WisuliisuAideaziuuANgNAeUeINIAB UALDILAZANRAENAN
Uf%en vasyihuuunageuauIvasinuiuAm nainsnaaesserinanguldlusunsy
ABNTIILMS Action Game fiunguldlusunsumeuiiames Non-action Game

3. WiBWSH U UNAYINS I L USBNSUADURALADS NUWDATY f1uAduWlNNauDa

be

2N

3.1 LU%&JULﬁsJUﬁﬁLa?iammﬂ%qu,azma?iammgamamﬁul%lﬂﬂamq P300
YULVUUUNAADUANNTIVUZTNIUATUATN TEWINABUNTNAABIAURAINITNAGDY
lunquldlusunsupeuiiawas Action Game

3.2 Lﬂ%‘amﬁaummﬁmmmﬁwu,az@i’n,a?i'ﬂm'mgwamﬁuiﬂﬂwamaﬂ P300
YULTNUUUNAABUAINUTIVULTNIUATUATN SEWINNBUNNTNAABIAURAINITNAGDS
lunquldlusunsumeuiiames Non-action Game

3.3 LU'%EJULﬁEJUmLa?ﬁmmm*’mLLazm,a?iammqwamﬁﬂw%amq P300
VULYUUUNAFBUANUTIVUETINUAIUNN dan1snaaes seninanguldlusunsy

AR IMBS Action Game funguldlusunsuaduiawmes Non-action Game

NIBULUIAANTIY

ngufmaiFeuddenaunstyyn o5uiei szuuiiieadesiunssuiunsmaiFoud
Yowywiley 3 seuu lawn 1) seuuiuanudtlaeysvamiuainuidn (Sensory Memory)
2) 52UUAMNNIIVAULIINIU (Working Memory) hag 3) 53UuUA11udNszeze1) (Long Term
Memory) ilefiFausudeyainlulusurandesvidonin deyatu q awgnililuraedu q
7 Sensory Memory M LasEIUeEIY azgnandbiluAnnudnvaeyinau uwm
wfinsdauasnmuasidesden q wandlidungududou ilfAamusluguuosnin
wagldes Usznannudmanidinlunufumsfifdluduvesaudlussssemviolus
funguenu$du feunsthiaueruiimednyusramluguresimilsde (Text) fuam
(Image) uagnalanUszanvluzureudes (Sound) ssaneliinnisiseuimanyilasnia
msuhauaLite3Bifen egslsfnunislidemnudsznounm SedessidluiFees
mslfumesannfiinifuly mndinisliwdeusuagiilfAanssudoyauniululuads

e (Overload)



1§ F3nsudletlymie amsfintewnadeafiewtsuinsyresaseshusiiu Visual
Processing (Mayer, 2009)

uenniigussndvdnnsiaundonautadfide Taun 1) winnsanmsUssnana
neuen (Principles of Reducing Extraneous Processing) 2) #ann15ann1sussuiang
75 (Principles for Managing Essential Processing) uag 3) nannmsatiueyu
mM3UsEIana (Principles for Fostering Generative Processing) IlgAuTUsuATLAY

nalnueamsivaniidmwasioauss e5ueldl Ae WonmeadiunmiAnnisiunw
RAntu esunelased Womueufiuardsdyaanmsiunmwludusiun (Retina) udrdsly
Fuduusramaneaduil 2 duuszamoaniin Optic Nerves) Jadudutsy amdivinem
Aedestumsueaiu Tasuteyanmitldanisfiuudddudemosdiumanda
rouflaylUAugndainanesdumds (Visual Cortex) Tnofifuriinegiiuiinanmesea
\ilaan uadea (Lateral Geniculate Nucleus) augsdiunianiia (Thalamus) 8gvna
Fruvumiefuauosiuliuazgnunaquineiseiusa Aagnn (Cerebral Cortex) Bndumiis
auieadesiuansmanesyuy Duaanfyuansvesdyaiamiueig o ﬁLﬂu%}@%aLﬁﬂlﬁU
Usyanmduiian1siud (Sensory Input) fiasua snuiuntsaundu mandadusums
Tumssudeyaiitedsldsanosdiusng 4 vesausslnedeyaisuidnnazgndsludsioaues
foyatofuialdun U 5a s 9netusionie a1 y Tnedoyaazaelousngumiail
roudslunseduanosdrundamilevienes (Occipital Lobe) Fsvhauifeaiunmssuinm
Muviisanesil (Brain Area) 1 17, 18 uay 19 dsludsaussdrumdueinszvien (Parietal
Lobe) Gwhmiinfitnnmssusluduiivszautunsivinmuandes dduddumioise
wrlsievealau (inferior Parietal Lobe) fuvitisaned (Brain Area) 7 39 way 40 udadly

[

faguluuenila (Hippocampus) Faluanesdruddgivinlaanle wielunsedulitmiudi

o

o N & 9 =
VUSVNULNUHUINTYU LEFAIRININN 1-1



Enhancing Visual Working
Memory in Primary School
Students using A Computer-
Based Action Game: An Event-

Related Potential Studly.

Cognitive Theory of Multimedia
Learning. Mayer (2009)

AN 1-1 ASOULUIAANTITIVELTDI NISLALAINUIIVULINUAIUAINVDIUNS s UTEAUUSEaNFANE TaelTlUsunsuARNRAILADS

Y

Multimedia sensory
Presentaion Memory
Working Memory
Words > Ears Selecting R Sounds Organizing Verbal Model
> »
Words x Words
v
pict \ Pictorial
icture Eyes Images -
> Y Selecting Organizing Model
> | -
»
Images Images
NOANTIN

wnukeAtuy: MsAnwmduliinaus sduiusiumgnial

- mmgﬂﬁawa&mwauau@& (Response Accuracy)

- aUfnFen (Reaction Time)

L |

AT haws
- A (Latency) adulwihawes P300

- mge (Amplitude) adulwihases P300
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AUNAFIUVBINITIY

1. nauldlusunsumauiawas Action Game YULYIULUUNAGBUANTIVULYINY
funm vdInmaaeiAaA AT LUAINGNFBITEINITNBUALBY NINNINNBUNINAADS
LazAnAsnaUiiT e maIeaes Yesniineuniimaaes

2. nauldlusunsupeuiiumes Non-action Game Vg L UUNAABUAININ
Yaupyausunw ndsnsnnassiidiede Az iy IgNFBIYeINIMBUALB AN
foumsvnasiLazAadsnaUfitemainisaass tdesnineunismaans

3. AnduAzLLUANNYNFBIYBINTIABUALDY MAINTNRRBIvaIngldlUsLATL
Aoufialmes Action Game s3nnningulilusunsuasufiames Non-action Game Wageniade
aUfse1 nasnsnaaesveangulilusinsuneuiimes Action Game teeniinauld
TUsunsumauawmas Non-action Game

a. nauldlusunsumeufinmes Action Game ndsnsvaaes firndsauning
uazANadABALgIvenaulinaLes P300 vaizvuuunaae uANS MY us LAY
UpENINBUNITNARDY

5. ngulilusunsumouianmes Non-action Game ndinisnaas flrinde
AN hasazAndsnugeeseauliiinaues P300 vazvhuuunageuaNd vy
AIUNNTBENINBUNITNAGDS

6. naulilusiunsunenfinmes Action Game wdsnisvaaes JAnadsaaning
uazALadsALgaresnauliinaNes P300 vazvuuunage UAMS UL YUF LA

weeninguldlusunsumauiiames Non-action Game

Useleniiilédsuannnsise
1. ¥lusunsumeuiiumesinuuendy fonisuszandnguiinsisouidena
malay WeiaunanudwagiauiunwluinGeussduussondnw
2. lsmsuimavesnislilusunsuneufinmefinuuondu il
2.1 MAsUNanNISIUTs U UAMNTITUE IUAUAIN ABUNITNAAEY
fundinisneasslunguldlusunsumauiames Action Game
2.2 MAmnsUNanISIUTs U UAMNTIUME INUAUATN HEIN1TVIAGDY
serinnguldlusunsumauiiumes Action Game funguldlusunsumauiiames Non-action

Game
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3. liBmanseduanasnensltlsunsunouinmesinuueadu Wlewiuemud
VUYL N VRITNSBUTEAUUTE AN

a. Isgunuundulnihauesnnsldlusunsuneufiumefinuuendunarldlusunsy
AaLWAES Non-action Game anunsanluldiugiudeyadaszdndlunissadaidele

5. awnsaldlusunsuneuiinmesinuueadudumadonlunisnssfuanes
Wewmwanuaunsavnedygiwuudy wu analdla nsudtam anudnassassa

nshavaRa wazn1sindulavesuyudsoly

YDULVAVDINISINY

a U

1. Yszons WudniSeussaulszanfne lsaseuingugsaivs duaimilos
Suneiioswayd Smiavay3 dsdaddnnuaaiiufinsinuissoufnueayd e 1
fiflguamd HutniFeulssaudnufiFeuluniaieudl 2 Yn1sfine 2559 o
waznAndafitongiaud 10-11 T futszounundi 5

2. WaunsueeufiaweiUsziaminuuenduiiioifiuanudwagyhaudunim
yoenSeusEiuUsTauAnw Jeinu 15Adanse Adventure in Geomery world 1daan
Tunsilntsnanatu egresatiles Laan 11.40 u. §a a1 12.30 u. Yuay 50 il
Fenviay 5 Ju 1unan 3 dUni anuiiiinvieseeuiiameslsadou

TUsUNIUARUIIABSUTTLNMNUKDATURIWIIINYA W] Cognitive Theory
of Multimedia Learning lnguszend 5 nann1s annviannis 12 delunsimun Multimedia
(12 Kinds of Methods) U3uain Mayer (2009, p. 52) fi}

w&nA"57l 1 Multimedia Principle Ae tniFsuaunsaBousldfand (Word) waz
A (Pictures) %39 Multimedia Method lafAnan A1 lileseenaien (Single Medium
Method)

w&nN137 2 Coherence Principle ﬁfﬂﬁﬂummmL%Suiflﬁﬁl,ﬁaﬁamﬂ’ﬁﬁsu
fianudu nszdu 1dlanm (Signaled Method) snnin1siFousievnilasBen Lo
fianuem Juuszhuldann (Elaborated Method)

&Nl 3 Modality Printciple niFeuainsaiousldfannafinuazfesune
AMNIIAN (Narration Method) 11nA9IN1SSEU3NAMNIIANLAETEAIM Printed Text

(Text Method)
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&3 4 Redundancy Principle tniFsuannsniFeuslafnnamindeulm
(Animation) wazfe3ute unnamedeulm fussens wazderuuuIenIn
(On-screen Text)

&nn"57l 5 Spatial Contiguity Principle HniFeuausadouilifninileFeus
MnAmNTFNLazdeAL (Printed Text) floglndfiu (integrated Method) 1nnninnsiFeus
NnamnAinuazte A uTieginstusinsiu (Separated Method)

3. grudsfian

3.1 fuUsiu Ao 33nsfinanusvasyhauiuan vesinideussay
Uszaudnwl 2 wuu laun
3.1.1 wuuldlusunsuneuiamedinuuendu (Action Game) Aanay
3.1.2 wuultlusinsu Non-action Game (Tetris Game) LulUsunsa
éﬁL%ﬁ]gﬂﬁiﬁi’hﬂ%&mLﬁaumiﬁ’mmmaumLﬁ'mﬁ’umiﬁ@umLﬂmamﬁamaﬂumu%&
feUsEna
3.2 AUIAIN AD AINUTIVEUETINITUATUNIN VBIUNISEUSTAUUTEOUANEN
NATEUNN 51quaﬂﬁmLLazﬂﬁuIWﬂﬁamaa Suundusad
3.2.1 PungAnssu Usenaume
1) m’mgﬂéfawaﬁmimauaum (Response Accuracy)
YouVUUNARBUATINS WAl YN maunm (e Taidunvuu)
2) VaUjisen (Reaction Time) U84NNTABUALBIVULYIUUUNATEY
AU YNUAIUAN e iadudadiung)
322 furdulihaues Ussnouse
1) Aune (Latency) yosrdulninanes P300 vavhuuunagey
AU yusun I nhetaduladiung)
2) mugs (Amplitude) vosnduliifinanes P300 vaziuumagey

o o % 1 [ I~ I
ANMUIVUETINIUI LN (e dadululastian)

Henudniitaniz

AMUSIVAIZTLEIUNIN (Visual Working Memory) lulasaadsdiunila
299U azYINUlUEIU Visuo-Spatial Working Memory ﬁﬁmﬂwﬁiumilﬁm’f’ayja
uazUsvananateyaiistosiunin (Visual Cache) léuA Awazgusns wag Inner Scribe

nudgItusaunsedeuln duniweanin wagvihauduiusiunalnteyaiiieitas
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funmlausamudilalusyuuanudwagieu neanudivugyiausunimdu
Awausatunisandnnvesingbilulaldtasnuasidiuiudide 3-4 Jag neluan
Limwit Tuwndaledivg Sanudidgunndeiamuinisvesnsinanssunisifams
Uyaytugasioly

aa . = a a e‘d‘ b4 aa A aa

Loty (Video Game) wunei tnudlaansaidndasinmeasslfinioauils
YU 01U ARUTIWMBTHINUAAR LavlATBuaNIAloMNY

LULOATU (Action Game) el Ussannuitldn1sdsauiianig
waznsindeulinvesnazaslunufiodua g o Wudnvaginukeatuiinisuau
MSIAUSAUT WUAMLYINIENAILIINNY F0TD TANNATUNISUITEIUNTYINIUTERINe
i lnedinsmeuldndulunduinssninuyedivaeuiunesegeminsiluiuiiviule
115500 NMsiediudng U vu naaNnsEuny

wnusuulilgnuueatu (Non-action Game) va1efia naAaNRIWa sl
nszAuduaulifiawnuinisneulsindeulmnvasmnsasinuuruiiulamiiowny
Usgnmnunenty wunsedeulmvesaisn do 981911 9 Anstsduiianietoy
feulunisiautoy @ was @e9 uaznmnstiin 3 U7 desninuleaty

a . = a v [ a Y =3 PN !

naeRsa (Tetris Game) wlNeRs INAUNTIANIsTuNISISENfIUaan e
a9 fhawnusiesdniies viuuden TtanuwsnzauieiudenaiunsaUsenauiu
I3 & a v vy a = % o A ! a & Aa d'
Juufenifeaiulaned F9azlaseiafe azuuulunsiauny inuessaduinuieuuinian

= < d,‘, A & = = [y =

wnuvis WwnuiiuguniduaesguldlunsidSeuiisunismasssiuinudssnmdu

TUsHnIuANN e sUTELAVINULBATU (Program Computer Action Game)
wneds Wawnsureuiumesieanwuy Wudnwaznsshunsinnuvesauss daasy
AMIANTUTDIAMNTINNBIEIIU TutiniSeuseauUssaufng

nouinsiseudenaunelayan (Cognitive Theory of Multimedia Learning)
e nguinisseudiiafiiveegrnlussuuiinertosiunszuiunisnisiseuiveaysd
flag 3 swuv laun 1) ssuuiuanudilagyszamiuanuidn (Sensory Memory)
2) SEUUANNTIVULTINIUAIUATN (Working Memory) kag 3) Seuuaudilussezen
(Long Term Memory) Wlegiseusuteyaitnlulusuveadewmsonn doyatu 4 aegniild
Tug9du 9 71 Sensory Memory 31111 Ankazideausadnazgnandibiluainud

o % 1% a [ a 1 1 dy Y I I 1%

YULVTUMUNIN wSIFEANTTALINMLazLEssgRe 9 wiardlidungudunou
iieauslusuvesnmuasides anuivdilendilsuiuanusiay

Tuduvesrnuilussesenmiselusiuiunguaiuiau (6nd)


https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%AD%E0%B8%B4%E0%B9%80%E0%B8%A5%E0%B9%87%E0%B8%81%E0%B8%97%E0%B8%A3%E0%B8%AD%E0%B8%99%E0%B8%B4%E0%B8%81&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%84%E0%B8%A3%E0%B8%B7%E0%B9%88%E0%B8%AD%E0%B8%87%E0%B9%80%E0%B8%A5%E0%B9%88%E0%B8%99%E0%B8%A7%E0%B8%B4%E0%B8%94%E0%B8%B5%E0%B9%82%E0%B8%AD%E0%B9%80%E0%B8%81%E0%B8%A1
https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B9%81%E0%B8%AD%E0%B8%84%E0%B8%8A%E0%B8%B1%E0%B9%88%E0%B8%99&action=edit&redlink=1
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i miifhLauamuﬁgamﬁﬂwﬂizamw'mmiu'gﬂﬁuaqﬁmﬁﬂﬁa (Text) funm (Image)
wazmslanuszavlugyvesides (Sound) avdiliannsandnAdniiladniinisuiaus
ATENGGIE.

ANYNFBIYBINITMBUALEY (Response Accuracy) visnefia msnatuiifivun
vuuunasevauswioda i dutmineg MnuuunageumNSAmYNENUTLEnS
vunihverenfiumesedegnissnelunafidvun wdnhudina Tagthdudmne
findusegnemaugniniisuiieuiusuutihmnesome

aUfiAsen (Reaction Time) Manefis andausifidasdidudmneusing
unsEianguioganatumneuaued I@EJLTWLawwLamﬁlﬁmﬂmimaugﬂLﬂwﬁuNWiauﬁu
wEmsieduutedineugnies Adilsidudiedeseyana fmheduliadiug dui
Alumsideiiae wuuneaey N-Back Ins@nsanie 1-Back Target, 1 Back Non-target,
2 Back Target Wag 2 Back Non-target

adulyiihavesdiiusiumanisel (Event-Related Potentials: ERPs) vinefis
dnwaignsdsuntasingluihauesvesnguiiegn vnsvinAanssuuuuageuAmLTINN
YULUAUAIN INUUUNAGRY N-Back Hunemiivensuiiimes laginesdusenau
yosmaullihaues P300 Fumnunirsvesndulniihaues (Latency) uaziuamgs
varduliihates (Amplitude)

adulwihauos P3 vide P300 mnefls saarduduanfiAntuiiuiinnaues Frontal
way Centro Parietal \undulihaueslugasans (Late Component) azi3uinty
TugasnaUssanm 250 fadtunfituly ndshaueiaduseiissduemiusnsdngluigean
TugaanaUszanm 250-500 Saddundl Jaduszezvainszurunismatya
(Cognitive Process) MTIATIEN NITUENLEE N1TABUAUBY kazn13indwla
(Luck & Kappenman, 2009)

anuniavesnduliiihaues (Latency) nneda seeznaniildlunsyuiu
msvhaTuTesaLesaIngduiiegne saudtsanFuiiliAnsed (0 Sadiund) Al
MswAsuLameIn gl Tusufananiifisssumnussdndlifingean (Peak)
Tuga3an 250-400 ad3U17 (P300) VeueinAINTTUUUUNAADUANIIVULYINUAUNN
Fivereufiawes Suhedu Jaduft (ms) (Handy, 2005, p. 12)

Prwgeeseaululinaues (Amplitude) vanefa sedumussdindluiingan

(Peak) vaspaulinaueIvasnguiiog s Walllsuiusseesin (Baseline) vausyiwuunaaay
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A washausumiiriseneufmes luthana 250-400 fadiunit (P300)
Tuheadulalasiiad (uv)

thiFeuszduUszanfnu (Primary School Students) ninefis tnGsuiifitiseny
10-11 ¥ \letiumutuiiuiiFoussfulsyaufnu i 5 fiunsdansesnguiiogis
AUNTNITARLIILE

Anuanansavna i dedulva (Fluid Intelligence) sneds nnssidivane
Tumsindulalivanzauiuanumsalifindayeg elvausanuaupueslugitming
fensavvssaihmneiudioterdonssuiunsmeauesiiend nihiiuimsianisaues

(Executive Function: EF) \upauanunsalunmsgiangunsinauesanesluniswen

v
a al

A v v o w & a o a
aanladinentes anuddgyanendudmnsuasuansmginssulvgaluluiinnie
Mdwthnne

falsHlawun (Neurofeedback) Wunszuaumsilnnisvhauresausadialiauise
muauaedlaedliuszansnm lnensnseiulianevinusgiavinzan Tdmalulad
a 4 < A a & v [ ! = [ o/
Ao ImRsIaLIATaIlaMIINeNAans Tneanuduraudnseualnin villvinsu
nshauvessrduatawwedlaunsidnaasiounduaIN wastdes yilanunsansiua
nsviauvetaned iunshiksegdla Wevhaugnsunelauaslvusseasusmuauidionla
Lipsadszasd ansaseuinzmuausuedlaegaiiussdnsamielinisissdin

1%
=

= o '
fnunmnfvusioly
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LNATIILLASITUIYUNLNYIVDY

AT NNFAUANUIIVAE YU TUNINVBIUNS B UTEAUUTEOUAN Y
Ingldlusunsumeuiumesinuuendu: Msfnwirdulninayssduiusiumenisel

[y

Tinguszasdiieiaunlusunsuneuiinesinuwendumen1sussynang vnsiseuiaonay

] v v A (% = = = a L4
g rdmiviniseuszaulszoufne iWisuisunavasnsldlusinsuaouiames

nuLaATY AuUNgRnITULazUTBUTsURauaIn1slUsuNSUABNTIMBSINULDATY

1%
P

¥ a YA o ¥ Av a a ¥ & o
aumdulninaues fIduldmumuenatsuazaideiiieides lneudalu 4 nou dail
AOUN 1 LUIAALNEINUAIMNUIIVULIINGTULAZ UV
1.1 ANUMUIYYDIAINUINVULTINTULEL DIAUTENDUVDIA LI VRV TY
1.2 ANUIIVULYINIUATUNTN
1.3 Uselovtve9mnUINU L NI UL IS NITHAILIAINNINVUL YN
1.4 ausakarnalnuesausainetaatuniuAIUINVUE I
1.5 1A30930InANNA VUL I IULAE AU VUL VINIUATUATN
1.6 UITYMNYIVDINUAIMUIIVULYINTUBALAINNINVULIINUY
ANUNTN
P a & o Aav a a ¥
AOUN 2 TUSHNSUADUNILADSINULDATULALINUIIENNYITD
2.1 ANUMNNYYDIRLBLNY VORAUBLAYLALNITINLUNUTELANVDIIA LoLNY
2.2 nmsauwdalainudunsdaiuauaunsanslyginazauide
A A 1Y)
MNYIVDY
2.3 NUADNAIMDSAUINLAZLNULDATA
2.4 A1598NWUUAS19IUSLNSUADURLABSINULDAT
2.5 ITEMNYIVOINUNISHEUIR LBLNUAUAL DS
Aol 3 Nqud] wWIARAYITRIUNMIRRLINLABNNIWDTWAZIIWITENALITD
3.1 nquinsseuidenaunielyaiuaruddemneides
aa &
3.2 VU AONANNIIDITUA
3.3 MIAROULIUBIRUURNALING

3.4 M3seuswuLdenay Mundymiarauideningives
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moudl 4 nsanwraulninauesLazITeiiaTes
4.1 wnAnfatunsiardulnihaues
4.2 wénnsuardsmstanaulniiaues
4.3 edulihauesduiusiumanisaiuayAdeiiAeades
4.4 pwswETIURIUN LAz E T RE T asTuRdulnihaes

duiusiumsnisal

mau‘ﬁ 1 LLU'JaﬂLﬁlf'J'Jﬁ’Uﬂ?quﬁqﬂmgﬁqﬂ'\uuagﬁquaﬁﬂﬁLﬁlf'J'J%'é]\‘i
1.1 AUNINEYDIANUTIVULINNULALRIAUTNBUVDIAMUTI VU

111 ANUNINEYBIANUTIVLYINY

ANV (Working Memory) siunefls amnuanunsatunsiiusnw
foyalulaiAnmionduls (Baddeley, 2000, p. 417) nAdemuin ArmgesAIL
szvhamfivtusudnguinSeussiuouunaieinGeululseFeussfulszoufnu
UniseusgivayuIalianansalunsieyavayinauls 3 fis 4 518013 wu dniseu
oyvIaaunsndduanld 3 fe 4 fh dlelifanssumneudouluvaeiithiSeussfuina 4
farwannsalun1ssild 5 81 6 mems anudvasioulufodnamsodauld
(Klingberg et al., 2005) afmmﬁé’fasluﬂﬁﬁ;ﬁ’uﬁﬁﬂmL?iaaﬁ’umaﬂiwwaqmsﬂﬂwﬁﬁﬁ
Msuimsdnmsanes mnudvazvihau maldsumsiinaslesulssleviinniian
Tufing:991g 4-12 U (Diamond & Lee, 2011)

amdwazvhanudueuansalunsifudeyaiiszoznanlunsandilé
fidu Fsannsataldann nsmaaeunmsidiarannisldBusdmndioanin Fudendi
mwmﬁ’wmzﬁwmumﬂﬁmmﬁwjmaaﬂm (Verbal Working Memory) M3a4siunievasing
wrannsadldiringiuegiumidandmnueafiufissedauie Tuusas fusywdld
AL T URReATT T fegnaty nss U af g q fazdewheely
e?fﬂL‘TJummmmammamiiﬁmﬁugmmmwwéﬁﬁmmﬁwﬁzy}siamﬁﬁm%uqqGiaiﬂ AU
yauzyhausudme Sanududusonsienudilaustloafion 9 uazanuguesaud
yaupviausudme Wuewansavesyaraiiuanssiuiaranusanensalis
Aanansolunseuievhadila

srunvesaNesimihfidansdeyafidaiiulitansn wisalidmsunszuiuns
maleyafifenududeusely m’mﬁ‘imwﬁwmuLﬁummmmsmﬁﬁaguiasmﬁ‘]’ﬁml,az
frnuieatesiunsmuaualdlafiazdmarioUssavinmuesnnudivazyau
Fadumuannsolunaiuuardanisdeyalutasnandu q (Baddeley & Hitch, 1974; Just
& Carpenter, 1992) mmaﬁ’wmzﬁwmLﬁuﬁa%i’mﬂisﬁw%mwsuaqmﬁﬁmmaﬂaujmg
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wazfudsiinensainnudndaludoiin (Aloway & Alloway, 2010; Bull & Scerif, 2001;
De Jong, 1998; Fry & Hale, 2000; Pickering & Gathercole, 2004)

MNNsAnUTINg 1 Msiausvazyhaudeslifauduiustadeiug
Tudeiin wu Uszaunmsallunisnwivesdneyuia aunmdinvesauludiny uwazfnszdu
yaaRtananimwadouniglutn nsvinuvesauesduvtiimifieafuaaus
yauzvhau ndnaziAvieyaliluauesluvasiidedldmmumenswilumsiianssalyidisa

'
o =

AufingueuviNIg Mg tinszdedldmuneteulunisaznamusasan Fadusienis

' 2
] [J

YosmasnairunuliiieliiniseuaunsariAanssumuiddladutuluneu
Jadenuiasanluises MU IvEineu Wi Aanssundesnisasasulmen
=3 v a = d' o a ] d{' LY} ] 1
Nutayaseavidualiluaues lnensleudsyloaluragnvhianssuegedu fetau
msaznadulszlorvadudazyana nnsviianssuraneUszaniulsaseu wniifinnud
vougviutegaglianunsavifanssuiiasuiuanysallandeuduimouniinudivaeyine
d‘ v ¥ 1 -d! 1 Y & [l Yo '3 a Y @ d‘ 6
Mussteyalaunnndt davdmalanenvvrlulafuuselovianmsiteulmfunauysal
wazaziinsWaLINSSeuNtInIUNg Wwnifinnudvugrihautdesasiaymlunisyinau
o o aa A A o w8 Yo a a ) Y 8§ Yo o = & a
ANUAAINTIPNNEN N T NSE LAY AS LA EI T aa YN AIUTIANLL WS NANL AL
AdInauNAzaILITRANAIFI DU UL IATUA MU Lle Fainnuifnazinaiuldladle
A o o a | 2 Ao ° ° 9 ~
aunzAesvhnanssueglssely Wwnfddgymanudtvaueiautess agiileym
Tunsymnuadsfien dudeulunisyinfanssy wmsizInenazdumdanlrvinduaisu
1 gj c{' <@ (= I o a a a d’(
Upgasammntufianulalalunisyinausasiinn1sauindu
AU YINuTinuIdusenistielun1sInAangsy Aneiteeiuanss
nllanugdeuld Weasainiiiauguasrnudivazinnutey fedldanuneieny
Tumsvhmudmesegiedeulszloaiiagnn wnfifnuguesnindwazinauleese
TgANUNE18IL0E 1IN UAEADINUNIUAKALFISNYIIUNNSYIAINTINEYUDY 9 NIAglvi
o o < d‘d o o ¥ al d‘ [y YY) Y [ 1 a
AILAES NN azinnuleraziilynineiiunisusuiludiay liressiufanss
Tuieseu lufianuaulalunisneumanuluiesseuvesng Inginssuivinaiuaula
fege Msduhauidvesngrsevhnuiingueunngliauysel ineuidudouldiass
anuiingivuanatll Fadnenadulomvestonuuazds auslunisieureutiedu
danavinlinisiseuldnnminserinaiseululsaseu Ineenizivinisenuwas v neafu

ARAERS (Baddeley, 1986; Baddeley & Hitch, 1974, pp. 47-89)
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flnrmdndunazanududeulunisne madeusazmiuiiilanw auannsaniensn
wuasialulauazauaunsalunsunlem

anuidoslosszieuuaginusunmsszaunudnialumsdnuiaiy
mszamdvazynugnimitlumsiudeya msUszinanadeyauazmaideuleadeya
sywinsRanssuiitausdeu (Just & Carpenter, 1992, pp. 122-149) froeeianssy
fiantunnfuluiesSeululsaiou fedrs magaiiavaesi Tnisuazansfaaudeg
ArudsrzduLarIuaLMIRns i iauiielildsnou dindeadduseninnseiu
dlerudlannuilsdolsou

[y

anan Widesshue wavtas daudy (2555) laasuin Tuudag Junywddeundsy

q

v =

Auanunsaldewdennsindula vindsladamidaay ¢ ag19 wazdnddusnunsuniu

nseedulanazden saudssndudesiidvunslunisdndulalmvunsaudvaniunisal

=

funGyog mmannsniivesmuaumansgyillugdmnedudesordensruiunamnsanes
fGonin nihfinsuImsdnnisaues (Excutive Function: EF) Wusudanguuesanes
uazauansolunsuendsilifedestu Werwaulaemsdiudminewasuans
wAnssuiyslulufirmaenfidmane wihdinmsuimsdanisvesanes Uszneuse
perUsznaUss 9 feil nsdudsnmsneuaueshudsilifinruieateatu (nhibit of
Prepotent Responses) msuiuivasuaildlanuaniunisaiviodanszduiiuasuly
(Shifting Attention) N1sAnmuLazAIUANANSTUNUR (Montitoring and Regulating
Performance) AU UEI19IU (Working Memory) azn151196HY (Planing) 94AUszNU
sunmsusuasuanaldlanmaniumsalviodenseduiiudsulusinruddniueeeds
AOMTTin1sUSIMSIANIS YR AND Y (Miyake, Friedman, Emerson, Witzki, & Howerter, 2000)

1.1.2 29AUENRUTBIANUTIVULIINIU

fis 2dgUY uazsasml 2edgUsy (2558) namin vauzfisidsleuilsinans
nlnsvie] Tuvaeeatuldaslnsdng uananildsldanseasBondudnfignéinsuds
Audn azdanediuliiAnssumauesiifntulunafiontu anssuiunisuiinuaul
M3andiwaziden Jo dum & vuia U 1an msmusganiddumhuesgninauiifnse
¢y eglsviiliswimeinssuillndonmdssiuagnasudu rewles eslsiilisendne
awaulanmthaelnsiaiinfivihaelnsdw waziwasulussmmuaulaifiorndeiids
ITeazdeateyagasasasuliaduinlussegiafiediu Ameume anudtvaeUflRng
(Working Memory) %QLﬂuaqvﬁUwﬂauﬁ’]ﬁmﬁagLﬁaqwé’ammmmmé’u%’u%’awmaawwé

MUTINUIUNTIANITHANTIUAINGT ViFetuanunsainamalula uinusiAanauan
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yaurUfiRnseyldannsavinausnuvistuiaudnduunis whuiulilulaneuiiasii
padnstuandseld nvvunmafuanudiiemmiidedeandaitgnosusuasnaey
lnenguiinImIngns3An (Cognitive Psychologists) LL@%I‘LJ‘U??G]’]L‘Iﬁéﬁﬁﬂmﬁﬂaﬁﬁ%ﬂua
LUUT80INGuANNIVULUJURNT NounvesrusenauauTvasU UianTs
(The Multi-Component of Working Memory) (Baddeley & Hitch, 1974, pp. 47-89)
folslasunnudemnniian sluduanusaidedunsimumeu] mesursuaziaseaig
nufideutadniauuagidiladne

Baddeley and Hitch (1974) lolauauuudtaainyaiausznaurasnnuin
YeugUUANS (The Multicomponent Working Memory Model) Fulud ae. 1974
1 4 esfdszneu fail

1. STUUAUTIAIUNT

5 29AgUTY Larseasl 1adgusny (2558) navin Baddeley (2007)
I¢osunemeandeaesasdusznauiiinisznaude mheifiudoyantu (Phonological
Store) wavnalnmusiniseenides (Articulatory Rehearsal Mechainism) n1s@nwiitels
dlasssumiivesesdusznaudingn thanineneysunmsfinuusngnsaindndedeluil
1) WaURIANNARIUARNUTDINTITOONLEDY (The Phonological Similarity

Effect) Usingmssiiededasassfufidevesnieifivieya nanie mnlrandyasnys
viderviiuntheereuiumes Mdnwsviderflidsniendetuagilinruauns
Tunsiiudianas wulunwdinge 8nws “B, D, T, G way P” wnlid uazyaviu
seaduguasnusilaenni dfieondeneiu Wy “F, K, Y, W, R uag Q”
e URWENE “man, cat, cap, map wag can” ﬁ'}mﬁauﬁ’uméﬂﬁﬁﬂﬁ;ﬁi”mmimaaq
nlagnaeaiiesiesay 10 Lﬁ’e)LU%*&J‘ULﬁSUﬁUﬂ@:NﬁﬁﬁaaﬂLﬁﬁJﬂﬁhﬂﬁu “pit, day, cow, pen
wag sup” flaadtldheniuasyamugniesisiesay 80 Unngmaniaziouliidiu
fanspurumafiudidesedensdsuulasndaddsnes iusiadssnonsmuides
Tula (Subvovalization) Wuiderfumnlunsaifisliannsayamudewieliausasu
fthils nsvumumafvasmeluednenng

[

2) HaUBIANEIVBIA (The world Length Effect) lusudsdragy

Tun13TAYINTLUIUNTNIULIAT MINABIIATIANA iane 9 A1 ks ldanunsaniumg

Tulald dondsmaliauAvaltiuegasIns
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A19813 MINFINTINNARBIRDIINTIAYAT “wit, sum, pad, beg Wag top” gy

[y

Uﬁwsq@ﬂaaa “University, Refrigerator, Hippopotamus, Tuberculosis &y Auditorium”
Wud Segar 90 anunsannnIumaLsnlaegngndeulieisuiusesay 50 YaeRYAN 2

3) NAVBIN1TEIEN (Suppression Effect 38 Articulatory Suppression) N138UE4

Tuill vanefis nMssumunszvaunsnuiteeanzuaznwdsdlule vilinisudasdas
nmdnwsludewdassialumheiudoyanianwvilild wu fidhsamnismeaesdiye

AldifedesiuisnyivseUsyloaidesdn wu vesedlviner1in “the, the, the ...” unsn

o o v

NNAUAEIINITVIAGEIINTIYRSNYS WA

9

aa v o 6

2. spuuiudvnuA e IRAUTLS
fvthivanlunisaadeyativazuasdanistoyaimfediunin drumia

d' L Y o a d' [y 3 1 < [
mimaaulm LLaSE‘ULLU‘U’JMQ vLG]‘L!’]Lﬁ‘LJ@i’]EJﬁ%L@EJ@LﬂEJ’Jﬂ‘U@Qﬁ‘UiBﬂE)‘USQSIUﬂﬁiLﬂUQWﬂWW

o

warfiRduiusan Usznaulume wieinudinw (Visual Cache)

3. dhuvimsnans Wuduidaududounniigaludesaudwazufoanig
Fefimihiingnlunssindula (Baddeley, 2012) siaii Baddeley (1996) iduauuz1 dauu3ms
nansiiveifidndy 4 Usems dwielud 1) emannsolunsjsimnuaulaluiidaivie
Aanssu a vzt 2) Anuansalumsuwdseuadlaludfanssusing q Wedewihmien o
fu 3) rmmasnsaluniswasunselonarmadlannianssuvisludshanssumis uas
4) pwanansalumadenles ysannisseninemu vz UiRnstunudisseren

4. mhwindoyatandivae (Episodic Buffer) iupsdusznaudl Baddeley it
iluuuusassnnuswarufianislud a.a. 2000 Snvazddyesesdusznoui T

anuanusatunsysannslddeyativae wasiuindeyaldedadiinlugisssesiiandu o

[

Wiy Ingdeyansulnundianuvainvanenaluguiuuresnw fisnys awing a jUse

¥

a (% o [ [ | v . I (%
warnsiafoulny anwarniniauefenisdangudeya (Chucking) Wundn mndeyals

Y

IndlAssiudayauuasgnIndinguiieniu Jananlain dnvasruvemieindeyasiy

Y
tavasy fensunlesdeyaainrany q unasiiudssamduiasududadienndndunquioya

ol lngaguidloleadniuesAusenaue o vesrmuduazUfians miieindeyatingd

nuauzilusyuuiuindeyatnnsn FaunsasudeayaaniessuunuieIuaIY

sEUUAUTWNUN e TiRdUTLS Audisvezen wazdeyanueteigSududa

jmd)}
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[

1.2 AUTVULIIINUAIUAIN (Visual Working Memory) fnaudfty

o

entinissAnnsliayeyn (Cognitive Function) Tudinusziniuvesywd WWudeya
nianwagdunmunadnidiuanlidnin (Small Amount of Visual Information)

uyudannsafiuinw (Retain) Lildlugissseziiandu (A short Period Time) §A1u9g3an

9

Uszanad 3-4 2 (items) Tuusiagasa (Cowan, 2001) 1ngANFVBIANUTINNULYINNLY

YURYAUANULANANTENINNUAAS (Vogel & Machizawa, 2004) AILINNTNTEETINU

Y 9

o w [ '

unayuaddyransiennuaunsanenisifinvesuyed aunsaimuilalaenisinuy

@

(Klingberg, 2010; Morrison & Chein, 2011) Wulassairsdrunisvesnnudwagyingu
P P v [y [ @ 1% [ ¥ A & PN <
MmhauRgiteatunisandt nsiiudeya NMsiansteyannussianiluniniinidesiu

AnE 9 wanmdulameluluszeznatdudulaniung Feihnueulesiunisuseiiana

]

JugevasteyauszamaduianuiiRduius (Visuo-Spatial Sensory Information) fiaaudneiy
soANansatunIsUsTauAudSalunseuivesindsuwasnszuun ey,

Tugesialy

ANUTVUEINUIUAMRINURU LB UNTEUIUN T3 AR UGB B

muAuNsindeulmvewnlunsUsznananuaaunnsaindauddgyieianssuns3an

o

o &

Tuiinuszdiuvesmudidu msuiwauudeslfaenuesiudne fun iegsa
wazmgengg wdeulmlvindeunsindulafiutwauy viionsduiiniluiiniensswiin
fasuniaiiousaniiy wasiumiwesiiudiensdd vioudinseiinisindedoansniadeny
fiFeadonunaumnfifiarumngauiuyana Uiang, Lmakovski, & Shim 2008)

AusvaizThaudunn Gundduranslawuresrusivaginey e
Aendesiunsdnnsostoyaiiisadesuaslifoadedunsuszananateya Filtering
efficiency (FE) (Vogel et al., 2005) WUAULANANUDIAIIUAINITANITUTLUIANAANNTDY
UOYAVBIAURIINUUUNAADUANIUTIVAULYINUAIUAMN (Visual working Memry Task)
R (Vogel et al., 2005) IEWaLILUUAdeUTIdA LU LT e R e i@t Touy e nANLLANANS
losgninemnuguesmuTvusintnusunminLaz ey e Change Detection Task
Tn3fefunuanuduiudnisszamuesnus ey nudunndalenuuandi et
lusgninyana

o o

anudvazyihauiunm Wuanuaunsalunistigesng (Maintain) wasdnnis
(Manipulate) Teganinudrnmiulilulanmelunaliiiui Jaiidvdnaneauananse
lumsidenanuldla anudt wazn1sdnnisteyanisinyiFenentiuanudtvaeinemu

1% I & a1 LY [ [ 1% a v v
mumwmwszmemaﬁl%mﬁluﬂww LNTIEAIUIIVUENINIUATUNTNHAITUEUNUTUIA
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UANANNNTONNNTIANTIINHAYEIN YO RALYITIAUN AR UNSEUIUNMTTINNTUYBIIAS
Uszamiluauevaauywd N15UaNNT v INUAIUNINTIRIETIudETININTEAY
NSYINUVBIFUIUA WAL ANLENTAMUNTIAR dunginssugadminglunisinsedin

(Luck & Vogel, 2013)

£ [

3 [ v < & o o aa <
AnuAvagyauiunw Wunalniiulaz dansinseduiniidnwagidunm
niianuneadesiuiudeyaladnia 3-4¢ 91913 Inevageuain Change Detection Task

NNITNABBIRNTIATTIIUA U MAUNgusegeiluinAnyseauUSyye3

[J

T 170 au fMnszawilud nquiedndild Aaduaiade 2.88 A Wesandinszeu

4

Mudtaudutou Jninlinguiieg9dilaanas (Alvarez and Cavanagh, 2004) A213441

'
o w =

Yuzvhauiunmudeyaiidunwladndn Jevhnudenleaduntiinisia

o

voamssAntugewesuyed Wuiladuddyiidonulsmnisvhauiunisauaumildla
wazi Ty dedulva (cowan et al, 2005) fimudfaydonsaaenginssudi
fianainenaazitlsanmdidon (Alzheimer’s Disease) waglsadnam (Schizophrenia)
gelU (Parra et al, 2011) fianuddgysiennuannsafnmumumisiiuasunas
maamnmsuaa’j’mql,ﬂ?iauﬁwawsuﬁm (Drew & Vogel, 2008)
Audvazvhausunmdunwassalumsiifeyaidunmludissrezim
& 9 Fedhaiuiiviule S‘z'faLﬁuﬁugméwﬁmiumaﬁwmﬁawmaﬁﬁmﬁé’ﬁmwmaéﬁu laun
mﬂﬁm@waﬁﬁmm%%@u (Complex Reasoning) n1s#naula (Decision Making)
miﬁwqaﬂsiuﬁajuﬂ'mma (Goal Directed Action) w1ty ndsdulua (Fluid
intelligcence) Naﬁmqm'éwﬁﬁﬂﬂiL%Bu (Academic Achievement) (Unsworth, Fukuda, Awh, &
Vogel, 2014) mnuswarvhauguanannsaimuiintuldlusswineodn
(Heyes, Zokaei, Van der Staaij, Bays, & Husain, 2012) fmﬂﬂ?i%ﬂﬁ@ﬂﬁUﬁﬂL%ﬂuﬁﬂuizﬁU
Uszaufny) 918581319 5-10 ¥ 91uau 121 au UsINg30 AMHUeInudnvaieiney
Funmsitaunfissinduannsld A Color Change Detection Task ufiugiufidndny
il lannumnevesnsuesnmanmsiuyedldaenuosdeing q :nduandes

A

Wuggnudonseninanuamnsatunissuinnnmsuessnnigniauenigluliiiui

=% & a o w ao 4 & a Y [ 14 a 1% Iala =
FauFh Ay v liuyediinnnuuserivlaluing gau waganiuinie 9 1o meluldfduni

AT 1 eRT38UTINY 1 Aivginnudnvaeyinauiunniiaiug

19t 3-5 57915 (Cowan, 2010)
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WUUIADITLUUANNINVULIINUTB L USALABLAY (Baddeley’s Working Memory

¥

Model) (Baddeley and Hitch, 1974) Uﬁzﬂauﬁaamuﬁmmmzwﬁgﬂwm \SUAI A ’]‘ﬁ
NMSUIMITIANSVOSEURY (Central Executive) 29351889 (Phonological Loop) hagdRdunus
Aun1w (Visuo-Spatial Sketchpad) Logie (1995) lanunuezosausznaunn sonu

2 93FUs¥naUAe 1) wArnIw (The Visual Cache) vhuthildumizsanusiuuunadu
ﬁawmﬁaLﬁuﬁagaLﬁaaﬁugﬂLLU‘tmeﬁa%mnLLasmﬁUisﬂam%Qﬁuﬁ Lﬁusﬁa;ﬂamwﬁ'q
(Static Visual Pattern) Usginnguuwuu au1a §Useazdvaeing 2) The Inner Scribe

'
o w A

vhnthidunalndegauuulaunfinferdumsiedoulmuazdduvesnmsiadoulm
savmsthgeinwdoyalusasnin Wudeyaieatulifduiug doganisindeuln
waziFonaudeyaidunmiledsdeteyaldmihfiuimsdnnisvosas
NTHENLYETENINANMUETAAUTRFUTUS LAY AUTIVAUEIINUAIUA T
anunsald Corsi Blocks Task viadeuamdwagyhufuliaduius iiovaaey
aruanansadsiing Fenfusdunsiaieud dwiadldniadistawss msfeteyaliusng
a1 waw Matrix Patterns task THlunsnageuausiunzshauduniw (Della Sala,
Gray, Baddeley, Allamano, & Wilson, 1999)
1.3 UszlevivainnudnvaeiineIuuaIsnIswmLIA1NI1vaEYingIY

1.3.1 Uselevilraemnudnvaeyingu

AN URIEYaY (Working Memory: WM) Saudndaysenisviviii
Yosauoma1y o A kA nsuAtayvn nslivena n1sidilaniwn N5y
nstdiunaAeafuifduius nuinisifeinsussdriu wu mseduvesinsdny
Fovosyanailifuing EmTlHiHu dussuvese s nmseumilsdo inszanud
vuzvheuduszuuilfifutoyaluaues wihdavdiurzagmeluaneiuaula wiow
fumsiidumsiinfudeyansudnediserdeswaziianssuildanes (Goldstein,
2008) e annsalumsifudeyaluanedliléuniian (WM Capacity) asfifindulugag iy
fn utaranadlufgeony iesanidlooignntu Suuvoanulasyi (Dendrites) uay
wulasy @luil (Dendritic Spines) o193zanas ilrlauuld (Synapses) lunsasnadeyaiu
Uszaviluwadsyamiasy 9 ansduwman uenaniuinaestauniiy (Dopamine)
s Tnilu (Serotonin) wawngaium (Glutamate) Tuawesdsanas fafuFavilfmiuaansn
lunsdn nslivang mnﬁﬁzymmsﬁaui?ﬁim o anad ABIlTIZELIAUNITNDUAUDS

sodanszAU (Reaction Time) LTy
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AuTvaizyinuaziandaiulluubuaes InsEnwinud anuaunsasull

seiimaiaunanieinaudeiodivg wavazasanuszuna 25-30 U naanniuazanadld s

v av

anudwasiheuil WunsvihAanssuiidedddauestugedu q auun dnidednlngllin

ANV IANLTIVUE U TuAINE TR TR lun1Tans e al dluane

Y

(Storage) Tuwauziferiufivimsinnsiudeyansudlunaeslutianisvinianssuitlidag
(Executive Control) Tuimarnudwagiauiiiogunsvatsie luinavatgesduszney
vasuunad (Baddeley’s Multi-component Model) Ssiiiauasausd p.a. 1986
1.3.2 35N1INRLIAMNTIVUE TN
nmstnaudvagyinnuegadussuy %mmmLﬁummayuaﬂmmﬁw

vz elunduiiinuas Todlve) nsnwnmdnensaesuandliiuis msfinaausd
gnugvhautielunmsfiuianssuynsasesdiuti (Prefrontal and Parietal Cortext)
Somusazhauldsunmsimuliianmsifiuandy avdsaiteusyansam
Tumsuitigm mssrufiernudlanazdoiivealdlalunn o Yuvesyusd luilagiu
Huidpiauin fenudeslesiifinnuduiusiugaseninsmnuguesnudivazyna
L.Lazmmamwﬂumiﬁmﬁyﬁa;&aﬁ3°umumiﬁﬁﬁﬁ]ﬂiiuéauﬁlﬂﬁmmL?’imﬁi’faﬂﬁ’uaaﬂlﬂ
Yosuyud Ly 11ATELRgITU “Cocktail Party Effect” daufuanuannsalunsininidla
Wildeaiemiadedudiitlussrinemnaaesasiidomans dossundeuiu Suandi
AR R PP AL oM PR LAV (R NUNTE R EAVEC Ty

UnIeinenldidenudn anmsfnunmaieniessuulszauandliiiutangy
fegnafifimuguesmudvasiegs auesaziiudeyailifanuifndesdiudiulos
(Vogel et al., 2005) auasdiuni (Prefrontal Cortex) fiaudnfgyrianisfnnsastaya
duitlsifimnuduiusiu waznguieefifinnudwazsianugsasifonssumeanesdiu
Mﬁﬁﬁﬂ%mﬁmmsammqﬂ (Higher Prefrontal Activity) LLazamawaﬂmjmﬁaasmﬁﬁmmaﬁ
Youp¥iage avllananamsniumsdnnsesieyan iifiansdntuifendesiu andsunuls
1nndngusiegsiifiauguesnmd vz viauios (McNab & Klingberg, 2008) iilaiin
AMNUANTDITBIANLIVMEIIUIzdimanensiialamaulildlalunisyinfanssy
Fserdosldu q fegragu Jymnistiaunslunseumisde vilidauslunisenunilsde
Tl vdefidgymidesnnud fegratu nsdufiigyianssueglsiedaifiuniiannns
Wuewilelgdniomiliiennduudrinngluiianssuerlsdlefdsuniuintussninms
TudnfiddamludesnusiinarduinasdovieslsdeluTdmanainiiliansari
AaNIINA1e 9 auuaule

nawukelsdnfuonanasduninedoulmsumennduud dieddauos

lunsandvisiniswulagnsdanagiuiu sesregiledameinasiielinmsafouln
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donAaedlumeiu SINITIRDIne LY NS oS BsA UL INEDNANGIN1EAUDY 9 BNy

Y
[

wugihlrfiRedwaiiaveiiieliiiuna eg1stios 3 ileuduly SuasUszana 45-60 uIdl
pghatiodUnsiay 3 Tu RannsniusuusadussamiilvinnusAsuld
mseenfdimesenmaiiu naduduniseeniidnieitiensydussuuvuiou
Tadlusanmerhliusinuesndiaulussuumuisuladinniu wasdundaugauodld
Huedhed maduduldindeutuniseensidniedu insglideseenmnsnntn Fey
néiedausie q sesssmedifoddusnaeendiauasndiuannin Wewdeulm
yhldenguinluidssauediduniu visasinaiidneslslison niseoniilufiennadiow
vilanosudilasuausadnesls o léAndinstegias q wasiiddammnilnulils
Fuag 20 Wil \ulszdmniusshsannandesiiozdulsamnudndenadls 9nuan1ide
yesmIsenmaamefiiinadonisifiuaud vy ngushegaduindnusgeu
Uyeyesviamzdeuseuivdnineiwaginenmansnisin (Kinesiology) fiumine de
fLameaus (Midwestern University) 31uau 48 au lnglvingudiegeeanidaniguu
aowuuna 30 ui uiu 1 dani Jenailflunseenidamedunanieiunniu
waglvdiauvtinueniseenmdinieinfusesay 60-80 ¥848MIIN1TLAUVDINILA
gadn famnusvaziauisiouagndaniseandidanisdieiniasdionuazyn

TngleAanssuvuzeu (Reading Span Task) #isAanTsuvazAIUINU (Operation Span Task)

'
o

HANTIIBUIING T NAUAIDE1NTANUTIVALTINUAGATIAZILULAIINTIVULYINIUNAS

1Y a

mseenmdsnegsninneusenidsnie egnsiiuddymaaianszdu 01 udlungusioeis
filnudvazyhaulussfudunansaeudian sefuuunasdeudnsgauazsziugs
frzunumudwugshaudeentdimeliundsannisesntidane uenaini
MaRgnnETsanseiaANLld meennRsnnishefunsivaisureaien
lugsanedld dnide wuheuilfemniSsliaufandeuazanninansifoyaldfing,

TUsunsupauiiunesiiuaudvaieyine taun CogMed Tsunsuilegnneld

[ '
=1

WNUFIWVOILUUENTIR 8 wuuHnfinunneneiu Usenaume n1sEnAanssy (Task) HRdURUS
Fudunm (Visuospatial Task) kazn1sinAanssu (Task) AU dun 1w
(Working Memory Tasks) sywidiinaudvasiaulusunsuesiiussiunustniiud
anudeu Tusunsureufinmesnsilneusvazyhauiildsumiuien 1iun Cosmed
RoboMemo; Pearson Education, Upper Saddle River, NJ WAL Lae Cogmed Cognitive
Medical Systems AB (Stockholm, Sweden) Li‘]uiﬂmmm@uﬁ’;Lmai‘ﬁgﬂaamwuaaﬂm

A ° ° o ¢ el 3 s a Yo oA a
ieRnaudvazyiney Tutaglugenduast Wurensduwas Aldsuanuundediouinian
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NUNMsAaeInINUitenanesesfiiusyansaludeanistinausivaeyinay
(Klingberg, 2010, p. 317)

uamnm’fﬁ%a;gaL%wiz%’ﬂﬁmmﬂu%wmaﬁaaﬁiﬁﬁ'nl,uzﬁm NMSENALAN
sumzﬁﬂmu%ﬁ'ﬁwaﬂizwumuhlé'famzmumiifﬁmmaﬁm@ﬁu % (Other Cognitive Domain)
FoslmAnnsudsuuamousdotessutlszamifinsnnduifiugiuanannisiaun
JEAUYDIANNYVBIANUTIVAEYINNU (Klingberg et al,, 2005; Olesen, Westerberg, &
Klingberg, 2004; Westerberg et al., 2007) nMswAILEMTitrLs AL Sen
1slutualu (RoboMemo) (Klingberg, 2006) Imaﬁﬂﬂmaaﬂsifﬁuﬁﬁﬁmmmwéauﬁ'mﬁu
ALY (WM Deficit) o i dulsnannddu (Attention-defict/ Hyperactivity
disorder: ADHD) filailéi¥unisinuideen engsgwing 7-12 ¥ iy 53 au wiadu 2 ngu
fio NAUAIUAN 1 26 AU NGUMARDITIUIY 27 Au TlFFuNsERTaREIRUAINE
Yauzyhaulszneuiumeianssy $1uau 90 Aanssusedu Tdaiuseunm 40 undl Wunan
5-6 dUn9i Wiinilaesnguaglaunmsussdiufeedesdeflldiaauungyininy
(Span Board Task, Digit Span ) wdeasleldinnsiuds (Stroop Interference Task)
wesilofliinmuanuisalunisliivgsua (Raven’s Colored Progressive Matrices)
LLazLLUUﬂisLﬁumuLmLﬁmﬁummﬂmiiﬂam‘ﬁgu (Conners Rating Scale for Parents
and Teachers) $1u3u 3 At Ao Aounsllusunsu ndnsléiusunsuuay 3 ey
¥snslilusunsy Usngindunnassiinsuuunnus ey azuuunssuss
wazAvluuANETa Ui NanasIntdlusunsugenInguAIuau ageiitdudfny
neEdRTisziu .05 TavderkuunsUssfiunmenieaiuennisvedlsnauSau
yosunases ndsnldlsunsumninngumyey egedideddgmaadiafisyiu 05
(Klingberg et al., 2005)

TWsunsunsiinanuswagyhauUsyneudediuiiiisadasiu Task n1sin
AMUAILNTOIURRFURUSAUNITURINN (Visual Spatial Task) way Task n1sRnileLdes
N1 (Auditory-Verbal WM Tasks) %aazqﬁwmm%mmmaﬂﬂ (Fixed Number of Trials)
ANEINUDILGIAY Task ﬁﬂ’wméﬁuagﬁ’ummmmmLawwqﬂﬂalﬂu‘ﬁugm Fatfumnuenn
nsEntulsiay Task gRItUIAINANEAMANVDIAIUTIVULTINUVBILFAL YAAS
Fdanuuanssiudutuduneu (A Traial by Trial) wunnsEnALSwaEhY

IognitauamsyarauazUTULURE UL ANENTNATUANA VLYY ILAE UARS

v v
v

MatuauninAeMuIvaeyaulagiugIuitlulsenaumeluuRninn1sinAINa

YULVNU 12 AINTTU SreznantumsinwiaziuldaIussuas 45 Ui tnasan s



28

Cogmed RoboMemo awluzingrnluwsag Task wazinislanaundusgnaiuiiviulasening
EntUsunsuAulUsLnsuAaNiImesiar el Cogmed RoboMemo WARIHAAZLULATN

=~ ° ° va o Y A & we ¢ ¢ o v Al o o
nsRnANAvaiEyiney vt dudiinvendwisasvivtinlunisnsiagdeyaimuinis
YBINTRNANNIVULYINUVBINGUAIDE1 VUTEUULLUY (Klingberg, Forssberg, &
Westerberg, 2002; Olesen et al., 2004) fanuiaiulas (CogMed Website) nsilnAudn
Yuryi9uaN (CogMed Working Memory Training) Lﬁuﬁ'ﬁmsmwwqﬂﬂal,mwLwiazuﬂﬂa
AMUIVDIANUTIVULIINNUUANAY

Weoamud v uiNinuardsmansw Ity udduluarinauntu lefa
Ay anulalafdu Jaushvu danuausalunisdnnisdesidunazisoulanay
(Melby-Lervag & Hulme, 2013) usnanilusnsuAsuimasNENANLT VU TN LATY
Auiew laun Jungle Memory 8nstunisiinanudivagiaulaenisldneuiaines
[ Qy a & (3 ] o vaa ] . =
Jaunawulasiules mngdmiugnianuunnseaanianiw (Dyspraxia) wazn1sieules
Uszamduialimuadududou waznguauiiicnurnunanieeeiiadin (Autism Spectrum
Disorders) s awmniidinanisiseureudnetios Tusunsudaunamalusidulusunsuilasu
AnuflsunazlasuniseensuluiFesnisinaueaiislnumaziiuanuaiuisalods (1Q)
AUANVULYINIU (Working Mememory) [ANLNTL
AauesuIaden (Stroke) Afinendan mluvian 12-36 weu lneddadeainnisly

WATAILATIEANTTAII9NIMENBY (Brain Imaging: PET, MR, CT) 81851314 30- 65 U 9113
18 AL wUadu 2 ngu nauaz 9 Au Ao nauAIUANLasNguNAaed JelHluswnsulsTuwmly
W 5 dUam duaviag 5 U U531 naunnaesilnzkuuAINTIuE i

[y

(Span-Board Task, Digit Span) ndsa1nnsldlusunsuasninguatuns seiidudday
VaadATiszeU 05 wazdnzuuunsUssdiunueuisafuainisvesnuunnsedunisi
wihvesamemdsannmslslusunsumniinguenuey sgslitivddynisadiffisedu 05
(Westerberg et al., 2007) 29nNaN1TITLAINAT SeleinsAnuinmsasuulasesaaulii
AUDIRINNIT I USUATHRNANT VUL N UAIEmATANTILATIZ AN TES 19N NEL B
ranmssdauesdeaiuuiudnlndi (Functional Magnetic Resonance Imaging: fMRI)
Usingi mslilsunaafindaenudivnsvhauagnssdunsheusesauesifuiuniiom
Suilize Wseuvia Tadadraun (Right Inferiorfrontal Gyrus) fntia Wsouita la%a

(Middle Frontal Gyrus) umsuayduiiise wilsaesta aesnniaasdng (ntra-and Inferior
Parietal Cortex Bilatelarlly) 9znsgdunsyauvesauesiueuiiGe Jungian uelnos ueise

(Anterior Cingulated Motor Area: Pre-SMA) wilasannnisilinwnazyiliwauszam
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TIUTOALUULDISE ALY 46 umansi@aulaNn wonandagyilvnisennedayia

o

wubnsikaziady q Snnsusus (Plasticity) Wuauiu (Westerberg & Klingbers, 2007)
1.4 sussuaznalnvasauasiifeadasiuanusiunerineu
Wager and Smith (2003) lfagunansideluzeaiendu msldiBnsarenm
auosnizyiAInsTunszduliAReLE WAL (WM Task) §1uau 60 Fee 1n@inwsne

WhTATIEeANIU (Meta Analysis) Us1n9)31 Aanssudidaasunisnsesuaining

IS

fildnuaizianzianzas nszvumaAvinwdeyaluauoufisseiafier (Object Storage)
wnszAuUInAIUAe AR UMAs (Posterior Cortex) IUTOALAIL UBISE (Broadmann Area:
BA) fUVILa 37 LATUTEALI WBiSe uvis?l 9 Nlanestnuan Aanssuiinsedusedid
duiius dinnznszuiunmaiiuinwndeyaluausaiisasgiaies (Spatial Storage) 9znszdu

a a ' Y] . a = ° !
UIUUGDNAUBDIAIUNAY (Posterior Cortex) NUSDALUU LaLT8 ALUUL 7 LazUIDALNL

a Y § <

w3y Muviis 17 Aduidlnan 34 aedifiad (Primary Visual Cortex) Aansufinszdu
mansuakazn1slagy dniznssuiunisiiudoyaluateaiieseg1uied (Verbal Storage)
%ﬂizﬁmawmaiaa wsaunia aefiiindudne (Left Lateral Frontal Cortex) flusanuay
w3y Muviisil 6, 44, 45 wag 46

Green and Bavelier (2003) léidaifafudnunrmadsuulawosmnududou
Fuannuanevasnninlany deddauanunsasiuauldla (Cavanagh & Alvarez, 2005)
fiflmsiedoulmednanniiuasiosedunisandiognsanida FPS (First Person Shooter)
Tagamzagnads flaunudosdiamnuanansalunsdnnisamiumannvaigvesnavinime
wiazanun1sallunanawnususimala feddanuldladusgunnseninansauny
i lunsdlveanslaufiednasimsy dundu dewdiedinnuanumsalunsinnistiuioanaiu
fiAnduannsedosnasing shiudeswndmividunuiolsl nimntndun
wwiwuaaldlaliiussavinmanntu Tulanuisnaduade inunagms Wy A
wdesilflaufaziirsiufudunumvaisaniuiivuund inunagvddaldiuusslovd
lunsiinAnuaunsalunsaduuazwusnldlavesanesuyud

firmssnAdeludagiuiiuulfudnwuieaiu sansevusnuensual nsian
neleyan ﬁ’@ummiﬁau%‘mﬁﬂLﬁalﬁméummauﬁama% (Lieberman, Fisk, & Biely 2009;
Rebetez & Betrancourt, 2007) léAnwidsUszdne ileduundszinmesnunesianes
muszinesinguszasd msfinwuieafunszuiuvimdidouuuasuisasuayisnsise
fidedeldarnidlewny uenani (Boyle, Connolly, & Hainey, 2011) lalugiinin n1533
devamnuneuinefmsUsznousmefiuinnnyaainsléu dninineifiaunsanseaey
fudu Snvazvoanuiiannlidunsiiiauiiernutufiuasamsadaaiudnenin
ysdumadouiveadnldd sasisasiiinmsfin dhivermaniduaonfiunes
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mauduiiusuiulumsfiansananumsigavesny Tunsiaunuaeuiames
Lﬁaa'qLa‘%mammmiamwﬁﬂuﬂ’ﬁiﬁmﬁuaq;:ILa'umu
\nuitdanasenuaansadutlyan (Cognitive Abilities) e Axa1wsn
NEAUNSIABY N1SHBTIL AMUEIIANTOULUIANTIVEBA AINLLET WATNISUSISIANIS
YoeALDd AHANTalUNTTUIN M AnuaRsatunislalanin audt nisuansesn
N99150 ANANITEIUATUSUA AL AUEIAL @INaNIENURDANEINITAAIUAITE Y
mMadeu nsmuasuadinwaznisioansegaivszdnsan donndetunanisive
89 Crouse (2010) Thifiuin Winflvinmuanunsafunisussanananisiiunin avamwa
Aavinyy ALENINTIAUNIALINATUANAAENT NSTAMANE LasTinyen15T8usna 9
Feanunsauidaymmanilalaenmsiidnaunalinnduludiuvennuiifoafunsadaass
mmmm'ﬁamsiﬁmmqﬂwmﬁLﬁﬂﬁmmunwéaqmqmiﬁaui lngnausl A3 ¥3eUNIAINEN
asduaulvidnauniideuiigmdnainameduiisuiu uivsdmsogluaugua
YoIUNATEY
1.5 n3asiiofanrusivasinausazannusivasinaudiunw

15.1 wiesdletanudivaeiiney

1) Automatic Working Memory Assessment

iwsesilotamudunevihaunespuildiueuiounasldunssensu
Automatic Working Memory Assessment (AWMA; Alloway, 2012) Test Trial ﬁgﬂwuﬂ
(AU test Trial) 13uann 2 ade (tem) wazifindusuou 1 Yeluusay Block Tuusiaz Block
Uszneuse 4 Trial $wiuwes (Trial) fignesasifunsuvuvesdiidiusiulunsisousasau
HVINN5NARBY enudlasudndielifiauiulainidnienudilafianssunaaeu Task
flumsiinaudwazshaululusunsy Wnazgiegamsansnnisidaulusunsin
AUz AeLianeswaziinnsldenulusunsy ndregslusunsuiounissy
yAaU Trial 93¢ The Automated Working Memory Assesment-|| Usznaumie Test 2 Test

294 Verbal Working Memory Tu Backwards uag Digit Recall Tests

il ilunIfeudazauarseaanugd@wiuiiay lunsussinana

nsBengdauwazamtsde givdnyiduauazyaluntseneuiiunesiluied 1 Juii

LY «

menwiduazduddmuiviulavunineeneufiunes asadeudidnusdninmieuiu
fonusAnainefiuindeumiinivialsl laeadndl Block Marked u&agmau Yes u3a No
UuIsReNAS filduiniduazadnisnusaunadeiuinduduiigndes mnud
vugyhaudunmmegeuldnnuuunaaeauiuss (A Shape Recall Test) dangus 191319

dl g 1 1 d’{
NYUR 4 x 4 "U']ﬂ‘L!‘Llﬂ’]WGﬂi’NQ%VF’IEJI‘ULLazEﬂi?ﬂiﬁuﬁlgﬂiﬁﬂg‘ﬂumﬂﬁiﬂﬂaNEUEJ\‘W’e]ﬂ'TW
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poufiames ATvEeUIUTI 2 sUhwinludviesuiafeduvielsl Inenan?l Box Marked
MO Yes %3 No UuasnmAskfimes uddmuisusnueigusisvesmssfivuin 4 x 4
Thdumduiigniesnnguineiiegng sansefulusuuneaouarusnesiauiiamn
9¥gngu (Randomized)

FrduagililaiAnnnFosdduifuresiansssuilevanidessanssnuannisin
Tsunsuaudwagyhaufierafeduld azuuufildduegiuhumnismeunduiignios
(Correct Responses) aAgiuunusuiildanlusunsuazlasunsuussaluiduazuu
11A3g1 (Standard Scores) uagfungunausisogng (Allway, 2007) Tuaedl 100 Ae
Aade 85 fie Standard Deviation NsMA@ey Test-Retest Reliability 483 AWMA gnains
Tunsiieniuuguveangnaeifieg1a (Random Selection of the Normative) Duszeziom
4 dUmvt A1wed Reliability Coefficient 984 Verbal Working Memory Test @9 0.86 Lagan
Reliability Coefficient U84 Visuo Spatial Working Memory test fia 0.84 (Alloway, 2007)

2) iedesilotnnnuiinmungiauiiduness Win wufmadu
(Change Detection Task) fdnwaizfo fifanszdu (Stimul) fnsdulsznoufedvaey
fnsaidud (1.0 x 1.0) Hundadudn Fusngludivisuandausaznmazgniden
Tnensdu Tnesuvisnisnddusonwlisniu s 7 amdwdendnta 7 3 1éud Fung
AT Awvdes @i A Fvnuaziig AvdendnFaudaznmazgniannshumisliuoadiu
Tolupsevunn 4 x 4 vunayu (Visual Angle) ¥u1m 8.5 x 8.5 N15IAAINVDIAINT
waugyhaudunin (VWM) Tnenasld Change Detection Paradigm
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Fixation Memory Array Retention Interval Test Array

Memory Array Retention Interval Test Array
]
m + N +
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1 e T e L1 g ey —
500-ms 1200-ms until response

A9 2-1 Change detection Task (Blacker, Curby, Klobusicky, & Chein, 2014)
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1.6 UITMNYITDINUAININVULTIIIULAZAIINITVULTIITUATUATN
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voILITRNANINNTY wazAuniTeiRenfusuaunenisandesiagfifinadoszazinan
Tumsandldunusnniigaiidsnadenrmsivmgiausuamuas MIvawANLE
suzhendliamluszeven slvuisiiemsesnalnnsisturesnns
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2.1 ANUBNNEYRIINLaINY Tafdadsnazn1sIRUNUTEANYRIRLaLNY

2.1.1 ANUNNIETRIALLN

s1Undinean (2558) TWanumnevesny (Game) e Msudedufiinging
fvun WU Lnufiw MalduiieAuayn Wy inueouiames nisuanaileaisnianssy
W IESUSINT Wilendneiy msutetunientsiauiiauasiienisuisusiuadmi o
WU LEURUATIUAY 3 1Ny

2.1.2 Uof UaiduInloLny

Jonveinloiny Menseauduaslviauiusegalalunisiseusing ilvia
awaynauilunsBoud nszduanavinine Tnsinugnisiadeulmussanen ie uazaues
Anlsiinnslineufisinsa a'ﬂLa‘%ma’mmmmwwﬂzgﬁyﬂghLwimi%"ujj? nsldla Amudn n13fn
nsunlay1 AnuAnaseasse waznsdndulavesuyed

s

Usznns penldl, guinn namesUndl wasaudns Insaning (2556) loaguis

Hagthunureufiunesiaunduinn deansgnurenisGeu quamiente Inlaussnanssny
U 9 aununine Smanmlsdeiiud Inssimd uardesu q enuRsaiusuneiiinty
ynnsiawnuesulavveninuaziasu neliindymevgyinssu WsaueASInsLauny
yhangaunmIn guammevestiay nuisauliineiduinuusidennasadundiionns
A MsAgauny La'ummhﬁmgm%zLﬁuﬁugmﬁuaqwqamimazmmaﬁﬁn%ﬁwialﬂ
(Anderson & Dill, 2000) %ﬂwqﬁﬂismf’ﬁﬁnafmzé’qlaﬂﬁl,t,amaaﬂTuﬁuﬁ TunmsuAdeymuan
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2.1.3 mswusUsznnvasinteny
AAlownu (§angw: Video Game) (https://th.wikipedia.org/wiki/3flaLna)
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Half-Life, Doom, Crysis, Battlefield, Brother in Arms &g Call of Duty WHudu
1.2 mm@mmamﬂﬂaﬁa’m (Third Person Shooter) \lutnuueatuanwae
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Anutley lawn Grand Theft Auto, Tomb Rider, Hitman, Splinter Cell L& Saint Row
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https://th.wikipedia.org/w/index.php?title=%E0%B8%AD%E0%B8%B8%E0%B8%9B%E0%B8%81%E0%B8%A3%E0%B8%93%E0%B9%8C%E0%B9%81%E0%B8%AA%E0%B8%94%E0%B8%87%E0%B8%A0%E0%B8%B2%E0%B8%9E&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%84%E0%B8%A3%E0%B8%B7%E0%B9%88%E0%B8%AD%E0%B8%87%E0%B9%80%E0%B8%A5%E0%B9%88%E0%B8%99%E0%B8%A7%E0%B8%B4%E0%B8%94%E0%B8%B5%E0%B9%82%E0%B8%AD%E0%B9%80%E0%B8%81%E0%B8%A1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%A1%E0%B8%99%E0%B9%80%E0%B8%9F%E0%B8%A3%E0%B8%A1%E0%B8%84%E0%B8%AD%E0%B8%A1%E0%B8%9E%E0%B8%B4%E0%B8%A7%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C
https://th.wikipedia.org/w/index.php?title=%E0%B8%AD%E0%B8%B8%E0%B8%9B%E0%B8%81%E0%B8%A3%E0%B8%93%E0%B9%8C%E0%B8%A1%E0%B8%B7%E0%B8%AD%E0%B8%96%E0%B8%B7%E0%B8%AD&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%95%E0%B8%B9%E0%B9%89
https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B9%81%E0%B8%AD%E0%B8%84%E0%B8%8A%E0%B8%B1%E0%B9%88%E0%B8%99&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%A1%E0%B8%B2%E0%B8%A3%E0%B8%B4%E0%B9%82%E0%B8%AD
https://th.wikipedia.org/wiki/%E0%B8%A3%E0%B9%87%E0%B8%AD%E0%B8%84%E0%B9%81%E0%B8%A1%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%A2%E0%B8%B4%E0%B8%87%E0%B8%A1%E0%B8%B8%E0%B8%A1%E0%B8%A1%E0%B8%AD%E0%B8%87%E0%B8%9A%E0%B8%B8%E0%B8%84%E0%B8%84%E0%B8%A5%E0%B8%97%E0%B8%B5%E0%B9%88%E0%B8%AB%E0%B8%99%E0%B8%B6%E0%B9%88%E0%B8%87
https://th.wikipedia.org/wiki/Half-Life
https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%A2%E0%B8%B4%E0%B8%87%E0%B8%A1%E0%B8%B8%E0%B8%A1%E0%B8%A1%E0%B8%AD%E0%B8%87%E0%B8%9A%E0%B8%B8%E0%B8%84%E0%B8%84%E0%B8%A5%E0%B8%97%E0%B8%B5%E0%B9%88%E0%B8%AA%E0%B8%B2%E0%B8%A1&action=edit&redlink=1
https://th.wikipedia.org/wiki/Grand_Theft_Auto
https://th.wikipedia.org/w/index.php?title=Tomb_Rider&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Hitman&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Splinter_Cell&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Saint_Row&action=edit&redlink=1
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https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B9%81%E0%B8%9E%E0%B8%A5%E0%B8%95%E0%B8%9F%E0%B8%AD%E0%B8%A3%E0%B9%8C%E0%B8%A1&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=2_%E0%B8%A1%E0%B8%B4%E0%B8%95%E0%B8%B4&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Kirby&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Contar&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Metal_Slug&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Stealth-based_game&action=edit&redlink=1
https://th.wikipedia.org/wiki/Tenchu
https://th.wikipedia.org/w/index.php?title=Metal_Gear_Solid&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Splinter_Cell&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Action_Adventure_Game&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%A3%E0%B8%8B%E0%B8%B4%E0%B9%80%E0%B8%94%E0%B8%99%E0%B8%95%E0%B9%8C%E0%B8%AD%E0%B8%B5%E0%B8%A7%E0%B8%B4%E0%B8%A5
https://th.wikipedia.org/wiki/%E0%B9%81%E0%B8%8A%E0%B9%82%E0%B8%94%E0%B8%A7%E0%B9%8C%E0%B8%AD%E0%B8%AD%E0%B8%9F%E0%B9%80%E0%B8%94%E0%B8%AD%E0%B8%B0%E0%B9%82%E0%B8%84%E0%B8%A5%E0%B8%AD%E0%B8%AA%E0%B8%8B%E0%B8%B1%E0%B8%AA
https://th.wikipedia.org/wiki/%E0%B9%81%E0%B8%8A%E0%B9%82%E0%B8%94%E0%B8%A7%E0%B9%8C%E0%B8%AD%E0%B8%AD%E0%B8%9F%E0%B9%80%E0%B8%94%E0%B8%AD%E0%B8%B0%E0%B9%82%E0%B8%84%E0%B8%A5%E0%B8%AD%E0%B8%AA%E0%B8%8B%E0%B8%B1%E0%B8%AA
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B9%80%E0%B8%A5%E0%B9%88%E0%B8%99%E0%B8%95%E0%B8%B2%E0%B8%A1%E0%B8%9A%E0%B8%97%E0%B8%9A%E0%B8%B2%E0%B8%97
https://th.wikipedia.org/wiki/%E0%B8%84%E0%B8%AD%E0%B8%A1%E0%B8%9E%E0%B8%B4%E0%B8%A7%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C
https://th.wikipedia.org/w/index.php?title=Diablo&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=The_Elder_Scrolls&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Titan_Quest&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%84%E0%B8%A3%E0%B8%B7%E0%B9%88%E0%B8%AD%E0%B8%87%E0%B9%80%E0%B8%A5%E0%B9%88%E0%B8%99%E0%B9%80%E0%B8%81%E0%B8%A1
https://th.wikipedia.org/wiki/%E0%B9%84%E0%B8%9F%E0%B8%99%E0%B8%AD%E0%B8%A5%E0%B9%81%E0%B8%9F%E0%B8%99%E0%B8%95%E0%B8%B2%E0%B8%8B%E0%B8%B5
https://th.wikipedia.org/wiki/%E0%B8%94%E0%B8%A3%E0%B8%B2%E0%B8%81%E0%B9%89%E0%B8%AD%E0%B8%99%E0%B9%80%E0%B8%84%E0%B8%A7%E0%B8%AA%E0%B8%95%E0%B9%8C
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https://th.wikipedia.org/w/index.php?title=%E0%B9%84%E0%B8%8B%E0%B9%80%E0%B8%84%E0%B8%99_%E0%B9%80%E0%B8%94%E0%B8%99%E0%B9%80%E0%B8%AA%E0%B8%97%E0%B8%AA%E0%B8%B6&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=%E0%B9%84%E0%B8%8B%E0%B9%80%E0%B8%84%E0%B8%99_%E0%B9%80%E0%B8%94%E0%B8%99%E0%B9%80%E0%B8%AA%E0%B8%97%E0%B8%AA%E0%B8%B6&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%8B%E0%B8%B9%E0%B9%80%E0%B8%9B%E0%B8%AD%E0%B8%A3%E0%B9%8C%E0%B9%82%E0%B8%A3%E0%B8%9A%E0%B9%87%E0%B8%AD%E0%B8%95%E0%B9%84%E0%B8%97%E0%B9%80%E0%B8%8B%E0%B9%87%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%8B%E0%B8%B9%E0%B9%80%E0%B8%9B%E0%B8%AD%E0%B8%A3%E0%B9%8C%E0%B9%82%E0%B8%A3%E0%B8%9A%E0%B9%87%E0%B8%AD%E0%B8%95%E0%B9%84%E0%B8%97%E0%B9%80%E0%B8%8B%E0%B9%87%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%8B%E0%B8%B2%E0%B8%81%E0%B8%B8%E0%B8%A3%E0%B8%B0%E0%B9%84%E0%B8%97%E0%B9%80%E0%B8%8B%E0%B9%87%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B9%84%E0%B8%9F%E0%B8%99%E0%B8%AD%E0%B8%A5%E0%B9%81%E0%B8%9F%E0%B8%99%E0%B8%95%E0%B8%B2%E0%B8%8B%E0%B8%B5_%E0%B9%81%E0%B8%97%E0%B8%81%E0%B8%95%E0%B8%B4%E0%B8%81%E0%B8%AA%E0%B9%8C
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%9C%E0%B8%88%E0%B8%8D%E0%B8%A0%E0%B8%B1%E0%B8%A2
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%A1%E0%B8%B2%E0%B8%AA%E0%B9%8C
https://th.wikipedia.org/w/index.php?title=Zork&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Myst&action=edit&redlink=1
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https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%9B%E0%B8%A3%E0%B8%B4%E0%B8%A8%E0%B8%99%E0%B8%B2
https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B8%88%E0%B8%B3%E0%B8%A5%E0%B8%AD%E0%B8%87&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%A3%E0%B8%96%E0%B8%A2%E0%B8%99%E0%B8%95%E0%B9%8C
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%84%E0%B8%A3%E0%B8%B7%E0%B9%88%E0%B8%AD%E0%B8%87%E0%B8%9A%E0%B8%B4%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%A3%E0%B8%96%E0%B9%84%E0%B8%9F
https://th.wikipedia.org/wiki/%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%99%E0%B8%97%E0%B8%B1%E0%B8%A7%E0%B8%A3%E0%B8%B4%E0%B8%AA%E0%B9%82%E0%B8%A1
https://th.wikipedia.org/w/index.php?title=Theme_Hospital&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Theme_Park&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Railroad_Tycoon&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Railroad_Tycoon&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%94%E0%B8%AD%E0%B8%B0%E0%B8%8B%E0%B8%B4%E0%B8%A1%E0%B8%AA%E0%B9%8C
https://th.wikipedia.org/w/index.php?title=Animal_Crossing&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=%E0%B8%97%E0%B8%B2%E0%B8%A1%E0%B8%B2%E0%B8%81%E0%B9%87%E0%B8%AD%E0%B8%95%E0%B8%88%E0%B8%B4&action=edit&redlink=1
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6. LNUINLHNUNITTU (Strategy Game) Dunufiwenanussunmnunissiass
fio nuiitunseurunesindssyneulusmehevnsgos 9 1Wwihmsdauiu wusnn
lunfesaeufinnesdiuyana esnnAduasanasundduiionumneausonsaunun
wazdnazanusaausuiulivatsauriunsdumesidavisenusyuulauy (LAN) 8ndae
dodedlunuTldvarnuaesuiuy wdusnuu 4 agfvun Lvuuaiain Wews N
ganans laufaasasussvinenem sUkuuNsidundn 1 veanuussani dna
Humsmuaunosin AUAEmMINGINT Lavai1snesin 1nanaununsTu wseentiu
2 Ussiaverunsiay fadl

6.1 UszlanmeuauadLuuviuiviula (Real Time Strategy) fiaunniigfodu
ffunaen esnnlaifimangainseniesy insmgduiiunalunaen insdssaniitlasy
Aty Tk LNUABNITUALOUAABLADS NUANISATING WAZINLIDIATING
6.2 Ussvfiazsou (Tum Based Strategy) Ussiamigidudloniafnunain

mszazlditndnfudinsmmsvesineniusou 1 Wedesdnlnaardwssimansase
g1avaslavanrateguiuy

7. wnuin (Sport Game) Wulnudiassnsiauivusazsia lngdusnnnufing
fhezfinnugndesuasifissasslungninideudisnn mnedmiuiiauiidilangnini
wazmsiduveatity 1 lasduanngeevesnufmiinduieuaznteuesiduiignsos
dnwazauLLazeun Ly feganufivn TiuA 1 FIFA (euea) inidudisdian
Vi (Wauea) Ny Madden NFL (8u3iuniauea) wag tna NBA LIVE (Uanauea)

8. LN (Arcade Game) Aawnuiignasrsulsifuiasenug Tasdrunnn
nuszLniisnagldiaanaulaiun (idu 30 unit vie Ty 1 dalue) WhuenuiFeude

29997103 snnatandatunisiauwazliinisiuiinanui v lunsae lnuazduin


https://th.wikipedia.org/w/index.php?title=Championship_Manager&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Football_Manager&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%82%E0%B8%97%E0%B8%84%E0%B8%B4%E0%B9%80%E0%B8%A1%E0%B8%84%E0%B8%B4%E0%B9%80%E0%B8%A1%E0%B9%82%E0%B8%A1%E0%B9%80%E0%B8%A3%E0%B8%B5%E0%B8%A2%E0%B8%A5
https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%A7%E0%B8%B2%E0%B8%87%E0%B9%81%E0%B8%9C%E0%B8%99%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B8%A3%E0%B8%9A&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%81%E0%B8%A5%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%84%E0%B8%AD%E0%B8%A1%E0%B8%A1%E0%B8%B2%E0%B8%99%E0%B8%94%E0%B9%8C%E0%B9%81%E0%B8%AD%E0%B8%99%E0%B8%94%E0%B9%8C%E0%B8%84%E0%B8%AD%E0%B8%87%E0%B9%80%E0%B8%84%E0%B8%AD%E0%B8%A3%E0%B9%8C
https://th.wikipedia.org/wiki/%E0%B8%AA%E0%B8%95%E0%B8%B2%E0%B8%A3%E0%B9%8C%E0%B8%84%E0%B8%A3%E0%B8%B2%E0%B8%9F%E0%B8%95%E0%B9%8C
https://th.wikipedia.org/w/index.php?title=%E0%B8%A7%E0%B8%AD%E0%B8%A3%E0%B9%8C%E0%B8%84%E0%B8%A3%E0%B8%B2%E0%B8%9F%E0%B8%95%E0%B9%8C&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%81%E0%B8%B5%E0%B8%AC%E0%B8%B2&action=edit&redlink=1
https://th.wikipedia.org/wiki/FIFA
https://th.wikipedia.org/wiki/%E0%B8%9F%E0%B8%B8%E0%B8%95%E0%B8%9A%E0%B8%AD%E0%B8%A5
https://th.wikipedia.org/wiki/%E0%B8%A7%E0%B8%B4%E0%B8%99%E0%B8%99%E0%B8%B4%E0%B9%88%E0%B8%87%E0%B8%AD%E0%B8%B5%E0%B9%80%E0%B8%A5%E0%B8%9F%E0%B9%80%E0%B8%A7%E0%B9%88%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%A7%E0%B8%B4%E0%B8%99%E0%B8%99%E0%B8%B4%E0%B9%88%E0%B8%87%E0%B8%AD%E0%B8%B5%E0%B9%80%E0%B8%A5%E0%B8%9F%E0%B9%80%E0%B8%A7%E0%B9%88%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%9F%E0%B8%B8%E0%B8%95%E0%B8%9A%E0%B8%AD%E0%B8%A5
https://th.wikipedia.org/w/index.php?title=Madden_NFL&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=NBA_LIVE&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%9A%E0%B8%B2%E0%B8%AA%E0%B9%80%E0%B8%81%E0%B8%95%E0%B8%9A%E0%B8%AD%E0%B8%A5
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%95%E0%B8%B9%E0%B9%89
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8.1 InuovAUUTIuMsRumsaluGes o ez tugsdediiegam
yiluszozdssdn spmedununiudnvagmanssnduiuandesludauudnios
yhlifidusoafiuemsuarensdu 1 feguuiiulfeiednio uasdiduaunsofuiuadld
8 fieivna Stauuu 2 38 uee 3 T wnuUszaniilasunuden 18un tha Double Dragon
LA Golden Axe ey tnd Final Fight

8.2 InueATiumImuAufiazasiledwhanegddedanszerlnasenly
ftsuuuyumesanduuuiazand g inuussamifléTunnuion Tén wnu Space
.Y Invaders 4Ny Gradius wag i3 Contra s

8.3 Rail Shooters o inuenuniisnagldgunsaifiFondt Yuuas" Fadu
gunsalmurandifizusadudu inurdeadaiu First Person Shooter uaifinuazady
fienslsinnnin Taeglduazsosduhaemneivsnguuniiee Tagldtuanduiuds
wazds vanuauld 1 ddu vianaduld 2 fdu vieeramnniitu inudssandiilady
Anuiedlaun tnu The House of the Dead nal Time Crisis wag 1na Virtua Cop tJudu

8.4 Touch Arcade Ao inupwndilinmsduianiiaslunisiau sliamthasuuy
LCD %308unssn

9. wnusiag (Fighting Game) fig mm?iLﬁué’ﬂwmxﬁaazmam@\’ﬁuwﬁaﬁﬁu
Srvuzinudszsnniuniligdulionsuasanuuiudilaui nddiiaslunuded
Fomistedioautseenidusn 1 wavaslifiesfiduifivaeshowiniuuaziayasilldazses
farwannsaiinsuooniy inassanditldsuauion Téun ey inuasivl
W3 uainuwmezAeanlwvimesa

10. Ur§mnu (Party Game) Resnuiifinssannuges 4 15wy Tnglussazina
dovariinguagniniiishatusenly Tnefidussdeadilulunugosiu q uagmmaugedu
fugfidudu « Wivug gauduresiiinue nmadudumyane Sevadeanudtudild
InnMsauALRes nuUssaninlasuanuden TEuA 1y Mario Party

11. \nuAus3 (Music Game) Ao inuiglausdasliidsamaslunisiaususing o
Tz Jefiduazdonatpiliigndes nssdsmeudonssiums Tagldidvanandudnydnual

dedyaiueniaiagdenady wiluvaiRedatuuianasiauazaesldounsaiiasy
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https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%95%E0%B9%88%E0%B8%AD%E0%B8%AA%E0%B8%B9%E0%B9%89
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%97%E0%B8%84%E0%B9%80%E0%B8%84%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%AA%E0%B8%95%E0%B8%A3%E0%B8%B5%E0%B8%97%E0%B9%84%E0%B8%9F%E0%B8%97%E0%B9%8C%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C
https://th.wikipedia.org/wiki/%E0%B8%AA%E0%B8%95%E0%B8%A3%E0%B8%B5%E0%B8%97%E0%B9%84%E0%B8%9F%E0%B8%97%E0%B9%8C%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%94%E0%B8%AD%E0%B8%B0%E0%B8%84%E0%B8%B4%E0%B8%87%E0%B8%AD%E0%B8%AD%E0%B8%9F%E0%B9%84%E0%B8%9F%E0%B8%97%E0%B9%8C%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C%E0%B8%AA
https://th.wikipedia.org/w/index.php?title=%E0%B8%9B%E0%B8%B2%E0%B8%A3%E0%B9%8C%E0%B8%95%E0%B8%B5%E0%B9%89%E0%B9%80%E0%B8%81%E0%B8%A1&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Mario_Party&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%94%E0%B8%99%E0%B8%95%E0%B8%A3%E0%B8%B5&action=edit&redlink=1

a5

12. inuiilen1sfinun (Game for Education) duasudunisfinen wilom
puundsutundszandduny vieorahiiomansedng q fuenimilonnnssiFeu
thinuszend SenelififouiausensedulunsGous dwadediFouinnisimun
nane 9 AU

13. inuooulatl (Online Game) Ao inufidudnwasAfifidusuiunaonu
ruszuuBumeilin nefiesidnasastauunusng fmsyaaeiuluing aisdsautieiu

v o 1

sod 1uUszaunisal inueeulal daundazauasainunumiuiazas adndpuosulal
Tuiny anunsaaseeliuiienareuanUaey dnsdeternuiaiulalung intesulad
[ IJ d'du d' v ::4'

amlagagy inuweatudununiidnuvae idunisedeulmyuueivesaun
FEWINNTEUVBIAUNNNTIANT IWunseenuuunuNiuizeIn1sneuauesising?
lun1smevauesiumgn1salnindulung (Green & Bayelier, 2012) tun 1siaunufnnn
) A A ' Y ) Y] Py @ ) A A a
Tmgindeulmivanangegnseuiu lnediauazladndurinwenisussingiafouiluun
a9 marEinluisasn1swundanavaula (Divided and Selective Attention) N1Stau
mmﬂizmmﬂmL.Laﬂsﬁ'uﬁmmé’mﬂ’uﬁ‘ﬁumﬁLﬁmmmmmamawﬁﬂﬁm'ﬁﬁmﬁmﬁsij"uqa
YDIANDI YITAMUNLIVDIAUNUSAUNITVINI UV DIEUDIAIUNLN

ASHALAULANAIBNUUTLLNNNLLDATY ANUNTOLALANUEILITOVDIAINUDN
YauzunuAIN (Visual Working Memory) insnggiaulasunsiaunyinwenisuesing
Mnannviangluszeziatay o 9819390157 viainviateing deraien SN INNENe]
wavanenn lutagtulaiinsfnyiduniadnuine (Cross Sectional Study ) n1sANw1ITY
s¥ez8™ (Longitutionnal) SNANNENNUSTEWINNITWAILUIAIILTNVEUE VN TUATUAN

1 v aa 9 d! =3 1 QI dy

WATNISLAULATUIALELNY TAEN15EY N-Back Tasks FLAUNAAINUBLANAIUDINISHANTU
YRIANUTIWULTINTUAIUNN TN TaRIAlanuLeaty Iaefia1sananaaaunIsnaugn
(Accuracy) wagARdYIEazIAlUNIINEUNAU (Response Time)

Wilms, Petersen, and Vangkilde (2013) leiagudn inuneptududnuauzassny
a v % o a 2 1w v a & a o AW A 2
fean1snsianaunduisasmemnsesundunniivanvansuuuriuiviulalunandy

939l UUMLANNUINFDUVRUNUNDBNUUY  ANBULNITTOBNKUUNTUIIBNUABUTIADS

N

o Y 1% d' a a dda o
fidnwaugnsesnuuuiiaras a1n anmwindeuidunisiedeulminilusssunid $43a%n
fnswedeulmiiuaIne q lumanraiedd yyues lnegdunuazdnduladenldens
Tunsauny Jrawludnivaunisauni dregnveanurouimesinuwentu lawn

1A Counterstrike, Call of Duty, Modern Warfare II, Left 4 Dead Il, Bad Company Il


https://th.wikipedia.org/w/index.php?title=%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B9%80%E0%B8%9E%E0%B8%B7%E0%B9%88%E0%B8%AD%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B8%A8%E0%B8%B6%E0%B8%81%E0%B8%A9%E0%B8%B2&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%81%E0%B8%A1%E0%B8%AD%E0%B8%AD%E0%B8%99%E0%B9%84%E0%B8%A5%E0%B8%99%E0%B9%8C
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Bad Company Il, Meda of Honor, Gears of War, Crysis, Halo Reach wag Red Dead
Redemption-expert Level ia3asnouiamesaildlunisiduny 1w wnsesneufiumes
#iuyana (PO) uag Consoles AIBE1LEU Microsoft XBOX/ 360 LaziASeday Playstation3
1Awn Sony Playstation 3

fmeganuUssnminuleatu louA 1 First Person Shooter (FPS) Game Luthu
flssumnudenangiduinuunn Téun 1 Call of Duty tudusauds Wunufifinnaguuse
duaduliAemgAnssuindm videidunginssuidmudesiodiauny danulsivnzay
funlunisiawny (Anderson & Dill, 2000)

nudilallanuueatiuni (Non-action Video Game) #agnawu iy Tetris 1uina
filnvinugnsvgugUnssvesnnlulavitelasesuszanananiw (Mental Rotation Skills)
(Boot et al., 2008) way Oei and Patterson (2013) laAnwiansiauLny Tetris wagina
N13AUNIAg (Hidden-Object Game) wagkNURNANTWMEYINNIU (Working Memory
Training Game) annsaLiiinwgnsiinnsAuming (Visual Search) wagarmd vneyine

AN (Visual Working Memory) 191

i Tetris — =
Game Options Help

Score
73

Lewel

a

Lines
(1]

High Score
439

Al 2-3 fheganu Tetris Mduny Non-action Game (Alexey Pajitnov, 1978)

NARINNITANE AT UTeinnvaanusne q Nllanumsnzaudunguinisey

v o

seAuUsEauAnY) 1858 10-11 U fIdeladeninuasuiiames Usenninuweaty

Y

TunsWaulUswnsuaAsuiimes WadananueazvaanuLeATudunuALINzfuTY

YosiniFeusyivUssanfnendadulefiveunnuaynauiu fuduinie dnisldneussmning



ar

€

rhaunuiupaiiunesagiuiviule Tnnsideulmussanuanuduiusseninanisvienu
Yosaues a1em wazile firiadimuievesinSeuseiulssoufiny) Msdunuduasy
TinSeussiuuszanfnuniianunsyieiesulunmsiAanssuiivanudwasvhaudiunm
wazifudash dnszduiladuaaussgdlalunsGouddn q Anvinwennsand,
1NNNTUBIIAY amaﬂGauﬁuazﬂ’wuﬂé’aLﬁaﬂ’wmﬁﬂwmmﬁwmzﬁwméfmm‘w
(Visual Working Memory) sletnideuluseiilsiluetai %ﬁL‘flu%faﬁﬁfﬂL'%EJusuaUﬁsmif?%ﬂmi
Pninueesiames TnenadudomdulsslenionsSoundamaniifeartuiuguamug
Renfusade

2.2 MsaudntanunuMsaREIuANEINTaN Uy IkazaIuIY
fifeados

Tutagtuduiivensui fduinleny aussazianuanunsalunisimm
auanansasdyaniivannuats TaelanyegneBnuanansannsinuanilala
Tumsueaiuingsing  Andngililiauialewns vilvdaudandeldfningildlsiauimlens
(Durlach, Kring, & Bowens, 2009; Green & Bavelier, 2006) Tuagmuawaﬂmimuqm
wwﬁcgiy'] (Colzato, van, Glass, Maddox, & Love, 2013; Strobach, Frensch, & Shubert,
2012) WAL TEE AN Mo (Blacker & Curby, 2013; McDermott, Bavelier,
& Green, 2014; Wilms, Peterson, & Vangkilde, 2013) LALANUAINITANNAIUNTUTELID
NafisIngvesanas (Dye, Green, & Bavelier, 2009)

nswWssuiiguanuansansnudyiluinuyaaagay (First-Person Shooter
(FPS) LLazLﬂmUismwmi’mLLmuﬂaqwéaaulaﬂ Real-Time Strategy (RTS) Players

aa

Tuvauzidunuruanwndeawila faudoudulngldauesszinanasg93ni
WleUsumsuszananavesauaslyidniunisiuasunladiusiuenyseiunvugsng q wayny
fudnsudazianiazasguassaiitidnvauandsiuluwsazinu [Wunisinnsnanagns
Imngauiuindluusiaseu

NUAN B UIHAMNTINLRLNagNS WU LUTLATIULR Tanvaen1siaunuInuy
asasvesaNMIELL (Allocentric) ivatnviany yuuesEiduiidnnisloast oA aad
oengluanmundeniiansnsovensenanild inuUssaaviinasUssnaudasau 3 u
Tagazdaslasunmsinniandendu Tumssusuminensluny Taensimunaaud e1ans
Timsnennsaalassainsvesdsugnairsluinausnsnaiu Auuaeldanelunsaina

1 [

uarALaNNsavelawny gifunisded wasihelunssediudng
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fituszaunsallumsduimeinuazimnuadesihlunisieaeulmsenieléis
ninglilldauiatewnuuaylaldidunuuendu Tusunszuiumsmasulya iivainnans
U anuanansalunssuinsueiiunmiialaginan Task ivannmansuaziimady
mmg’mmﬁ%miaam% (Green & Bavelier, 2003; Li, Polat, Makous, & Bavelier, 2009;
Li, Polat, Scalzo, & Bavelier, 2010)

inuwoatufidnuazisuiidfayie Wunudnuaridosdamuainsavesiiau
Tumsuesamindeulmanvaneiivesny aussazvimihitlumsindulaldneuivasnsziu
fiAntuananumsnistaowing 1 lunuegamairensiadeuiivesingiivarnvans
Tusiusing 9 vosny Ansiedeudiludamsng 9 vesaenwluinuresfiimes lHud Ui
P3N Pudne fuuu duas seamlununesfiames daiauinudedlianuaunsn
madayaluises N55UsiarAnIUNMN (Peripheral Vision) Mswusanuldlann
waznsaenanUldlaveanin Divided and Selective Attention (Green & Bavelier, 2012)
uenNikaNTIfeUIngh einuuoaduifivenmaunsomeiumsiuiuazauldla

- | I

sotngeng 4 matauirleinuueatufiauduiusiunafiuturesnssuiunisvay
AIUNITUIMITIANITVDIAUD

Blacker et al. (2014) 1338301 navasnsiawimlenuseninuldla anush
LazMIMUANTTnIsUIsinnisvesanes msnauuLazsaaulavesauesyud wui
;:iﬁﬁmmL%Baﬁnﬂﬁgiuﬂ']iLduﬁﬁIaLﬂmsﬁmmmmmmaﬂmm auauldla ﬁﬂdﬂﬁjﬁiﬂﬁ
iAoy ddelutiagiuiivannuansldasuisanuduiusseninamsiauialeny
fumsiiafuvesrnuanansansunsuesiiusasnuzanuldlaseddladmil
(Green & Bavelier, 2003) Falainuuoatuannsadfinanyansnsalunisidenanuldlanim
(Visual Selective Attention) 11Adelutlagiulssjatiunsideifstunavesnsiauialemns
somuannsovnatyan Wun amnaldla mnud uaznsmuaumiiiinisuimsdanis
YBIANDY NIIMUHLLAEAnFUlIYD I WE LAYNITINNAINANLSTEEYEY (Visual Short-
Term Memory) innnagilalldifutiniaunuuszinmnaueady 1nudimn (Puzzle Game)
WEBLNUNFIUNULUUTLTITLA (Real Time Strategies Game) 20 Falastuly annn1s3ae
wuauuanesiudes fugiumsuvinssauannsamsilyen (Cognitive Skills)
Aanansavsunsiadeulm mngavisluganilefinand uazmnuaunsolunismu
Yo33nglneg1iusvdvanm

Oei and Patterson (2014) l¢33e1303 msiduinudieuiflemnutunsivdsuuda

WILUUUBIANAINITAUNITUIMITIANITVOIENDY NANTITITEUIING I ANUENRUTTENIN
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mMaauny Ussinvialeinuieadu mafiumnuldlawaginue msudnenisueiiy
wonand nunertudedaaiuaussdiuiifordostuntfiuimssanisuesaues
(Executive Function) ¥auldeesiiusyansnmunnaiy aannsaneinuussinnnuuendy
wazinuBu 9 dWefnwinisasuulainisviauvesanes drwdivhuinfidenis (Executive
Function)

v

nausiag I 55 au ludniiuszaunisalannnisiawinlewny vainany

Y

va o Y

Uszunw Lol inussianinuueatu deegay wnunsdedniivartey (Modern Combat) 1
Usglan inuUSauniildnnassnuiiandidugiu (A Physics-Based Puzzle Game) L 13l
(Cut the Rope) inuuszuammIsoglutisnamiidusniiiatumzssuuaonfumesidasu
wazdnn137eya (A Real Time Strategies Game) Lok 1y Starfront Collision wagtn
U5z A fast Paced Arcade Game leiwAtna Fruit Ninja uvian 20 4alus Tagld
LUUYAEDUADULAZUAINAADUTIUIU 3 LUUNAGDY LAl LUUYAZOULUY Random Task
Switching LuUunNag@aulluu A Flanker Task Laslluunagd@dulbuyu A Response Inhibition Task
(Go/ No-Go) Wu1 nausfegeillduinansziam Physics-Based Puzzle Game fimsuasu
wasiiuduremihfiusmsinnisvesaues ol AYNEds uavuuunagauy
i1 3 wuu FauFaaguld madunuUimniidaududeusaznisinmslinagms
N5 MUHLETIRNA AN NS USMSIANTS T ased

Toril, Reales and Ballesteros (2014) l9diA512914911398 (Meta-analysis)
171Lﬁ'm%’aqﬁ’ums?JﬂLﬁmmzmumﬁﬁmmﬂmzyﬂuﬁf&;ﬂwzg'mauﬂma pEAlaLN
nanTIRszReISeTinRuisined f.a.1986-2013 Fiidlvlufiemadetuianisin
auesngInloinudanuuInsianisiAamalyyvaneau (Serveral Cognitive Function)
1#un anaildla (Attention) A8 (Memory) sauviaaanUfiisen (Reaction Time) anas
wasNsUsEIIARAN SR saLe LS undInsnaae

Dobrowolski et al. (2015) é3deiAstunstinaunudeiflens wans3de
Usng i ilifiuanuanansomsdaggn 1iud euannsasuasldlalunsuesiu
nsmuANnI e Anuannsalunmsssverdunnsueadiu anudalunisuszanana
VBIANDINY W mmmmmmqﬂmmwsLﬁmﬁumﬂﬁaaLﬂaﬂﬂﬁﬁuagﬁwszLﬂmaqmuﬁ
Fnvia Lo inuUszuamsunesit 1 mslitudagsed (First-Person Shooter) uaginaUssiam
nsinnstdnagnslunisinsuauesulatl (Real-Time Strategy) TneSnaniedesiie iy

Y

1195514 Task Switching WasaRLNa BBULIA WNTANY
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[
a v A

(Multiple Object Tracking) Kan15NAaBIAINNUIB LT IRAUTALIUIN MSIauNNUTELAMNL
wertudimaronsiiuauansastyiuanuldleegdited fymeads

Nussbaumer, Grabner, and Stern (2015) 1$33e1309 nanszNUves Task Demand
fifinauszansawnnsvirnuvesauesly Working Memory Tasks HAN1TIBUTINGT L1
Py nddulnaluuunvesnusivaeyiau (Working Memory) inn1siUasuuyas
agnsmludecsydrnmnsvihuvesauss (Neural Effidency) avedlinaunisussana
anas Tu3nausiwnisaunsaumt (Frontal Brain Regions) TNNARa8ENs $11m 50 A1 e
ijanazinane WuiniFou e1gsewing 20-25 U engiade 23 U Teeldailunisiin (Train)
5 Jusipduai e 3 Su Juae 1 47lus 30 wndl

auiAnsideinuaeuiimesiuNMsaLasuANausan1edyyn nswauny

ﬁ"umiLﬁuﬁumaammmmmmﬁﬁmmﬁ]ww AN AU ANEINITARIUNITUBLAY
aslldla wihfimsuimsdanisvesanss msdnauls fanuduiusiumnndgilsildauns
Aoufianed Fedwaron1siuveaNesdiusE A ANt wazeisesering
T ar.1986 Sethagutlidulvlufiamadioniui nmsiinauesieinuaeufianesdima
auundenssAannedygmvatasm loun annuldle audn anudilunisuseuiana
YOIANDY AUANTINNNITIENTY I nddulnavesanedluinuussamnaweaty
pgslvdAyn1ana

2.3 InuABNNILARSAULANLAZINULEATY

lnansuaraddeiisadestunsidunuldsenunaidedn nsiauny
oufiumestiduaugiaunuluFeninugiumiuannsalunsdsiunmshauesaes
Ieiognsiiuszansan (Transferable Skills) Hrvdaadunsiiouinaendinuasiiis
mmmmsamaéﬁumiﬁmea (Bottino, Ferlino, Ott, & Tavella, 2007) kagyinweNI9n1y
Aamaa (Digital) (Beavis & O’Mara, 2010; Owston, Wideman, & Brown, 2009)

Tulagtunulgmnsisunuludnasduauldsunsyadabiidununouiiomes
Uopuntu danalineus FunATaLinANIInNiIaLarALATIseTRIUIN TN UdIAY
LAEAHANNTANAIUNTHAUINTI AR TeyT (Cognitive Development) HuUnAsas
veuslavandesdilalliynsldiaiosonfiunesiicu Turneiifunasemaeaudiana
Tumsidunuvesyss maihfinsaunudmiudniiieannuianinauasaund
yosypslumslidneufiumesiaunumnnnitniensany

Statistics Canada (2010) S1gsun syt uwess i lusnsiaununeufimes

lutinUsedriuvesynsuniuauinleiainisaudnlonuan 1 4ilue 48 w1y U a.e. 1998
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Hu 2 d2las 20 witlud aa. 2010 Tudsumrenszeainiiney 8 f¢ 10 ¥ ans1eau
9&3AN (Martinovic, Freiman, & Karadag, 2011) lﬁﬁwLauaLLdgwﬁwaamiwumu
TN IUYBINUABNNIMEsIINNGUNgAnssug i TUyareuansaR naunsfine wazluues
fuszuuUsEam (Yusoff, Crowder, Gilbert, & Wills, 2009) lﬁisqé’ﬂwmmmmmmmﬁ
fehulumsaiuayunnFouiusrdasdunisddusn lumsGeusifiutu msGesds
YBINFYINAINTIUABUNAI N150BUNEU N31ATeTakasnIsAIUANGILGY
uenaninsauresimesuarileiny dswanssnusonuaNIOTEILAY
flazmunuiies dnmsdndulafivanzauuasnisuitym (Bogost, 2007) Tuvaiiediu
nsawnuABNINe ausavilvididuinnuliuaze1afiuanugresnudnvaieyina
Tufin dwaroUszaviamlunisFoureadnanas (Chan & Rabinowitz, 2006) winlufeil
Tutlgtuagiitianuldlassesdu uasmniesnsidmeuidnazinnudosnisdaouiiud
fmnuoavulunisserserouthsiies (Pedro, 2006) Fso199z1lunantanmsiidudleun
unsvan Liesnauanivdnvesifeinindunsaulineusnineouiinnesuazayud
at 9T mariin1snauiuiuil (Castel, Pratt, & Drummond, 2005; Gentile, 2011)
nsdunulaenisldreufinmesifiugiu asdieiunnuanselunisiiny
Uszanuiuszninediouaze duadunnuanunsatunisuesnmsiuliedesing anuaunse
Tunsusnidssuasinyeymednunisuesnwiindusius (DeLisi & Wolford, 2002) uenainii
Usingh matszanateyanmasiianindeslosegiitedduiuinniu an
LUUNAABUNNARINYIMaNga13de (Subrahmanyam et al., 2000) 91NNSANWIUTEUTRY
Fnflaununeufiumesotgsening 10-11 U Midunueeuiamefuszaniuanaaiu

nauwsniaunuAillemiesiunisuesnm wasdnngunilsaunuiiunienilusmide

'
oA

PNNANITIILUIINGNTT NFUNFUNUNGNUINTUUNITUBINNALANUANITANWAY

9

v 6

UsyAvEnmnsdudfdiudiiunntu luuueiinguitaesidunisueafisnywuin
mnuansamesudaduiusldiaty
tinFeunlssumddideulusunailiiumaeumngiivinsnudddunn 9 fu el
msenuseiun W daldaty ndsnsnnaesdaduiinsiiiusyavsnmludesnsiiniinee
nmsundam lnglauialssinveesnisuidaym Wu 3 Ussian laun msiesigilageeniuu
szuu nadadule nsudladiygm mauissivvestymildgnuinnussgndldosng
n¥rsvefivainvats mdeseikareaniuy wwvianaandlalunsdeslesening
drulszneuse 9 vesssuukazaNansolunsaesruuTilianududeu Tulinusediiu

¢ al v v [y a ¢ Y 1 ' A v
GU%WUaﬂWUﬂ'ﬁmVl‘Ugﬂigﬂ‘lﬂ%ﬁqlﬂwﬂﬂqﬁjLﬂﬁqngLagaﬂﬂLL‘U‘USZ‘U‘U PIDYINLYU Lﬂaaﬂu'l‘d



52

ieinassimavideidiesiidiliinelUinneu fegwesmsiiesgiszuvegisiiouas
N1500NLUY Task tielidlaszuunmsvudsinfian Yaendofigauazidudunidu
madumsludsiimnesmesagniign viensounnlnml mslleneidmnevesnim
Tnomsdangunisnulnduszuu wu ndnvedhennsal ilethlugnisaiadsz el
Tunseenuu insUssloamansofiargnasnetusnldvansiznms

'
4 aa v

HALNLY N UM NI SIS aZeRNLUUTUU [Wumsi nesineslumdvenemansng
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=

fhee s TuFesiiiafudunadesviedyvmasnumsunme dhinemanslalinszsideya
uazdananginssa wevhanudiludeswesssuudalidlaflufinwetamuayBns
wAludayimn ﬁqﬁuﬂﬁiaaﬂquﬁﬁﬁqLﬂuﬁaqﬁﬁﬂﬁ@LLazﬁmmaﬁLﬁu F0E19U Steve Jobs
sodiulsauzidlufugeu fudninemanslioonuuunasiune fuundufim
Tnefidhvneienisvaensiiulnveseadussdusianiemeisnmsinsesilaseaiis DNA

NI

' '
falal a

Tuanmnmsainfienudesgilunisinwilsadainanlvmealanisdegulaundem
ﬁﬁmmL?imquﬁmmﬁﬁmmﬁu%u Aennuldladefuaudfyvesnsuseaiadeons
foyaiflonisindula Aiasgimlddeifiussansam uaznismnnisaluansznusesunan
veamsinduladaduinueiiddydenisiaudindeludedu

ausipsnslumsudletigm fesszyuaimunesduseneuiiufoaldlsvesszuy
msvhalitaau msudletiymdedddmnudiassuu maudlvtlamsatuiinigssy
sAUsEney Wy Wesavhawliund dauagmiBnsuityvilaeiFudunszuiuns
wosnsuntatgm G‘?@Lwiiqu,mdaﬁmeum{]aym U BUATITHOULUAGAET ATIAOUTLHU
e 11 dosdinsasiadeummRnunfvessa mnudiialunsusznouendnluouian
Anananuanansatunsudlatymildensdiussadniam fegau finvefiddey
Tunsdeulusunsumeuiimesdedianuaunsalunisuigaunnsevisemaiinnain
nnldsunsureyiunedliuazyhnsuilalilsunsuaunsavienldnuund fau
ns@sulusinsulusuian mslarnudayiunsianudilalazinuelunssuiunig
s butgm

inwensundgmainnszuaunsuadam lawn n93leszinayesniluussuy
nssndule nsuidamn e 3 ewrusznevenaiirududeuluunensd madindnSeuldin
UftRegnaminauenazidussuy avtngliineuaunsoiauinuglunmaudtymidudeu
¥ danaliAndedronisanudilasyuusg q AdetuseuindnZeuludiausssiu

nsinnseenuuuszuUlul diwafnenisiniinvensualatymuazinnisandula
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(%
v A

filszavsamlngodeteyalugulunsinduls awfumsiindinueddnitugudiniy
TnSwiieUszavanudnsaluednuaziuiy 4 uiisluswpnvesinEeussly

Hnideluanuniiiedestumaluladanisdinw Melanuaulafeatumnelulad
Tnatanzegnads Wunsunwn LOGO Wiilusunsuiiininue nsaaluiin Wewnsuil
lesuedenlubos msBouinwilunsdeulsunsy Wulusunsufiiiussansnmg
Tunsseuivinvenisuidaymuesiingey n1w LOGO Wuntsgawsn 9

Akcaoglu and Koehler (2014) 1§33t mssonuuuinuuasn1sideus
Game Design Learning (GDL) M¢3duiunisiidusiufuinSeululsadeusedusiseudnw
nsldiny enseunsaewnalulsaseuvaelsaSoundalsaSoudn Whuunevesnis
3EuluFesnsesnuuuInaLarnsieud Aensoonuuuuazmssmnuaulalubesesinug
nsundeymwaznsivsraliinsien n153delansavaeudssansnmuelusinsy
NN9ONLUUKAZ NS EUSNAILTAUTEWEN TenseenuuunsIdeduuunsideimeass
tniseuldameideuniseaniuuinuuaznisisous Game Design Learning (GDL) waglasu
nsuwuzihlunssuiunsesnwuundlaeiiyagaanelunisudtam Anwidseudiey
futinBoulunguenuauisllsaulalusunsy (n = 20) AuiniFeudilsliauadla
lunseaniuunLLarN1sL3eu3 Game Design Learning (GDL) (n =20) 3MNKAN1TIRY
wandliFuinafinduresinu msudtlaymedsiteddymeadfvesdiidusiulunisid
U99NG1 GDL Program wandliiufiadeyaidasydnvativayuanuigiunsidelungy
fitdausaalumsddelu GDL Program finwgmaudtlamiluifindnisiudsuudasiumniy

RANWELALRNENERR

av o Ql'

NUITeNAnwIAEITU Hansenureenslaulusunsululsyiuvesinugnisan

fapsnnifiesiuis nan153deieIiunseeniuumMatuitsiilugnisiauivewinuenishn

= o

Fetnifevaneauldatuayuunant ednuieafuianssuniseesniuunuiia
UszansnwlumsasuidesvinuznsAndiuin Mssusndeyannansuvasdoya
Mnuvdseutoyady 1 MnuuUAsUNIL MNNsIntuiinuagnunaaAdeifiaty
mseenuuuIny dnunguiinGuvdensifunusudeyauuuidasaiig

Maillot et al. (2012) l@@nwAudNTusIENIng N1598NWUUAINTIUNULALTINYY
mMsAmvesiniFouiiiAsadeafsiunimaineimans walulad nwissngy way

Va v A

AMNAIERS (STEM Knowledge) uananildslalididuies wavesn1sininlainuuuulaneu

Y

Vuiviulanieinuseny fasadenseuiunisiannielaailuisgivaneuvans wan153dy

U509 731 viaamaveaedligivaineudarglrniauiny Non-action Game (Brain Age 2)
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arunsalunisuszananaifisu (Speed Processing) na1n3en (Reaction Time) anas
1NNINABUNTNAREY

uennil §elFTEATe309 navesnEnIRlewnuuuUIARo ULVl Vady
i'wmsﬁ?imwam’amsmumsifﬁmmﬂﬂ@mﬂui’a;?Lmy'mauﬂma HAN15I8UIING
wian1snaaeslidingneuvaeldiniauny Non-action Game (Brain Age 2) A213L57
TunsUssananaifiuiu (Speed Processing) na1ufisen (Reaction Time) 8AAININAT
nouUN1IAaed (Maillot, Perrot, & Hartley, 2012)

NnnsAnwvesiniFeudatulusmideiiium Wednwwhanudlafed
nszuaumsizoud InglinisBeuludnvarnsesnuuuinuiiieaeusinuznsudtym
uazHansznunsUIndenisesnuuuimilunguinfideulusunsuieafuadammans
videvinuznsandua nunmseenuuuinalisunmsaduayuluEesvesnisdmanauan
soussgtlanniinieulunsuitem (Sung & Hwang, 2013)

msauinugUesinile (Super Mario) danansgnusenmsudsuudaslassaiig
vosamosdimudanguludruausadin (Gray Matter) vililesses wuesepafnmsaeuuas
(Neural Changes) Wusasnanmsilnasesnedflans (Video Game Training Intervention)
ffdnuwausdung 3 fiR (Tree-Dimensional Platform Games) §1881%u 43l Super Mario
64 \Juszeziim 2 Weouldiian 30 wiiisietu nan1539eusngin mstinauewieialewn
SzhsJa'qLa'%mmsﬁwumﬂﬁﬁmiiﬁmmaﬁmm (Cognitive Function) sauwspnnasvazsiney
(Working Memory) nmsldla (Attention) nisineusulusuian (Future) Wan1siUasuLUas
Tnssadrsvosanasdimuiavguifinanntu (Structural Plasticity) dupwieuiiussavsam
INnTuUUIRauTivesauesdumth (Prefrontal Cortex) uas Right Dorsolateral Prefrontal
Cortex (DLPFC) L‘fJuU%nm‘ﬁuﬁmaaauaadauﬁﬁmmﬁﬁ@ wdnlun1sidesles (Integration)
foyatignunimauszanmdusia (Sensory Information) snéameafiiigadasiunisuans
onMINgAinssuveyud (Behavioral Intentions) Aniiléunisnsznumensius
NnUszamdiasing 4 :1nngaiAnT (Rules) nMsvinuesavesduiiieafunsdaaia
w5994l N15ls193a (Reward) nstaunusiueusig o uddlasusieiannluguwuusing q
(Kuhn, Gleich, Lorenz, Lindenberge, & Gallinat, 2014)

maideEes miimaiuesmsdeveuvesrrslala (Plasticity of Attentional
Functions) vesngusiiee wiedgeeemeulae :nminaewensidunineuiiimes
Non-action Game: n3fifinwiN15maaeakuudl (Randomized Controlled Trial) 1 wisng

MANUBINTITY WeAnwiANuEangunsiAan1aleyayn (Cognitive Plasticity) Tuderlvgy
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poulans finguszasdfe WeAnwinavesmsinaussvesioglngimeutaeseileins
910 A Cross-Modal Oddball Task fil#unseenuuuan Lﬁal,i“]uéhﬂizéjumisumu
LaznsEAUNSALT Mnndused1sieglngneutanefifiaunmd S1uausim 27 au
(Nduvaaes 15 AU nauAIYAN 12 AY) nguveaadldiialunisinauesnigialanuinuiu
20 Falus anlusunsudsagliiniinuensuitym msAnaelule Anudwagieo
uay Attention Task nlUsunsudnsagunensdlunsiinases (Lumosity) daungy
mueulilasunisiinauesselusunsudnsagumenisaitunisiinayes (Lumosity)

wsivihAanssutianuiu (Meeting) Han15398UsIng 31 nausegradunguneaesluiedlvg
pouvane denaldlamsuniutiosas :nnsiEudaleiny Sanuiudh nszdunszias
fanunsriedesulutinUssdfuinntunnmaduinleins lusaefinguaugulsiin
mMsAsunUas AdulaiideLauanug MsIRLINSANTUYEs Neurocognitive Plasticity
vosamosluioglvgnouvans sihldlasnsifisdszavsnmnsiaematiya vesanes
diuﬁﬁmﬁﬁmumiﬂ’m@uﬂ’mﬂﬂﬁ] (Cognitive Performance on Attentional Functions)
(Mayas, Parmentier, Andrés, & Ballesteros, 2014)

Tuthgtunisesniuuiny dWiewamvinuenisinduas léfuauaulaaindnids
MANBAUNINTY Toyardelsanvatvayulsslevinamumsiaametani nseuIunis
whdaminnudftyrion1snisnseduinwen1s3anvady1vesuyed 3NYLoImNIaRnY
M33An MaauinwesunsuidgmidunszuiunsiiuluSomwesnisnaueau
M3Andun1sag o lunsieu waznsuszfiuea mynaruduswmisunisuidym
mssndumstiulugnsufoR mstssdusadudunougeringlumnsaadou
msdunmsvesusunuiinzdelinnsnusuussarad s uihvaneiaalild

agUiimmansifeinuasufinnesiudn inundudsnsyiuduaiuinugmadiy
Famea MinauauasmInEINNTY Bnfinvensiivena mndunaluszesnafianga
mutase1g Wunstinnsdaaula mswitan Wasavsammnsyinussninssyan
szyinsdionagan WinawannsalunsUsEIanan MIINesENDs MIlHvANALETAT LY

'
vYala o

ogslilfddyeadia uazniseenuuuiny WeduaBunsiFeusniaumnzaudmiuidin
HgdaradarinuafLsIslanuuINAen1ssewIv Adamans Ingimans n1w1dengy
dwmaronisiUAsuulamosaues avesdarudanguinntu fufiauesdruding (Gray Matter)
fiufifinannTuusnaeue Lt (Prefrontal Cortex) wag Right Persolateral Prefrontal

Cortex
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2.4 nseanuuUaselUsuNsuABNNILAD SINULD AT

wuUsassnszuumstaugendwaskuuluszuy thun wuusiassiien
(Waterfal Model) {uuuusraosiiugiuuasduiginsiamuuuuuam (Classic Life Cycle)
Shwarmaihnureuusiasnianie nsulinszuiunsmdnesndunssuiunsdos
Wauiiarnszuannsdemnuadu dievnssuiunislawdezldanunsadounduluudle
nszuaumsTEnuanle nadndildlunsiaznszuiunserlfifudeyaind dmsunszuiu
nsdaly Tunandewniinsusuasudnvagnsyhnurssuuusassinn Ae thwmun
ganFusanusadoundulluvdeduduneu Tngldsnludeaduduneuiiveiionty
deufladeyavesiunounountild Font uwusassiiigeunduld (Adapted Waterfall
Model) (thetu Swdiu, 2558, wih 49-52)

nseenuuUailUsunsuReLmesinuLenty meldudnnisiamn luaatian
Water Fall Model (With Iteration) hilumawamnszuuey Tnefdunouded Buduan
NNIFIVTIANADINIG (Requirements) N153LATIZI (Analysis) N1580ALUY (Design)
mM3deulusunsy (Coding) Nsvagdau (Coding) wazn15U3e3ny (Maintenance) Wuluma
nsuinsusuussml nedlifenusnfuesnduluudlaluduneunounti

mensrInANENTRLUUNILG (teration) (lana 1BEuEIA, 2555, il 74-75)

Requirements Al
Analysis Al

Design —l

Coding
L '
Testing

Maintenance

\4

AT 2-6 wUUSIaes Water Fall Model (With Iteration) (lona 18eud329d, 2555,
PN 74-75)
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idelapanuuumsaiialusunsuneuiiunesinuwaaty anLuIAANTHRILY
FONAWITHUUNUFIUNIFENI 29IINTHRIUITZUUEISEUNA (Systems Development Life

Cycle) wio SDLC uansliwannii 2-5

2

Analysis

Project
Planning

Maintenance implement

AN 2-5 ATNTHUITE UUATHULNA

FnurUrNasSTALISEUY Usenoufessayen 4 (onna 1Deuasied, 2555,
wih 50-57) dial

svegil 1 manausulasins (Project Planning) Wuszaziailumsesnuuy
AanssuUsznauniy nanssunsimualymlunsiauIssuu MuuaalaAsIngg NN
arnudululdvedlasinsuarBusumudululdvedasins daksfiuemilunsiaunssuy
warwruNsALiulasin1seg uduszuy

sveedl 2 MINATILI (Analysis) szBrmTTATesisyuy azidunismeudan
Aenfulas (Who) Wugldszuu flufanssailathaiidesih (What) wagviitlu (Where)
vhudlals (When) TngluseosifiunuagAnussuunuiagdu wieukssyuumns
Tumsusuugsnssuunsinou weimunfunnAndmiussuulmitun dilunssus
ANUABINTIUNMIHAILITEUY (Requirements Gathering) WNILATIZYTEUUANNNTATIVTIM
ANUABINTAN 9 laRnnisdunanisvieuvesdldssuu nMsdunival msdnviuuugeuny
FRDATTEEIATIUNTTIUTIANIAINISEITasANfen svawr LY vilvinsiuds
nsvUILNIILaEMIALNTEULL Dapnifisty uasuumndumsudlatomn
funzilaoldsruu Sfunmunumiufesnsiadunssuddiodumaninis

wazsiowiaudlasniuduiineuieasUosnundudanimue
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(Requirements Specification) 7idmLau Tnedormunianiy Lﬁ'ai{ﬁLﬁmsﬁaﬂéfa’ml,t,é’a%é’aﬂ
ausaRANUNNNERaT ATl lIRSIAY ANendIINNITUIAIUABINISANN 9 wagy
Hudormuafitaiau duselude mathuwnAaffussuuuazuusaennsudisedy
Hulenansiiiunin detaueszuu (System Proposal) ilethiausungaiuayulasans
viegiisrunalunisdnaulavedasins wazaiauuuiraesdeyaiiieaduremuduriug
syveteyaiilogluszuy

58l 3 NM300NLUY (Design) szozmseenuuuiluszeyidaaulainszuy
aganliunisiulaegnals (How) Tusuvesnisdnmaunsalensawas vensiuas nsufduius
FenINglERUTEUU NMSEIRIULUY kazn1seRNKUUTUIUATY

szzdt 4 n3ulUld (Implementation) Aanssuse 4 Tuszeznsiluld
wAeatesiunmIaineszuy MaveaeusaznsRneszuy WielWszuulienududeie
novaussilaidunmihauiiesnuuuszuy Wessuuiwaunldiunmsldiuinssesvils
FowhmsUszidiussuunmendinsings tieussiliunishauresssuulniindulum
Wvsnedidmualiviel {ldszuuiinnufiowslemnndesifiodauasTdnladndu
dodldFumsuiuudafisniin medavinionansvessyun Tnsvsunavatuayully s
MTULAr SR uHaTeITTUUNENE NS AnGd L

sugil 5 Mav13e3nen (Maintenance) luszogmistgssnwl 4 Wusos
MsnfuanatRsy o eiiussansamlunsvhalifussu e1aunananudesns
vosgldsruu 1 linusumudeRanainainszuu Ssazsadldsunmsuilalignies

2.5 yATeiRgadestumaduinlainuiuauas

mMsawiAleinudsHafreUsEANS MW finsuimsdnnisvesanea (Kirsh,
Olczak, & Mounts, 2005) 3MNNSANYINMAEN9ENBS Neuroim Aging Studies vaIngy
fegafiiduialeinuszegiam 2 Weu uaz 4 Weu Usingd nausedraitliladnuauny
duasfinisidsuntasio finsdiinduves Gray Matter luauosaumein Prefrontal Cortex
(DLPFC) iuitufianesiifienudiniudiunisndauussauogaiivmmauag nsuiiam
(Lezaket al,, 2004) wazn1sinaula (Fellows & Farah, 2005; Manes et al., 2002)

The Wisconsin Card Sorting Task (WCST) a¥stusiteUssifiuminiinnsusms
Jannsvesanes (Executive Function) Inslanizetsdanisuilatian (Problem Solving)
N5ANLBIUNNETIH (Abstract Thinking) uazn1sWmu3AR (Cognitive Set Shifting) (Heaton,

Chelune, Talley, Kay, & Curtiss, 2005) gidusulumsidvazlasunsauiielidudgngy

v =)

LY = = LY & A Y A & o A o
YaeUnsnialuguestinsianun I@EJLaE]ﬂ‘UGﬁ‘VlLUUQ@JLL"D&’]QWM’]&ILﬂ@ﬁl%%ﬂ?'ﬂﬁ@

o
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nsEnNsIanguAana nelmAnusylevdlunisinnisdounduwaznisinnissesdisiu

'
A v

sudeulufiimun wndnualianuinnifaziilugnisinseaesdasiionmuw

] 6

mInevausresnIadestasiiianugndesnndulunmsvinfanssunsGesiiguysal
TnefidusaulunsidoaedodinGesduliasuis 6 Ussanm suenuduiusseming
WCST uaevdninauinisiadu q vewmthfinisudmsdanisvesases sasriinmssnaule
(Brand, Grabenhorst, Starcke, Vandekerckhove, & Markowitsch, 2007; Brand et al.,,
2007)

nnnsnwludaguiunsidsveuaiisatuialemnuuaznnsian Faleins
o19dwNaTidoseUs B mNsIAn uidnymilaialoinuiAnnarienisiiiudszavinimniss
Annatyay) NMsadRtenuduna 30 il nan133deusng I gldusaulunside
finswasuwadludm nsdfivdsgansannsinaulasasnsuidymannesesdioTaiidy
wnsgrulssiiuntsdndulaleun The lowa Gambling Task (IGT) {Wuwuuuszidiy
ﬁgﬂﬁ%ﬁa%umLﬁaﬂimﬁumi@fmﬁuh (Bechara, 2008) nan1534t@enAdesuLATeTinIuL
wansliifiuin msduiilewnuvilfanuanunsasuntihfinisuimsdanisvesaseafiuynn
%umﬂLﬂ%"aqﬁai’mﬁﬂummgm (Basak et al., 2008; Boot et al., 2008; Maillot et al.,
2012; Stern et al., 2011)

mAdvdumnlugausn 9 Ijaiufnuluinansenuideauvesimlen
fiflenuguuse wu inufauuddmaliAanginssufnngnfiutu dewansvuludeay
sons3an agndlsfinunsidedu q lugatagdu Iéiuluinsnuusslovivesnsiduny
3@Iaﬁqu§ﬂﬁm§aﬁiaﬁﬂﬂm (Ewoldsen et al., 2012; Velez, Mahood, Ewoldsen, &
Moyer-Guse, 2014) wagfnwifisin mstauialoinufifidnuazinuiiiinruguussdssanseny
sion33An (Cognition) YagtuiliuAsesnutiesidnundanmsiduinleinudstasio
UszAvnnvnaaada (Performance on Clinical) Tng¥nannuiiiinisudmsdanisvesases
(Executive Function)

wihfimsuImsiansvesaneaduamnuansamnsian deihauegluaues
drunthvesywd vihmihilunisnaueu n1sdanis mswdtlam (Problem Solving)
WazANUINVALIINU (Working Memory) wagnisindula (Decision Making) (Lezak,
Howieson, & Loring, 2004) asAUsznau ¢ ssuugesiisiuiulussuumiiiuimsdnns
Yosauad bk 1) AuEnngun133An (Cognitive Flexibility) AESIIIANRVRIZI 9T
warmsuternldla 2) msaadhmne (Gold Setting) SIS UH LA AR B

3) MyUszalanateya (Information Processing) $3uMaAINANALAYNTUTEUIANE
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AT waz 4) nsmuauauldla (Attentional Control) i'smﬁ”’qmsmuammaq

LAY N1INTIVEBUNULBY (Self-Regulation and Self-Monitoring) Anderson (2002)

uag Diamond (2011) élaueth linavewminfinisudmsinnisvesanes (Executive
Function) Useneuseesddsznauges 3 Jadede 1) msdiuds (nhibition) 2) Arush
U9 (Working Memory) Uag 3) n1sgangun1sian (Cognitive Flexibility) 1191u
sfuremihfinisuivsdansauesuesanss FuihmihiliAgafunsliivana (Reasoning)
N192°90HU (Planning) wazn1suAteyn (Problem Solving)

PNMsAnuRmansEnureInsiauiAlentdentifinisumsdanisvesayes
(Executive Function) uazmsanumissumsianlaeilufungusiogiamemne wemd
HANSANYIUTING I Nstawdnlainudsasianisiaanielayayn (Blacker & Curby, 2013;
Collins & Freeman, 2014; Colzato et al.,, 2013; Wilms et al., 2013) LWﬂ‘l/iiujﬂﬁmﬂéfmaU
1NATEUIALaLNY @Tmmﬁﬁmma{]@mLmﬂﬁhqmﬂL‘Wﬁmaé’mmﬁwﬁmiﬁmﬁmmﬁ
Pa9aUBY (Executive Function) (Collins & Freeman, 2014; McDermott et al., 2014;
Vallett et al,, 2013) usnaninansiseddenndosiumsanemesuuszayinefiuans
Tdudnsiiuduresauesdudin Tuauesdau The Dorsolateral Prefrontal Cortex
Faduiuiienuduiusiunisuidam (Colom et al, 2012; Kuhn et al,, 2014)

Bailey and West (2013) la3dsni1siaunuueatuinauselovusonmuiniIsuasnIw
TRdunuswazn1sAnwnansausediny NMsfnwdagiuladnuilagld Event-Related
Potentials (ERPs) Lflons1adeunaraInIsiauiny ieafun1susesiananisual
Tunisuanseany@ntnveanysd 91n15398UsIng 3 nasnsiaunuweaty Wuan
10 Flus Weufunguemuauilalfidunuueady nadununoadudmaonisifiudu
ga3nuninees ERPs Tutsnasurrwesmithmnuasndmsnn Sandetulumilngs
fmuguuazidunans Ssagvioudslumififinnugy Tumnssiudmnsigunailalzing
werduiliAnnsWasuwamesianssuadud o luwuafnanaasiudiausnasumii
(ulunihiilnssuagiienugn) sandtluwiifunans deyameaiuandifiuimanseny
PNNIINTEITUANANIT TR INILAazUSENN AenfunsUsTnanawuuiRduRusauam
pansifeihinlugtoiauonus meseiasetdumsliinuileusuiladsunmildsase

AsUsEINaNANIIAIUDISU IR LU
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Gong et al. (2015) 1§id8301 Nsifiunsideuseuasnsiiufiuiivesauesdm
U3 Insula Sefinnuduiusunisidunueaty ianmsidedsingih auesuiion
Sub Regions Srmuiieadasiunieteuszamineanie 1w Attentional waz
Sensorimotor Networks 9nvdngiufikansliiiuinnisiduinuiontu (AVGs) diwa
fonNTaLTes Attentional way Sensorimotor HisnnAundsnisnaaes M5ITeR
IFnsaseuaudiudsening nsdunuueati uwazia3etensvhauiiieides
fiu Attentional uaz Sensorimotor et suiisugideimamaaunuueaduuasoasiasiau
NMTIYIINGN QL%awwmiLduLﬂaJLLaﬂ%’uLﬁmm'iLﬁmm’ma'mﬁﬁaiuﬂWiL%auﬁiamaaauaﬂ
wassinfufiauesdudniuintu sufunsaunueadutisduaiunisiiudsyansnm
M157eITesANBIEIY Insular uaru3naLAS et saLeaTiAE T

Svsnavennuiidentifinsuimsdanisaues Buelow et al. (2015) 1w
AenfunisiauialenuadNanIEnUfuay fenILanIDaNNIINgANTILTB Y LaLAINAsD
ns3Annedygvangeagig M runwandlifuds nansenuduuinuazua
oen1siauIflanudinalimianisimuiniuldla (Attention) Aua1 (Memory)
wagmua1san1sdaean (Cognitive Ability) ag1elsiniuflaruidediuiutios
Afnwdenansguvosmihiuimsdinnisvesauss mdelutlagtuldfnuinsnaeuisna
nstauInlalnuson1sindula (Decision Making) nsuAdayi (Problem Solving) wazn1eg
AAAB4 (Risk taking) nausagalutinfnwseaud3yaes inemds S1uu 114 au
auimlewnufiuanaeiiu Task FEN WA Lowa Gaming Task (IGT), Balloon Analogue Risk
Task (BART) wag Wisconsin card sorting task (WCST) dandssuiiigusiu

HaN1IMAaeeUsINg I gldmsulumsidelaiuusglevdanmsiinnsanaulalen
91 Task IGT waziianuiianaisiisadntosuarauysaluinnii Task WCST inelydanass
MwUIAY INNANITIYIINGIT Nstausennidnlany (Active Video Game) dananssnu

MIUINFBVENTINTUITMISTANTTVRdaNes aunsathluussendluauidesungAinssy

o ad

d‘ d" < a [l v ao
Mannvate deduridennegluninuaulavesinielueuian

Moisala et al. (2017) 191981589 HaN15EUNUNLIVDINUUTLEANTAINANTYINI9U

' ¥
=

yoshenufiiivlularAanssuiiAeadosiudesssninesesndnuesanns ngusegn
Hudogu 01y 13-24 U w167 au Mszaunisallunsaunuiunnsisiu vihlag
NadeUANTIVME Y UseLASpslennaey N-back LaznAFRUINMTINNMEIERAY
wiwdnlnildeii (Functional Magnetic Resonance Imaging - fVRI) HANNTITEUTING

Aanssunstaunuyniufienuduiusiunisiinussansnmuazanusiagilunisieny
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yoshgnuiluszduiiiniigalu 2-Back UszAvBamnisiauvesiisnms
Tunsyauiirtuiumdeurdetnevesaues UShnauaUaenuendIuwe USnaaues
dundslnolanzusnaueniUdenuen Dorsolateral nan1s3ded i Usvaunisainng
dunulundasiu Senuduiusiunsvhauvesmhsrusldfuntulasiamunisym
yosaNeslriusavsnmunnty Tudeswesnnusuaranusingalunisaeuauss

Chang, Liang, Chou, and Lin (2017) l@3deiUSeuiisunsiieusainng

1%

Y] = v | = 1 4 o aa a A A | a =
Uﬂ']iLiEJqu]hﬂsﬁLﬂﬂJ Hﬂuaﬂﬂqﬂﬂqiﬁﬂumqua@uamﬂW]EJLLaga@WﬂjﬂﬁﬂLﬂimﬂqiL§8u3

[

[

MOUIEAIANITIAL LilenTiaaeuANLLANA1ss Ul sEaUN salnglukas Meuanvedis ey

Y

szrhamsiFoudmeinuuazsisousildldng ngusedaduin@nuluuvineds
ndngmsmafiny il Meddinuesmelulad iemnisFeudifeatufeaiveu
Inoonleiuardunden Tdniunaansisiu 103 au e1gsewdng 19-20 U ngunaaos
HutinGou 50 aulurieaSeu e 24 au nds 26 au Tden1sBeuimeiny nguaua
BHuiniou 53 auluduBeudu v 25 au ud 28 au TidomaBeusililunm
(dlomnaFeuduuiume) nan1sideUnngin nqunsSeulfenuiunguats
UsvaunsaimsFeudnduninitlildinauuavea (p < 01) ngunisidoufinubungs
ffruadlalunmsBeudinnniusasannsomuaunisdouesaduszuuldnnnd

nauMsseusnldldng (p < .05) ndunsiseusinediunudanuaunsalunissuianudila

q

v o w

Aeuenegeilled ey (p < .05) uazganii (p < .05) danuannsalunisfuiauiila
Futlemasninguiieunmnudlafldng dewFeudieuanuiemdlaszwing
Faanenga

Moisala et al. (2017) 1#33ui309 madunuiienuduiussunsfisdu
YoIANUILIIN WagTask Tanudusiusiuuszaunisallunsidunuiiovlug
mMsiuUsEansnmnsinurssaudwasiheu nqudieg1sdwiu 167 au ungu

v 1 [y

Joquenvuienyuan 01y 13-24 U lesuvengudtegnadu 3 ngu fie 1) 01gszning 13-14
T 2) 01958wi 16-17 U waw 3) 01g3eming 20-24 U Aduszaunsallunisiaunauansing
fu inufldlunisfinldun 1) inudunsfinu (Serious Games) 2) InyayNALY

(Fun Games) wag 3) \nufin (Sports Games) SanUszasdnsideiiofnwannuduius
sgrdnefanssunsaunuludinlsedniu MnnsveaeuANTIYEYIUY N-Back Task
uazAnwinsasuulamesnsieuvesaNssnMsmeameneaduutmanlui (IRD
Nan15398U3n) 31 Aanssumsiawnuyniufianuduiusiulszdninmuazamnud

Tun5UT21IaRATRIAMUTIVULTINIIUAIBNISNAABUINN 1 Back Task way 2 Back Task
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HAN13ITEUTING N UsrArBnmuesnusvasvhaufinsntuluuinaasesium
AuaIUTAUNRY WAz USIMANDIdIUN (Prefrontal Cortex Dorsolateral) #aen1siauiny
n19npUNSUTesNANFIBE T MARDIIIN 1 Back Task WAy 2 Back Task 1528ATY
uarAzULUANLgNFBA ALY Bedlaruduiusfumsiauny

asUiimnenAdefiieadesiumaduinlenuivaues maauialoinudssasu
uaIn AevthiiuImsdanisvesanes Armdivazyihnu maudtymnisdnaulasnnisfnm
AmdnesaLes MItaudalenfinANaINsaluM T deusen s uYe AN
du Insular anunseiluuszgndfusmAdensnungnssuiivarnvanels Wl
mAdefieglumnuaulavesinidelusunan

nsaunuAsNImeTlANNETuS uYsEAnEanlunisiadeya anmieaud
uenni inudatneriulsraunisallumaGeud dhiSeuwdnussgdlalunsBou wasiany
dlaludomnsSeufiunniu

Akilli and Cagiltay (2006, pp. 93 -112) Mé@nwnAsafiu mswaunnureufinmes
WIdelaussend fupounisoonuuuRmuLANFING12 990 Fuzzified Instructional Design
Development of Game-Like Environment (FIDGE Model) Tneflduneunsiaunng

4 588% ININA 2-6 A9t

NN e l; s DESIGN '1'
! \\ j ¥ | II \\ AND I I'
‘\ \ 7 S, ANALYSIS 1 ~ DEVELOPMENT | /
I < \ \/ ) I
\\ // ﬁs - - "
v x B i
A Siae 5
N\ W& 7/
\x \ prUEmE-n-- > 7

AT 2-6 TASIEE 19N NIV TRAILNLABLAIADY (Fuzzified Instructional
Design Development of Game-like Environment (FIDGE model)

Akilli and Cagiltay (2006, pp. 93 -112))
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swasBentuneunsimuTusinsunesiumosinuuenty fideussynd
910 (FIDGE model) ilewmuinureyined Smuazdeawasdnaulussastunousnniy
Usznouseduneu 4 Sunoumdn fanmd 2-7 B¢ nndl 2-10 fail

1. ABUMTIATIEAAN (Pre-Analysis Phase)

2. MTIAATIZYANL (Analysis Phase)

3. NN9PRNLUULAIMUEILNY (Design and Development Phase)

4

. NsUsELHUNaLNY (Evaluate Phase)

1. ADUNITIATIZINY (Pre-Analysis Phase)
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| Selection of a tentative subject i |
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|

Selection of tentative goals !

EV

PRE-ANALYSIS

Tool Analysis
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Game Analysis
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it 27 %umaudaumﬁmiwﬁmmaﬂmma FIDGE model w4 Akilli and Cagiltay
(2006, p. 101)

1.1 ssynguthvanglunisiauing

12 denFosimnganiungudminglasfinnsananuszaunisal

1.3 numuissanssuiiessnuuuanmwindesivnzanlunisiauinuusazain

1.4 syydhmneiesiuresniseenuuuinaveanguiiduny

1.5 thielausuuzvosiformnalanziunasiunuvesnguiiine
undunumslunisesnuuuInaivsnzaNuLAn

1.6 15ud1579 AAs1enasesiiolunisimuisendwls (Software)
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1.7 mssudulunmsinsginuiiidnuasunndiasy

1.7.1 mseonuuulsziavveny fMegsuszinnusani Taua 1nuwuan1sin
nagws (Strategy) 1KLL (Adventure) LnuAu (Sport) vizawnuUsziavdu « lnefiansan
DIAUMNIZANVDINFUHAULNY

1.7.2 nsdnwduaidnvasveanuiinau wsdunudnvasla Wy inuey
AULAYY InULaLIAuaIsal (Multiplayer) tnunisaukuusindlaiu (Collaboration)
wnatausmAuludiay (Community)

1.7.3 msidenUsziamveanuiivnzaniungugiau fogiatu nunagns
(Strategy)

1.7.4 nmslnseesdusznevvesnuiduviuule Wi wuiduauinis (Magic)
wuaUsyTRrans (History)

1.7.5 ns@nwisnsfimuigauiiianuduiussussunnueuny
(Game Genre) MNaL130U89NY (Game Utilities) wazairusznouvesiny

(Game Elements)

2. MTIATIEANY (Anaysis Phase)

EYALUATION

Tentative sketches illustrating an example product

User mde / Help / Techmeal support !

AN 2-8 FumpumTIATIZIRAY (Akilli & Cagiltay, 2006, p. 102)
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2.1 MTIATIERANUABINTT (Requirement Analysis)

2.1.1 maereRglasulslominnnuivantudunduyeasls
(Potential Stakeholders) iu ngutniseu a3 lngdnwvinuad Anuaulavengy
flsonsldneuianes

212 mnneiaudaiuiitidentsldnesianesvonguiiiiisites
UMSIEULNY 1Y NaUTNSEULAEAS

2.1.3 manreiarmemaviwoanguilésuustlsinninafifauty

2.1.4 mylnszivgua Anudnduresnguithuneglunisimuiny
Tuwsiaganiunizel

215 mynATgiesiUsznoudu 4 Mdullymevassavidedenidslulsissen
fdumslumsiauninuuasiiemeiidomiifenitauslunusswimaisung
(Content Analysis)

2.1.6 myBaszianudensiunsiauny lnedesdlionaisuasuidy
fufedos afuayunuamsnsiaun

2.1.7 maaanmeasn 1 fauysaivesnufiadiatusazanunmsaiiiaes
fdnwaizn N WasunamuusssndunmsUssaulidnieu ewSeuimuiingeds

2.2 mafwuadminglasenistunisimuing
2.3 MTAATIEARITEUINNNSIEWNY (Learner Analysis) 91nnslHLUUE1573
WUUEDURNMAE AU Wl
2.4 nTIATIERUSUN (Content Analysis)

241 meesinudnvarteuny anmwandon e finduiwine
Tunsidwnueu Wiosenuuuidomnsidun

242 mAnTEiunUmesnsiaeuvieriiieades ifldediauin
Fosvineglste seninedingudhmaneiauiny

243 m3tuaseiuis Bnndunuwaznsauaungutimanglunisiaumn

244 manyraeulasadiuguvensiowmeuinnes arudesnisdusi
yosszuulundwnuiinauiy emisuaiesreufiumeslindousonisauna
WHINARUNNUABLT A SATT

2.4.5 MIAATIRRAIMUAADUEILATYENILAdIALveiTouluNSIaLNY
Feagianudtusiuauanusaluniseny madunisaeufiames (n Relation with their

Computer Literacy) ieaanuiuunuiiaun Inilanumangauiungugiauinumennuaula



246 MIBUDINLUULNUABUAIADS
2.5 mwseiienilunisidunu (Content Analysis)
251 msussfiuanussnzauveaiiont fesinguan
2.5.2 miUizmmmﬁ’wﬁﬁmmmﬁmLﬁam ngudmnglunisiawny
ATIIFOUNITODNUUULNL
253 nsusudsuiite smﬁgaLﬁam‘lmaﬁ%aagamummiimﬂﬁm U
GG
2.5.4 mssuiliruAniiu TelausnuzvosiniFeu filsmgy fisaunsal
Tumsianning nnnufisaututewiluldnuess
255 msanweasiie veun Tassadreaion aannsavesedeilo
Lardnvazvenadasiiolunswauny
25.6 NMIEALLNAN BefUszneUnENveion Ny
26 MTwTEAAIasile (Tool Analysis) BudiuAtunouroun1s AL
udaumaunTIATIE
2.6.1 mﬁmwwﬁmaa%qLLaz@mé’ﬂwmmaam’%mﬁa
262 nsldedesdloaslslumstauning 3Enswauinarisnisldanuy
263 MPATziTeR Toduvenndedie

[y

2.6.6 nMsfinwyuueskazUduiusvensesilanlylunswmuiny

VB LAULNY

265 nsdeneiasile uaswaluladlunswaunny

2.6.6 MnATIERkarAddkuzdiUTuUTualy wastngesnwssuy
Tunswauny

267 mamilfsssiuiifotesiumuuni ievieatuayudgld
manalla Feg1agu NsasseuuNsemas (Help) visowmuseuvativayugly
TaediAuginaniewaiia (Technical Support)

2.7 MTIATIEAAN (Game Analysis)

2.7.1 msmidsdanmsiteuniginusiuiy Usslevdvaanisiaunusiuiu
WU wIIMsEuNUElausImiuvaEaN (Multiplayer) nsiaunuiuudiaLEiouss
aaulatl (Online Virtual Communities)

272 MFUATIEN LieidenUszinnueanuiig sl s

e NITBBNLLUULNU
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2.7.3 MmyATziesAUszneu Jadusng o nseenwuukayiaiung
ANTIUVDITEUY
2.8 MyinTeyuLesdounisidanung (Teaching Game Analysis)
2.8.1 MIBRNWUUITNTARUNTSEWNY USUUTe Useiliuignsaeu
QREIGIIGH
2.9 MITIATIETINNU (Team Analysis)

ArTgimnudeanisuesiiui ilnuauiRvesinuzuazyszaunisal
Tumseonuuuiigndes suvdnivinisesnuuuinuasuiaees ilewamnaliliauauysal
figaunm sseuwuunsEULNLLasunnagnsTunsmung e liuLase
MUMVUARHLAUNSA NS TUN WAL LY

2.10 MTBATIzaUEes (Risk Analysis)
sty anudsddunisiauninudueig o
2.11 M3UIMIIANSAT (Time Management) Useungusiuiuiisay
Aidenmganzsnu uaznguidmunelunsiamnng ennsuwunusniy
2.12 mseankuuny (Design Game)
Smunnisndlasessiiugiulunisesnuuuanmwandeusing 4 luinu

AININA 2-9

EVALUATION

Synthesis

Formative evaluations

4

1 Motivation » Ll
| Control Challenge Curiosity Fantasy
I

1 Design foundations of game-like learning environment
Context Analysis

Assessment Feedback Attention
Scenario Preparation

Content Analysis 1R

General goals
Instructional Approach
Prototypes
Interaction & Engagement

: Updating- and Maintenance-related Issues

Tentative sketches illustrating an example product

e e e e e e e e —m—m———— -

User guide / Help / Technical support

L DESIGN/DEVELOPMENT

e e e e e e e e e e e = e

Al 2-9 %gumaum'ﬁaaﬂLLUULLazﬂ’wmmu FIDGE model (Akilli & Cagiltay, 2006, p. 104)
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3. NseaNuUUkaziimuILNg (Design and Development Phase)
3.1 ASSeuNSAmSUNISeRNLUUNLTITURaUS
3.1.1 NSPRNUUUATNTINYBINITHAILILAL
3.1.2 MsiPeulaseseveanuluningiu
3.1.3 MSATNAIBTATUAN WAZINATNIINAIALAT
3.1.4 myadeanunisallunuiifianuvainvany auuidaiunisaimnaden
Tumssndula dnanmuwandennisiBouiivmnzanfugiduntluusazdisie
315 mewseiidom uwmsmsimunnuliaenndostuibom
wazia3asilelunisimuiiny
3.1.6 MINATIEIUTTAUNMIRIELEUNY
3.2 MIWsENIAUTENaUVRIEnIUNSlUNY
3.2.1 MsiaLIAuLUUan unsallung
3.2.2 Ms\Peulaseseaniunisaidnansluny
3.2.3 MaTguLRuRann1sadlung
324 mewseidomlavadon fvundonlidaou fasdunou
n13ugUYeINy wnasdeuLadiausndulunsusuasy anunsausulUasunisiaun
nulasiui
3.3 MseenuuUsIAUsEnauluNIIInaN TNLINaELUD LAY
3.3.1 M3oenwuuaiAlsEnauanmLIndanveunu iy i uLmsn1Tel

My dudsunisasnsduauinisvaain nsdndulanazidonnisAIuaNNISELLNY

laenuLes

3.3.2 mseenuuunEidaaiumsaiiausegalalumsiduny uAngutvne
Tuprsiaung

3.3.3 nseanuuuianssusEnINmsauny vasnguilmungladaau
Hudunou

3.3.4 mseanuuuindlvinguidimving giaunuanansaiseusisnisaun
Iy warduaiuniseenuuuinuiainsyuwunsiufduiussaniu

3.3.5 N1598AKUUTTUUANNTIBWED Mnngudmnegiauny
AoINSaRUNUYVITEYRA UL UTENIaNSLELNY

3.3.6 myaseduwuunmsiaunulidugusssy Wutwluneu
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3.4 mseenwuuAnandRvennuiaseuwsgela InslvanudAgyiutelaueuus
wagKaUsTIUNMSTRILINLINETREITaslun TN wasimuesRUsEnay
dmsumsaisanimwindesluin

o w

3.4.1 mseenuuudmLUsznauiddyvesny Taeawiulinguid e
\nu fiaueeIngesniiiusEninanIsiaung duasunnuvinneglunisiaung eaniuuny
duasulviawny ndusuinslunisiteuiuagdnaulaseninenisauny
3.4.2 m3yeeniuunuliviuady
3.4.3 mibirnuldlatuanuduiusvesesdusenauusapalalunmsiauny
3.4.4 mamuwwmtunsduaSulidiaunuidasyluniswansnnufeiu
3.4.5 mibirnuldlatuesduszneudduius sevinaiaunuiuing
fleenuuy adrsanssuluAdidunuivannvans aisdsruufduiudaumslsunsy
fleenuuuiiletglvinguimsnegiauiny ansaaiageuaiiousiviolvinimidnio
Yo siaunuTINAula
3.5 MINTENIENITADUMTIAWNY ALULEINSEUNY AISATUNNT AJUA
lufumsiwsgiiaiesile Toun nmsteliduusidmivgldssuung
3.6 nmswisuduwuulunsimunuasuiuwes lagn1331egunin an
wnnsal faazas Tagine q MAededluaniunisainisduwnslunszae (Paper-Based
Prototypes Preparation) NSWSHUAULUY FIagATVan fiavaTaUuassa an ngasns
Tulusunsumauiames (Computer-Based Prototype Preparation) Aad1@UMUUAITWALA
inumsthlulsingushogns fideawng uasiinsmlumaiann Suilswazuansmudndiu
avvioundu (Feedback) gnfunsesnuuuminaslUsunsunsiaung (User Interface
Design) uaznmsaun1soanuuuanin Tiiiensldla (Attention) iinusegsla (Motivation)
Tumsldlaiauinudiesniuy
3.7 mawiendszliunensnsvaeulaziuudunival lileai1esuiuy
msustifiunaludesnuaenadosoniion Usefiumsosnuuunthaslusunsanm
AOUNINDS

3.8 NM9ONLUUABUNISITIUSTUUNLLAZA N TINTDLNY wAngurlEny

Y
val a %

FWIANNINUFWTIN v uneuiawesiunguwsnglunsiaunuvsegiieites
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4. nsUszitiunalny (Evaluation Phase)

nsUseliupaInuUsENaUMEaIrUIENay 3 AU LakA N15USTENNaAINUATINEN
(Formative Evaluation) nsusgillunaasu (Summative Evaluation) LAYNISHLASIZN
(Synthesis)

N5USZIUNAANNATINLA (Formative Evaluation) Hneeniuutniidielasaasi

aaa [y

msinuldlanisussidiunanuuazUiisenneundu (Feeback) valdnunuduszes ¢
Tngldszarinandu q fliinuneufiunosfeaniuuiuduii lunsimuinuneufiunos
LLaz;:JL%EJ';smfg’lué\’mmﬁﬂ’ﬁummmauﬁaLma's‘ ﬁauﬁ%ﬂizLﬁumamsagﬂﬂsmﬁuﬁﬂsmﬁu
WidaauinagUsediverlstn msussliuna aansavilalagldinaeilunislinguuy
(Rating Scales) N3 318n13ATIRERUANMNAIINTUTHLTLNY (Check Lists) uag
nsdunealildinudannuenirglunisauny anudilalunsdunuvesdiauny
ns¥uilsdiaiauanuzuazdoindiu lumsusuudlundlfnsstuemufesnisvesidinumnnty
fatlegmeldiugiumdnniswasngquiinsiauinuang (nterview) dunsussiiiunaasy
(Summative Evaluation) \umsuszifiunassuuinandilaseaing

uenndimadaasest (Synthesis) Wutunounisulannumeandeya
fifusunsldnnmsaeuniy dunwaliussiiunuaeuiinmes wasanudusiug

AUAINUMILITTUNTTUIUASHALIANABUANILADS AININT 2-10

A 2-10 FumeunsUszidiuna FIDGE model (Akilli & Cagiltay, 2006, p. 106)
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AaUN 3 NOEY WUIRATINEITDINUNITWAILINNABNNILADTHAZITUIY
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AIelasIuTnge] wwiRnineitesiunmsiauinunouiImeswazuITe

Y
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~ A v o
NEAYIVBI AU

= = = av ad v
3.1 npenseuifenaunislygiuasauidenngitas

Cognitive theory of multimedia learning

MULTIMEDIA SENSORY MEMORY WORKING MEMORY LONG-TERM
PRESENTATION MEMORY
(e \ — )  (—— |"7 )|
‘ 1 A‘ ‘ organizing | Verbal
o B8 0N g words Sownds w&ﬂ Model
\ ) \,\ J $ grating Prior
knowledge
> selecting) organizl Pictorial
Pictures > Eyes Thages P Images '—Hmw | Model

| Auditory/verbal channel

Visual/pictorial channel
A 2-11 Cognitive Theory of Multimedia Learning U5uain Mayer (2009, p. 61)

LONG-TERM

SENSORY
MULTIMEDIA WORKING MEMORY MEMORY

PRESENTATION __ MEMORY
int in
‘ i Prior
Knowledge

anizing Pictorial
images Model

imag

LONG-TERM
MULTIMEDIA SENSORY WORKING MEMORY MEMORY

PRESENTATION MEMORY
Prior
Knowledge

ng

i
|

AT 2-12 The Auditory/ Verbal Channel (Top Frame) and the Visual / Pictural
Channel (Bottom Frame) in a Cognitive Theory of Multimedia Learning

(Mayer, 2009, p.64)
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wqwﬁmiﬁauiﬁamaumaﬂmiyj} (The Cognitive Theory of Multimedia Learning)
Y84 Mayer (2009) #Wau1319nngwg) Dual Coding 484 Pavio (1990) nguin siseus
TnesfadfidsosuefeszuuiifstesiunssuiumsmsBouivesiyud Usznaume 3 seuu
louA 1) seuvurudlaeUssamdudasuauidn (Sensory Memory) 2) suuaILa
YUETN9U (Working Memory) way 3) seuuanudnluszezen (Long-term Memory)
dlefiFeusuteyainlulusureadesionin deyatu q wwgnililudiedy q fAnud
aru§An (Sensory Memory) Iniiunmuazidesuisdiuazgnandililuanud sy
(Working Memory) u&raziimaiisuiFesinnsnmuasdesusndesmarildungududon
yhliAnnsthmuslusuresnuazdes msdssinarudnanidilusuiuiiugiuanug
Faluduvesnnudiszezenviolunniunguanuiou

feiu maiauedairuinsdnylszamluguvessandsde (Text) funm
(Image) uagnalanuszanvlugureudes (Sound) sgangliinnisiseuimdnyilasnia
matauelieddBide Ao nsganegaiemseiludetoginiier agelsninunisly
fommlsznounin ffeaszisluiFesvesnslinuvesaesiimnifuly mndnsldsa
wiou 1 fu azdswaviliAnmaidmesdeyaluafufertuinniAuly Overload)
§smaifiutesmades ileutaumszvesanedlufunsuszanaietunm
(Visual Processing) wazdsiimssziiase Tafigadensldesduszneuveanm fadnws
wazdsadnumdon q Auluedudie liAesadeedianndenisivd idenvdnns
41 Redundancy Principle

wenMNimdnn1389au (Redundancy Principle) Snudnniswilsie waénns
AMUEDAAADY (Coherence) ﬁ]’mmwﬁﬂflsﬁauiﬁawaumaﬂigzuu'] (Cognitive Theory of
Multimedia Learning) LHunMISWITaNNN LE#B AI9nNYs AaReaiastuiuiem
MnMsITUTINg dwnnldesdusznaunin des idnus flsiiRendestuidemiiasany
awvhliszavBramasudveadiFouanas Mayer (2009) ftiu wiiaelaillisinm
At nszneuste daummitlidermsmnevesternaeslsidiumsGeusln 4 deffieu dwsu
wiefiinmesandunmiifedestuingusvasdihinaue nmleiiliaenndesiuidon
Wiheen ameanusavislidseudilawazinlade nensldnmdmsudulaniud ey
vnadanmananslfunudemiuriensiiauouuulaldnie wimndidoueaienudila
Aewanaidesanldfunmussneuiidudouiuly duuismsmeeumdndssam

v Y

ndaugudeu ldnmdne 9
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v v [V o = = va A 4 6 al o
ﬂU@ﬁUH@WMQSWWQG]uazﬂﬂUQaﬁNﬁﬂuWMﬂlngwugﬁuuazﬂizaUﬂﬁimwumﬂmﬂﬁﬂu

U

Y a a

wanleerUsenauludeos 1 uiuzdy UnesnwuuUNSgUADLAILADS IIADINAUIUNS YUY
ARUNIMEIYIEARUlANUSEAVBNNGIgARUNENNTT WWIAR Naufae 9 iieuselev
aeanvasseuludfgy

U aa a 6

nannsaueafiiifeveuees Mayer (2009) @slannassilafneianyus
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ANUAITIN 2-1 P98l

A1 2-1 mannsulauedafiifeveaiees USuan Mayer (2009)
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wININSUsEYNAnaNN1s Ny

1. nann1stafdine (Multimedia
Principle) N15ULEUDMEUDAIL
wans1iin eliinnsiseus
finntnsiSeusmedeninuiios

ARG

1. Tumsiauenmiageulm dladlviuey
° = o 1 A v a
N3 LEUeIIeY MTAzdIunlutomIunse
= Y A & a A = P
denaiudmmdunnilavisenmeadeulniunly
s2uAU N19ERNBINTOUTOANULULINY ¢ 1TD
Hideslvilsiinanduszansnintlesninnisly

v I3

TANUNTBLALIUTTEEAIUATUNINIFURUS Y

2. wénnsrelieadeszey

(Spatial Contiguity Principle)
MMsULEUBMIBTBAINULAY

Asilnfidennadastunoliinng

Seuinanindevanlilndiu

2. Wothiauetemuuaznwaugiu
forumseglndiuvioarailsglunmiuia
NM159AURUIE NI LA IND199 LB
win s nwstul3lunn AeliiAnwa

a 1
NAANIN

3. ANANUABLLBITIAT?
(Temporal Contiguity Principle)
ASUNEUDAILTDAIULAY

nsnNaanmanInuluaReINUY

v !

ABlALNANNSS8USNANID

Y

NNSUAUDAUAIAUFDLLDINU

3. WinhiaustanuiaznInAIuaiu
JopulaznNHuAITUEuenson o iy
A A a v 1Y)
Wanweasulmikasideaussenelasiuiu
AWAFDULIMILALLESIUTTENIUY 2N LALARA
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NANNIS

L3 %

LL‘H’JVI’Nﬂ’]ﬁ‘UﬁZQﬂWViaﬂﬂ’ﬁi‘umll

4. FANNISPINUEDAAADY
(Coherence Principle)
ANSULAUDAIBTDAY NSITN
A o | v a =~ vaa
viseLdseneliAANISISeuNANT

WeldlanieNifedas

aad a

4. ANSULAUDMYNARTLLAAITITN1TUNLEUD
U NTLTULBLTALIU LRNIZTLNYIVBY LU LAY
Usznausng ¢ (@839 1@893249 1&eeiaUn)
A v a ! ' 2 a
Winlminmnuuaulaksa1anate uasnaving

nsisguveatinGey

5. MIANNSTIANISULINNY
(Modality Principle)

st aueen madeuln
wagldUsTENenIauAune lALAn
miﬁauiﬁlﬁﬂdwmiﬁ%auaé”w
aadeulmazdany

Tumiae

5. ANsULEUBMLIARTLReTN gAY
waznmMAsavtauenienslddevisernn
WNNINSAEuTeALeg IR Fagiiligiseu

anansaiseuslaunnnd

6. MENNNSTFoU
(Redundancy Principle)
st auesen adeuln

LaZLEIUITENY LazUaAIY

Tumiae

6. NNSUBAUDALAMARDULINSDULFS
U358N87nsInUANLInglunIn dewalviie
NN3L38U3UINNTT NMFUNAUBAIBAIN LHEI TN

v a M =3
‘UE]?TJ’]ZJUii‘EJ’]‘EJ']EJﬂWWVI@JﬂT]MEJ'TJLLWI@JE“IEU‘Ui%Lﬂu

3.2 NuiFonauNI@ITIal

vgufidenann19e15unl (Moreno, 2006, pp. 125-127) WunquiiAeades

AUMSSUSURE 5 A Tan NMSSUUsTaMAUREN1UINNAEINLASURNINED (Instructional

Meida) launidesusseneainde (Narration Sound) Hulszamdusaniem (Auditory)

ENUUSZENEUEENIIAT AN Text (Text Picture) H1unnann (Visual) nnstaussannausia

M3dle (Manipulatives Virtual Gloves) #1un19n138uRa (Tactile) nslaussamdua

M9AYN PBNTAUNEY (Smell) funsUszamduianiayn (Olfactory) waznslaussam

durlann9qu (Flavor) lumnennsausa (Gustatory) 8401301530ty asUMNFIBNYIUaL

sunmsneeiiiesladusgiuauaunsanatayailuiiunisldle (Attention) n1ssu3

(Perception)
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N3AIUANALEY (Self Regulation) NM13AIUANDYTHA] K53941a (Emotion, Motivation

and Affect) vesusiazyanalastoyaszgniniiuiansndiluganudvazyha

(Working Memory) wavdsdaganinudiszezend (Long Term Memory) ldunaaiudoya
mwdszaren suinannsdianyszaunsalesdeuiannnsiiaumang

(Semantic Knowledge) LLazaﬂﬁm’mifﬁﬂﬂmﬁ’lLWJm'ﬁiﬁ (Episodic Knowledge)
LazAHENTAUNSAURNAINANNI ST YL RONUN LTI

SELF-REGULATION

1 )

e

SOUND
VERBAL
MENTAL
TEXT MOOEL
PACTURE - VESUAL
SENANTC
FNOVWLEDGE
MANIPULATIVES
T
WIUALGLOVES. > TACTLE ""‘;‘“"N
PEACEPTION
EPISODIC
SMELL W OUACTORY mom.(oa
NON-VEREAL
MENTAL
FLAVOR - AsTAToRY MODEL
Instructional Senscry Long Term
Media Memory Working Memory Memory
' I
l‘ + EMOTION, MOTIVATION, and AFFECT
. '

SFIF-REGLILATION

Al 213 Cognitive Afftective Theory of Learning with Media

anudinglfunisiaenanuldlauaznisiu

ruldlafimnuddysonissud Wuladedrdgiveliianisiuideyandfgy
' 1Y) a 6 & & | Aa a A a
unansteyanvainvaty anuldlatiaseunaunsludiunilad (Awareness) uaglililad
(Unawareness) mnulaladulassadianiainufeiwudunisinausiuiuyasainus
YULYINU
MsaenAnUldala nuneds nszuIumssInANUldlafean LN
a P ~ vaa A [ ' | A a
99EIINANNYIY Yi5aN8UBDN WINAIDUNNTUNIUANULELD Wy n1stdlanienadslnds
) & Y I a oA | = v v Ay &
piansaunuluaudaes nenldldlaneddu wy downasanntniaaisoanadluauides
I3 o U a a = 1 o % I a' d" 1 a' dl’ = [
Wudu UnIninendsaulainezlsyilislaladamnisunnnindsis (nsidenanuldla)
mlusdnvasuliaulavisd@auslidweaulauiney wagiidng o vanedsisldla

Talunandeiiu Falumaninedfunisaenauaula s1eazdunsadl
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I:Jmamiﬂ'izma%’aga (Model of Information Processing) Us¥nauniganau
funouriensrurunisiuansnisinaisuvesteyannduneundsludidunausely tusou
N15U1L97 (Input Process) L?iaﬁaaﬁumﬁLﬂiwﬁ%’auﬂa?qmzéjwm 1 FumeumsUszaana
Yoya (Storage Process) andanszdusing 4 meluanssuaymsiFeuiesianisdnszdu
T TuneuveIHadwERle (Output Process) Sunaunsiaszsiadnsnlandsan
NSUTEUIAHANTTYINUYDIEL DS

Tuinanisuszananadeyavosuyed Fuainmsidindeyasinsedusie 4

shudsnvnseTens Suanuddn wu vendonin mevAeides meaynfeniu nedu
Ao sa war NMsdulansUszamduda 1Wudu uddilunispeuausimeg 2 nszuiuns
Ao N3TUIUNITUUAIAN (Top-down Processing) Hun1ssiusiudeoya lgguanaeuenty
flofonrfuanuddn e a1y ayn Ausasimds Wuszernadu q deaveudnaildla
foyavzgnaslufanszuaunsivg (Perceptual Process) titevhaudauagduiin (Encode)
foyafildunandudasiis o slilunszuiunisyszanananans (Central Processing)
Ao N13An Nsinaula wagmsuAtam saenauANdvaEYiLinIsdeaINANT
szevem Sufudeyarnug (Knowledge) s 9 fiazanlfunldiinnunnisiuiuasimun
N13RaUaUDY (Responding)

dunsEUIuMSANITuUL Bottom-up Processing) nioaneuinanldle

setayanlisuaneiuizSuanuidn deyavsgndddudensyuiunsiuiuasnisdenaeuauss

Y Y

= &

(Response Selective) Fa.un13dug Toyadidrunvilisannsasuildednesngs

¥
a =

Tiferlsiety Adiintuduerlsuaznisnouaussegsls nssuaumssetuuuinty
WntuNIEUIUNITIU;
sTUIUNSULAIE TN UINAlNSEUILUNSUSTInaRANa LA NS UIUN S U
(Motor process) ﬁqaaqmzmuﬂﬁﬁmﬁﬂeﬂaLﬁu@uéﬂawﬁﬁmﬁqﬁﬁﬂﬁ@ 2 Yszns
fio \Wududendifndeyafiaziug uasfinnisfanssuidonhesls uenani Tuwalduans
ﬂﬁﬂamé’u%yjamuaumﬁlﬁmﬂmﬁmuaumﬁé’mmm soUszauaud3a naenau
nsUSuasun1snevauetlUSsyuuyssamduda
nsdenldlafutuusnlunissngiumnunvesnsyhmifinszuaunismadaan
Imw‘imﬁflﬁLﬂuquéﬂmwaqﬂsw;uﬂ’ﬁmﬂzgfgma’]aéf’m WU 115303 AU
waznsunlatam
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1. M35U3 (Perception) msldlaiiaudAgysonisandidnuaguesing

o

¥

WU A JUTI9 AL KaENIMVIUATIANINYDINTEUINNTIUS
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2. awdn (Memory) nsvurumsidentldlatisiiivanuannsalunisifuteya
Tinsogidusroginauiuiy

3. msuntatleyin (Problem Solving) mmﬁwL%fﬂuﬂmﬁlmﬂmum%uagjﬁ'u
ﬂ’nﬂdl’«aﬁﬁsia{]zymﬁ?u (Goldstein, 2008)

nalnnsviuvesenuldlawaenisiui

Hadunszdumadonanaldla Ussneude nalnnneuen viednstuuy
(Exogenous, Bottom-up) #aneis manaeudreanuldlantdnuundululnesnludi
mudsnsduntanuaisu veduildle 1wy dsnseduiiinisindeulm vieldnvas
LANARENNTALIY LU Aonliduawinunaaava dde) wasnalnnieluniouuasans
(Endogenous, Top-down) Liunslimmidlalunmsmuauanaldlaluddnszdu
dielvuansnninssueenulidululufionsfisjants analnndrstuuuuasnaln
vuasas Snisvhaousiuiu fu mwaugavesnsnszfuaraldlannaisuen
wazneludsdiaruddeetin mnifnauliaunatuetaiilugiawensine
Wy TsAaunsa (Neokleous et al,, 2011)

nalnmsthdyraszamiferiunmsuesiunagnsladudngases

nIzuaUsEamNIN@adTuausan (Receptor Cells) aggnasuleyszam
(Nerve Fiber) waaiwadUsdszam (Ganglion Cells) snsaududuuszamanosgi 2
(Optic Nerve) waglouszanmazinisiesiesradusedounudumisiiunanead
fupwidn (Receptor Cells) luisun Wesndsudnaeewinlaueai (Optic Chiasma)
Touszamitnanisiuduitsayn sxdullueglusennunsa (Optic Tract) sunssdnu
uazeandnunsAazinszuaUszamluguanieanuiiganuod (Lateral Geniculate
Body) ludhuwesmandtatite lsuuldiuwadussamialmliandunseuadszam
wgnasrlugaussdnnedsimiifineafunisueai

3.3 msmﬁlau‘lm‘mmLmuaﬂmu"i'mq (Motion Object Tracking)

mngLé’uw’mﬂmﬂﬁauﬁmmi’mq (Theory of Multiple Object Tracking)
wiumsnwiRnafuszuunsueadiudunisnisindeuiivesiansnglunisiadouln
Fuvils firnsanuiduardnvumaiedeudivesingiunnsistu nsamuing
e g dundsduiuiienide Research Area) fiflenudduaziianls

Tumsdednineinseeuiames auyues ladnsiauwlusunsudnsagy wenndindu
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(Application) sesiugs wisdluuszgndldanumuginmmianisunnd n1sihseTameanem

LauA NSHIER N19039980 UGB UNAIVBANANITAININ 9 2INNFRTIALD LagnSTUTLULDESE



79

inidelutlagtu WWiatunmsanwluiinisieuaulaluiting Tracking by Detection
1Nty
3.4 msiFeuduvudensy msuitymuazuiseiiieadss (Multimedia
Learning and Problem Solving)

van and Norbert (1999) 1§331309 Amnauananavesdenaudifinadensyuinmms
iﬁmmﬂi’jaujzyﬂmaﬂwﬁmmﬂﬂﬁulvdﬁwaum ﬂwﬁﬁaﬁﬁﬁmqﬂizmﬁlﬁaﬁﬁmLﬁmﬁu
nszuILMssAnmstygiiausumsdenauuaz sUnuvasdonm Taensinnauliiii
aued nauiegraduiniSeu 38 au wuadu 2 naulvg ﬁaﬂéuﬁﬁszﬁuaaﬂm@ﬁgﬁwﬂa
$1unu 19 AU uaznguiiseAuaRtlygyedetnan $1umu 19 au Imm’%‘auifﬁama%mm
o nmila wazderu mwadeuln sewinmsSeuinndesanan Inaduliihaues
TUéhe Tnefinnsanainadudani Tuanesdiu Occipital Lobe (O1 uag 02) Temporal Lobe
(T3,T4,T5 uagT6) Waz Frontal Lobe (F3, F4, F7, F8 way F)

naMSITeUsINg I denndesiuauRgIunsifein metiaueteamils
uazadeulmazyilannagnsnisueiiu lifearisameniuin luvagiinisinaue
FoarulaeillazUssananaiinnuduiudiunisusssnanaieniud naan1smnaes
wandlidiuinnguinSeuiianuedsiaanazifanssumsaesiosninguidantyg,
JEAUUNA 210 3 JUKUUYBINITUNEUD UagInNn1sAnwUsINgdn weldininuwnneig
TuBesgunuvvesnauliihauesiuanioontn usiinrmdsusiusuuuunstiaue
figndannainnsinadulitihaes

Um et al. (2007) 1#fnun Sesmansznunmeorsualdmuin TunmsiSeu

v ad A

yadesiadiilfe namsiTeusingi ensuaimeauinvesnsBeuiiiaaiifenlugnsseus
filusyavBnmiinduuasdidsuinnnufianela uvenandduandifiuiorsualludean
anunsaaislilasnisnsyduaindain lnsmseenuuvaaniinisounsaoudinssduensual
ymavanligiFeu Sanugulunsdeu forsuaidu aynauudunsSeunnidemundeu
Lin (2003) 1§338:304 nsenseRuTinwesiAamadygyivesiseulaensiseus
nseenuuUEBnay Tnsfnundaindonnisesnuuudenan i fduiug ileatuayy
msftmLTinee ssaamedygdugeinnusidutensimuluuyed Tnesjati
TUikmansdsaiunisesnuuudesaulaenslinisFeusifugiu (Project Base)
mAteillfesueisniseenuuudundendensBeunuudenauardueaseinide
Hunamansl 1nmideunngimavesnsiiouiduindeumeiusinugnnsian

zrenauunBsululsassusTaulssuAnwwardnssulsuSsUsEAUUSEAUANEN
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Kassim (2013) londei5ee mnuduiusseninaguiuumsiseuiuanssoue
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YosmsAnsadasIAnasdonsfeui faquuudenan msidelviauddnyfudvina
yosgUuuunsouvesiiou laensliiasesionsiouiuudenauiinadonnudn
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donanilaunsiunninAnyimnssumans luseien Imiaiedna Iaguszasd
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donay wsedlofldlun1sinaufAnadaasssa fe The Torrance Test of Creative Thinking
(TTCT) Tnnsaeunasndnisndouianiedosdiodenausi inguuuuniaou tofmun
ANYULVBIELTIULARTAL adnlalunnsinsgside Independent Sample t-test and
One Way Anova iieTias1zsimnauususiu SsgnliuFouiisuiiuagiuu TTCT fusuuuy
M93ouusiadid nanideTlifuihguuuunsBeuresinGeuliniunseiieoiu Juuuy
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Kassim and Nicholas (2014) l§idei3es msldiedesiionisiGounuudens
ilaLiivanssougyesmuAnaieassd Fguszasdn1side ilefnwinansynuveanisld
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donaunnsiFeuldsunsiannanin dmiesesnadmivimns msfiasandiddenia
winganluszuunsifavnslaalusgiann 21nuseInIseonuuTemgEiNISSeu;
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N15URN5UIRENIN Torrance Tests of Creative Thinking (TTCT) wag Creative Product
Semantic Scale (CPSS) naanRIMIANARE NaTATIasanlfanAers.
FaduedosdiofiiusslomidmivinGouiiadeiu WevliAnerudsiidaveguuasiianuin
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nNFITemsAnyasiusely Ao Anvenuduldldvesdenisiseuniinusaneu

Aa a o ¢

NilseaussnzvosnuAnasasse
Plass et al. (2014) le3d8i509 n1seanuuudaNsisuiinTesudasuansual
NSSEUIMNIUIN: NSAANYINAYDITUT A ANTNasaNISISEU HANTITEUTING

£% 1% o

NseRNLUUNSSEUSTaRiiReme TaninTeduatsualludauin wu @ JUievesing
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Tnefanioonuuunesisd dwadenininersualludeuin uazgunss Tunthsmiua
flaugu iAslriemeugumsuInifissegiuien uwilillddssansznusoonsuaifGou
Antal et al. (2017) 381509 Mseenuuusiaifife alouaz iuledlunside
dmsuiin TngldsunnuBusenaniunasesuasiildnlsdude imunagnslvaifiiisns
AnLUUBITINLAEIAgEUIINMTIARRTiTinsAuATuegnaf TngUszasdnside
WewanndfaiifeinleflasunnuBusenangiiieades loun vieusl uayiogunasiian
Suledisuenagnsiumnuirudladefunnudladen giamszuu

=

fuamanu v dnlisudiudioimuiflowas iulsdisgdeimgiuysemans
tindeinegindde a1ty dniiawuimisasauna Jan unsan Sesuiidlddude
ﬁi’suLLmﬁmmwé’ﬂmié’wmwgmaqﬁaé’ms‘h’a (Sensory Modality) #ann1sANNEDAAR S
(Coherence) #annsikuInIsaz Anundgyanwal (Signaling) #ann1sAugutou
(Redundancy) uazndnmsaauyaaa (Personalization) gnaaliluideniflouas iules
15 117l flesunensmeaedidensaddn san19ideusngin Ausudivannvangldsuiiodu
w31 15 wenlunisesnuwuusazainunannesulaniiie lnglasuanudusey
warlasuaunangunasesiaslasuanugugenangidnsiunisivy
ayUnquiifeadesiunmsiannlsunsuresfnefinueadu dmsuidiunimd
VULYINUAIUAN (Visual Working Memory) 983tinissuszauuszauane ﬁpﬁ%’mﬁaﬂ
Jumanlunswauw fe wqwﬁmmﬁ%auiﬁawawwﬁmm (Cognitive Theory of Multimedia
Learning) flesanniiunguifiisadesiuninuasidosuasdmarionsiudsuntaseanud

YUY BAZAIUIIVULIINUAUNNLALAEAS

ﬂau‘f/'i q ﬂ’]'iﬁﬂi?l’]ﬂgu‘l‘l’qﬂ’]ﬁﬁ@ﬁLLagﬁquaﬁﬂﬁLﬁlﬂ?%ﬁN

4.1 wwnAnigntunsinadulndinaues

nsasaanduliinates (Electroencephalogram: EEG) anldlunisiaausn
vaupvieny iuneliafiazveuliiiuiviwmivesaussifsdestuianssuildnsedu
(Goldstein, 2008) uaAuAvoIPAL WAL sTunnAeTuTI sUBnlddnsvming
yesaues sumadumaiafianunsaneaeunisnevausmananvesnauliinaues
Taldudunsiesadnanie (Luck, 2005) L‘fluéi’fa;ﬂal,%wsz%’ﬂﬁl,ﬁmLaumﬂmimaau
NINGANTIY

TngUnfdafiiidintananedosedonisiasuntamslniiniioldlunisandedoans

S¥UIN0adlueiBIzANN 9 UBITNNIY LU WwaaresTzUUnauile ssuuilalagszuy
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Uszamaziinszualnifinvuegnasanailuvaeyinia iliinausedndseninauiion

1l

'
aaaa 1

14 Turauenidineganesassiawinuegnaniia Inefionvasiaviseliiam Ay

o

¢ o

i
uyudTiTinegistinszudliinananssduoutes o Ainldnasanar msinnszudlylin
Tuamawaawwé%’j’dﬁmﬂﬂﬂﬁﬂﬂ%ﬂﬂﬁﬁlﬂuuwﬁﬁﬁm 15811 EEG (Electroencephalograph)
ENFlwide Ul lnensadend 83103 (Electrocorticgraph: ECOG)
#1383 (EEG) uazddlod (ECOG) vefimufimiioutu udmuussvesddiagiiosninddled
desnnszuaantesasilonunyvandsusuazmilsdsuy maAnnszudlwilumaduszam
Susuanmaedeuiivesdesuriuntiaead Wewadgnnsesuluifey (Sodium) azidhgiead
Uszannuaglnunalgey (Potassium) aggndusenuanivad liinmumedngsyning
meluuazneueneadiianniniald dewnazndufugnneunfdaiy nauAsuulasuil
Fosefondsnuanansedinguiiinoamamgugasonit exdlululnswoain
(Adenosine Triphosphate: ATP) @aglunsyiauvesansdeuszam dewadUszamanu
wilsldunisnszduazianidosoyniaiiuse i liaulusuledszam (Nerve Fiber)
fidouszrnusadUsvamnszudlaiihuiinudes 4 AdstuazlunssfumadUszamsioly

ielilaseussgiseananmianuilundulnihldaund wuldluusnaiiilniseluidunes 9

o

el ilisenin raulniauss Idnvuzindeulmiulazauntounauyialy Tovae

>

nsiananudusauneIui mnudtazmuLsasrdulnivesssuulsramiale

1%
d

wPuegiuvearanUszamusiasieas uanannisidsuulamelssamaisine,
dll = 1 1 = 1 [
vospauliihanesasinnuwanidluusazyana daauaunsalunisussuianasiieiu
v o g 1 ¥ dl 1 d‘ o dl
wendsiuegiutadedu 9 1w 01y NMsueu Ussinnvesaduliihauesduunauaug
VoAU ATl NeUAS1 I RnANIE (2549)
1. pduean (Delta) AduriinAnudtesnin 4 185n9 (Hz) lunuluaudnd
~a | | Y} a
vy winuluauweunauuni
2. AAUEAN (Theta) WWuaduwlinAad 4 -7.9 1850 (Hz) nulaun@ludn
wazynYerguazusunaulug o szuinediand asvieuliiuaninnnshiuiuesnisirsen
nulavaue@ngeuInnI@nandinudu drunats wagdiunilsieda
3. paudarh (Alpha) L uadusdnmnud 8-13 185 (Hz) suvisinuaausan
laeudn Ao duesdIunds drunilsieviawavaiuviiuiumras (Posterior Temporal) 140573
Iolugnudesdmuauis nuinnlendumlaglidlafneslsluvinamdivesaues

(AupIdUnLn) AAUDaNRzmelUledumInS o lYaus
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4. AU (Beta) Wunduadnaud 14-30 18509 (Hz) finnuusainann
auveasslilaansatals duuisilfduiudntulurasdun fades daaule
uazMsUszananatoya asUngfiaussdruniiuazdiunans

5. mAuLNNII (Gamma) FasAanuBneus 30 850E (Hz) Tulveatis 45 §5nd
(Hz) ihuselewflumstusudiismieafuauos

4.2 wénn1suazdsnisinaduluiiases

AavavendurduwivEn i Tldnannsdsdyaanaiimmatininlusienie
uywe msfandsnuliiiuinuatesderidiediarmsourilauns Electroencephalogram:
EEG) viliinddeneuszaviinewaztininermans lutagduinimeasiuaznsiain
adulnihaneasheIBnsmeingimansusngin uysdaunsamuauadualeILATas
fndsananedld mniinsilnduauslimuauannzesuniaydnlald sihlnuaiuads
1 msidenmevaussiedadunsueninalaensiseannzasluiifundulvihaues
wannsTuTineaulihatewarsurtsing 9 luaues Fareluid

nsUuiinsenszualin (Electrical Recording)

Fumeumsinfudynnsss (EEG) umeuusn e mﬂmﬂmmﬁﬁamw%ﬁﬂ
fryey1ad (Electrode) mw%’ué@zymlﬂﬂwwﬂu%nmuﬁfqﬁwzﬂuaqrzﬂﬁzmmaaq{?ai’@ﬁmm
fnaneuvureuuuiuuusuudy (Plate) waswuumnnaseudswy (Cap) Faiidaiavans o
555’;a&“Jmsfl,u‘wmﬂﬁﬂﬁmii’mé’zyzymimwwuﬁ’wmaﬂmﬁzymﬂmIWWWﬁlmaﬂﬂﬁ??ﬁm%ﬁfumm
wsadusnlusziuiadlaad (mv) SaneswetedyananeunerseeisniziEonii

= LY )

ulaupamanieieas (Bio Amplifier) Feazilnuant@lunsusafuuazidndaarasuniuia
wavaenedayaadugumnuisng q Wy rduavedlsd snussulasludyaanineade
\resAdlnimes (Digitizer) uazdynumaneaazgniuiinlilnsneufinesiievluldiy
nely nMsdedyaaRineassriislngesuasneninnesiusowhliisesinihuenan
fu iletostunszualwrhaneoufiumesivasounduudsdate frenazudunmenoyly
e Fsnsuenisesinvesnaniuetavilalaglsderuasnudotlneiiniswlas
doyaadlvhusasnauaitazasavgnuUasnauludyaalinmianuiisudygyiu
The Electroencephalogram (EEG) fie n1sinansnadeulmmaliivesauss
{AnAuAuWINAD Hans Berger Tl A.a.1920 warlud a.a. 1924 Tnglddalansluih 2 42
RInaATYETsgNIBve s MarUsEaUm LS elumstuiniildsuuuuvesndu Berger
Ihuoaseeuluidedefifedestuusyaunisaivaeiaf (Conscious Experience)

EEG lugataqUuiisuuuuiisngluann EEG ved Berger 8813170 weign1svineu
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Hanamiloudn WssusluilgsuldidalwihadeusoufnamzgeuosTnumilsise
Wiavhmstuiinnsindeulmmslnihuesausng 4 vesauasldwden q fu varfidalnih
Y04 EEG futoyaninindeulmalwihannuszamdaaailnihazgnudales EEG
uazvhmstufindeyaasummaiiduukuruingnuazidn vietufinasuuusiy
Computer Disk
5ﬂwm$%®%aﬁam‘ﬂutﬁuﬁLﬂé@ul%’lLLUU%U 1 & 9 Snuazuuuiisendt aduaues

(Brain Wave) dnwauzesnduaussiimiuifedoatuannznisiad Budusivasanlagen
TUaufswaignauan dnindrdauaziniduanunsasudeyanisanduiinves EEG 1o
diethinaguinisiedeulmmlwiiiunansdoyassiulaluaues uadlflunmsidedelse
LazAUARUNRBY 9

4.3 aaulwihavesduiusiumanisaiuazmuideiineades

adulvlihaueaditusiumgnisal (Event-Related Potential: ERP) v3ai3en
Towga 11 ERP Wurdulnihavesiildanniedesinadulniiaues (Electroencephalography)
(EEG) W0 wpasinanaduutiudnlniiaues Magnetoencephalography (MEG) 19@nen
NeUsEAVINeIAans (Neuroscience) Ussaminenamansnislayay
(Cognitive Neuroscience) N9&353M81 (Physiological) Msaulszamauia (Sensory)
N153U3 (Perception) Melayay1 (Cognition) kaztoyanuNITUTEUIANAYRIANDS
(Brain Processing Information)

Event-Related Potential idun1s¥afenssumilniihwesaues Tngmadaldi
Puumisdswe adulihatenfnmnnisdsdyinusyamuasaues nioufuvaeniy
viouauadiiaundouiuvaeiAanssumnnsedunisviiuresanss (Event) fansgiu
oradunmvideidios 39 ERP dnunnfuguadulszneuseyavesnsidsiamauin
LAV INAUVDILTIAUNWINA n1sfnwmaIneintsleygn dwlwgtenly ERP sz
Humstufinnsvinuresatesiinaass uasdaldaeisiniinsinunisieuresaues
shematia -MRI, MR, PET way MEG yaguiuuyesndy (Waveform) fnaegunuuiidesld
Tuns@nwinisyineauvesauee oA P100, N100, N170, P200, N200, P300, N400 way
P600 (Luck & Kappenman, 2011, pp. 3-12)

1) pdu P100 3o P1
Adu P100 vie P1 updulnihauesduiusiumnnisel (Event-Related
Potential: ERP) dsldanniadesinadulniianes Electroencephalography (EEG) Huedy

1BaUIN (Positive) ANNUGIVBIRAUUTINGTIAT 65-100 ms 1AIUBIRUNTUTEIIAN
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NRNMTFUTAUNTIaNTY (Visual) linnnisnsedusedaisiliainesdesiuuas
Mulvinsgniuresuasdun (Flashed) Usngdmausnniiauesusiindiuma
(Occipital Lobe) uanalsidiuiia nszuiunsvhauasausnvesaussiunistiniuldla

¥

(Pay Attention) TUgs@asiiunnszdu (Stimulus) uenanidsalvifiudsanofingus
TngdnluiRandai iduuaslfiianding 65 ms Mudnuauesdnmds (Occipital Lobe)
w387 Brodmann Area (BA) dusits 17, 18 way 19

2) Y N100 %38 N1

N100 FanwasiunauliihaussdiusiumnnisalluiBsay (Negative)
fiAndulur19987 80-120 ms Rnnnmanseduedaiffedestudes Wueduli
auesiAnaINsiuSides Unngdaauiiauesuinausiu (Temporal Lobe) aupsdrumii
(Frontal Lobe) uagauaddiunans (Parietal Lobe) Usingluatasmuuinuinninniugie
nstdaulunepdiinres N100 desldnaaeauanuraunlunislagu mnnsedueieides
udliusngaduil uansihyeeatuanuunndesiunseu Dyslexia) Sedwmare
aruanasolunsGeuiiunsuaddflunmsmageueinislaiwesauss (Coma) uananil
N100 g3ldlunisnaaeunistaguludssinn Mismatch Negativity dnluuszendldlunisfinu
MsUTINguesAal N100 varadulasnslians1 videlnonislallidas (Go-No Go Task)
Fdudyauiades (Daltrozzo et al., 2007)

3) Y N100 38 N1

N100 fdnwazilumdulnirauesduiusiumenisel lulaau (Negative)

=

it At 150-200 ms Wnnnsnsefudiedaimiemn Adulinseniuiina 150-170
ms wivnnduamazsngaduil 170-200 ms iueduliinanosfiinanssuivesszam
duifanisueaiiunien wausngdaauiiauesudnudunds (Occipital Lobe) 384a31/0
UShauauaddiunans (Parietal Lobe) Ushinuauasduusiu (Temporal Lobe) Usingluasies
dhuwth (Frontal Lobe) nsléfamilunsadinvesedu N100 aw flazindulutaam 150-
170 ms fesldlunimedeunnuiinunfnienisuesiiu winnlivmngeduivnenseduine
amuansidemmeaneniuaznisuesiiu (Daltrozzo et al., 2007)

4) iy N170

N170 unauliihaussduiudiumnnisal (Event-Related Potential: ERP) Tu
Fsau (Negative) wananugevasndulsngfitasmiunfuveseduiianiatu lugisan
150-200 ms \Agtesimunisivinmlumivesyana (Face Perception) Usingdatauiile

Weudunistraasiaunliladlunivesyaea wu ameenldanla nwdnu annivied
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B msTIIALaza M IRgE q ntauedudiidunmlunthyaea Ysingadu
N170 wanin1svhemdaauiianesusimdiudngis (Occpital Lobe) sesasnfieuiiom
d1unanas (Occipital-Parietal) auosusiiamasvsiu (Occipital Temporal) LazUeNaNg
gausngluanesdiuninuiediu (Frontal Lobe) waznuluauanmesuanuinninniuge
PELUU (Freeman, Ambady, & Holcomb, 2010; Luck & Kappenman, 2011,
pp. 115-118)

5) AAu P200 %30 P2

Ly

P200 ifundulnihaseadistusfumgnisal (Event-Related Potential: ERP)

TuBsuan (Positive) ANugeuaspduAntulugianal 160-275 ms isatasiuntsUssanana
melayaymanenu (Cognitive) WU AMuN33U3 (Perception) Aaaildla (Attention)
Fumus (Memory) wasmadnuiliiendasfunw welusuiifeadesiunm
uazsuiiiadesiuides desldlunmaeasslaglvinguiegunsnaevdnd Mludmne
waglidludmune (Target/ Non-target) liingusiegavihunadneu Tneinauednd
Fduthunswardadildledmanelunszuausien Oddball (Oddball Paradigms)
iluuszendlunisvaaeuaiuldla (Attention) naaauaudl (Memory) uagnageu
nsidennauaues (Response Selection) Tnetiauedasidutmnefidosnsuagdus
laldihmneiidesns Tanwvaszdussuniunmidla (Distracter) vagAanssuvagey
iielvingushogradensevausslignies melunaniisiiamuilsiooniuunmaas

uaﬂmﬂﬂfﬁmzmuﬁﬂﬁﬁLﬁméﬁaqﬁumwaaﬁu (Visual Priming Paradigm)
Hunszuawimiflideyatugunoundhmuiduuadlidoyafintuegtedfiandurian
siosn ngudiegwinnemmeulusuian ngumeehadensnaulaneuausdiignies
oraduldisnmilifunm 2 88 am 3 §F viedusiidum vauzdenmeuling
AR N13YINIUYBtaNeItaRuIntuuTMENasdIunt (Frontal Lobe) USianiauas
d@1uvine (Occipital Lobe) Ushiuanasaiunany (Parietal Lobe) lazUSiadaussdiugg

L4

(Temporal Lobe) i@ntiag

nss Al TiRanvas udosseaiiu (Auditory Priming Paradiem) Wiunssuau
fiaiifnnuAtostunsivualitoyadesiuniou Sadudesdliudmne
(Non-target) udrstiauavians « Ay iftelinguiogadenmeuauaseidsiiiy
Whvsnefifesnis (Target) Inewdlonuitsmneazusing Amplitude v3ofinamgs
vosrduliihavesgeiusnmindasllddmne fdlddmanszmusio anunisvesedu

(Latency) feuudauansiiutan1svaure vt fiusnsdnnisvesaues
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(Executive Function) uazA113aieinau (Working Memory) Y8dusiaguanakanmIei
WAz UsINHNIYINUTDIELDITALIY USIMEUBdUnTn (Frontal Lobe) 509891AB U0
duedaIunas (Parietal Lobe) Lazusiinauodd@Iud s (Temporal Lobe) muasu
msUsegndliadu P200 luneedtin desldlunmsitadefifedesty

Tsadaluaes (Alzheimer's Disease) saudialsafiieadasiuansavesdon (Dementia)
Tnenslgine 1asuaadidusadtvnssniuesnaduduney mniAaadu P100 way P200
fivranuniavesndu (Latency) fvinstuannuanslidfuiainanuunnsedunisas
oyl szamusnuniluauss (Lee et al, 2010; Qiu et al., 2008)

6) AAU N200 %38 N2

N200 Lunaulifihaussduiuiumnnisal (Event-Related Potential: ERP)
Tudeau (Negative) TiinTuluraan 200-350 ms Wugnawiedestunsuszaiana
finannuanensteyananed 1wy nihfiusmsdanisvesaues (Executive Function)
ANNTIVULYINY (Working Memory) Anun133u3 (Perception) avuldla (Attention)
AE1 (Memory) LagANENINTaNIeaw sluduiiiieadosiunmuasides el
Tlun1snyvaeudadifidnvarunnaeiu Mismatch Negativity (MMN) 78wt
figosmsuasdililadimunefidosnns (Tareet/ Non-tareet) uenainil n1sth Go/ No-Go
Task daueaduiuegissamsatunsyuiusiay Oddball (Oddball Paradigms) &imguszasd
neeu mlala Audn waznisidenmauauss (Response Selection) Inan1suiaue

a

dusseaithuunedisoins (Tareet) i dudadnifigldneiuanou (Novelty) fududn
Alaldithmnefideanis felldnvauzisuie fdnwvazidussumu (Distracter) lglvngs
fhethadenmeuausdiignies nsdiiduiifutestidnvazdudeyaiieafuam 1wy
wnUTn g A lingusegemauausdlagnisnawlusiiuei mnusingain B
Tinautlududneg ieliiunsdaduladeniidaeu Janmilusingaeddnuuedu
n9iFBauuUEY 1ty AAABAAAABBA (s TnevausvinAanssu fiadu N200 Usingdaiauiu
fusuaneadumth (Frontal Lobe) so9a9tnfie Usnnianesdiunans (Parietal Lobe)
LarUIAENDIAIUAIUTN (Temporal Lobe) (Petit et al., 2012) suanau

7) Aéu P300 %38 P3

P300 ifundulniihaseadistusiumgnisal (Event-Related Potential: ERP)
Tuigsuan (Positive) Uswﬂg]mmgwaaﬂ§u1Wﬁﬂamaqaéwq%®Lam Anduiilaa 250-550 ms
‘171Lﬁ'm%’aami%"umiﬂizmamamﬁiﬁmmqi’jfgfwmaéfm (Cognitive Function) léin

n13AA (Thinking) N13dndwla (Decision Making) N15Usziliuna (Evaluation) n1suAteyun
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(Problem Solving) uagn1sdnmnLNANY (Categorization) AR P3 Uszneusnendu P3a
unduusnues P300 uaz P3b uaduiideaves P300

P300 FugifumsldinuneneuvsanduitegislumsiAanssumsvnaey
(Task) kAZAIULINVBININTIUNAAOU NINAINTIUNITNAFBULAINEIN I8V INGUAIDE14
Fadldeunensne slfauosteddndumnuid mmqwam?{ulw%aum P300
ﬁmmqa%ué’w (Luck, 2005, p. 44) LLasﬁﬁuasUJﬁummﬂﬁ%Lﬁuﬁa smmswmémz&j
(Inter Stimulus) TuARnssun1snaaeu (Hassaan, 2010, p. 84) Tuvaizifediunugs
vosrduliihaues P300 fianas uansdaueinisldndnuanas enadounanianssy
nsneaeuiimnudeniwiediléinnty nisldmumensuvesndgusegng Tunish
AanssuNIsNAaeuU (Task) Wowas (Luck, 2005, p. 44)

P3a Wumdwlihauesdsiusiumnnisal Usingivaaian 250-350 ms
fiRerdeatunsvhauresaueshuiunsy sty (Cognitive Process) S
ANTIVULTINIU (Working Memory) sauiisnsuseananasun1sdndula
(Decision Making) n15Useiiiuna (Evaluation) N133nvanny (Categorization) A3uldla
(Attention) uazmsiiarsanindudsmivier (Novelty) uenainil aau P3a wansliifiu
femsvhauidaieu vinasuesdmmthuniian (Frontal Lobe) Ingiawe Prefrontal
won Nt UiﬂﬂgLﬁﬂﬁaEJﬁU'%nmaumehuﬂaN (Parietal Lobe) lazUShadaunsdunudig
(Temporal Lobe)

P3b usduliihauesdiiusiumanisel Unngilusenaduiass
903 AAUlWaLe P300 fivaaiian 250-550 ms Weadesfiunisriaiuvesates
Tusunszurunsmstlygn (Cognitive Process) $aAUAINTIVRZYINY
(Working Memory) LLazmiﬁﬂ%’m,ﬂamﬂmmaﬁﬁzasm (Long Term Memory)
Tugunsdindula (Decision Making) tgnifunisusziiiusa (Evaluation) Msdnmanms
(Categorization) n1suAUgYi1 (Problem Solving) AAw P3a ﬂiﬂﬂgmiﬁwmﬁ%’mwﬁnm
AupsdIunt (Frontal Lobe) Tiuiuauesadiunany (Parietal Lobe) lazanasdiugia
(Temporal Lobe) uansloiiun1svieusiuiu seninenszuiunsnistayan
(Cognitive Process) fUnszUIUNTHILANR (Memory Process) fivismuuszanuiu
(Lee et al., 2010; Luck & Kappenman, 2011, pp. 159-163)

8) AAY NAOO

N400 Lunaulinaussduiudiumnnisal (Event-Related Potential: ERP)

luBeau (Negative) Usinganugevesnquluiianisau Mindu Tugisian 280-500 ms
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TnedanuifeitesiunisuseinanainaInaIen N1 (Language) MABITRIAUNITIINGIU
YDIANBINAZITUUUTZAMMIE LAY (Neurolinguistic) uazduiniidnwauzidudmyn

Anuazides (Visual and Auditory Words) wandlidiufian1sneuausdvesdued

a

sousIngTludlvi (Novelty Words) ienfilaiineifiusniou (Unexpected Words)
vosdusiulslondmalumamanes adannsnUssgnidadliidnvasdunm
vidoldes MesusluatiFessulszlngnieanulennsainiuilve Wsgloaund)
vsoUstluaii3esguustlonligniosmahensalawlng WUssleaiiBeaguusslonlignias
padnlaensal) wu “anmamunlaglpiufiouwesina” (Hulssleaund)
Tuvauzdiuselon “suvsmunlngldndudionnasnszifion” UstloafiSoaguuszlonlignies
mamdnlaginsal) fhliwuiiulunsldanuinly Wesusaasdmediiaund asusingedu
NG00 viliftuAuwAnsIswazLanINTSLTdauUTMETedInte (Temporal Lobe)
uazUsngidntiesiudinmanssdiunats (Parietal Lobe) LayUTnauosdILumad
(Occipital Lobe) Adu N400 fiesldluns3dumiediu Neuro Linguistic wandliidiu
femshauiidaauresaussiumiuannsaneawivinasuesduiig
(Temporal Lobe) (Kutas & Federmeier, 2011)

9) AAY P600

P600 1Tundulniihaseadistusiumgnisal (Event-Related Potential: ERP)
TuBsuan (Positive) AAnTulutnam van 500-650 ms Aifarnieadestumsyszanana
N1 (Language) LRANNISNSYINIUYBIEN DAL ST UUUTTAMNIAIUNTY)
(Neurolinguistic) vesdainiliAsadeafudmatuaniiidnvaziduiunmuasides
(Visual and Auditory Words) wansliifiufianisnevaueesaueseduiiussamiiieidos
fundnlaennsal (Grammatical) wiaUselon (Syntactic) uenaniinau P600 Hedes
AUN1TYINUTeIENDIAIUNITUSEINaNaUsEleA (Sentence Processing) wazvhuietes
A (Phrase Processing) nImauauesvasavewiaUsslenlval o Ausing
(Novelty Sentence) Usglanfiliiniafnunriewu (Unexpected Sentence) wiodnuazUstlon
finnuvanedaudaiu (Disagreement) 10933 warn 13N (Interpretation) vas@Ns
fifulsslonaniend dma Alnnudnudetu aunsadiaueld adasetnfidunnang
finthaeeesiames vieduiiiudedasilaarnmayils lusddedidnwmeiun
uamsfegeresUszleniiund uazUsgleaiidssguusloalignieswnulennsainiwnine
i Ustlen “ommnsfiesen lasudszmuiin” WseleafiFosguuselonlignaesmaman

=

Tagnsal) fulselen “armsneseslasulsemulaain” (Ussleaund) dadulsylon
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fizuagulsglengnioswmnuvdnlennsalnwilng Wenqusedslésuaasilieinsal
vidoustloafiSeasulsslenligndesmumdnlaoinsal azusingadu P600 uanansviney
Fanaufiaueusnnaussdsugg (Temporal Lobe) U3aas Wernicke’s Area s
Broca’s Area uansmsviiaudntesiiavesdiunans (Parietal Lobe) wagauyenag
(Occipital lobe) (Luck & Kappenman, 2011, pp. 27-30) #14a19u

4.4 anudrvgiuiunmiazuideiieadesiuaduluiaues
FunusAumanIIal

Owen, McMillan, Laird, and Bullmore (2005) 1¢338130 msiiaszshanuise
Rerfunszuiuimivesmiudvagiaulngld N-Back nagounrmd vy
Favilslunszuuiminmsmaassitlasuanadionsnniigaiferiunsdnuinmsyinanu
Neuroimagin va4Aus1vaizyhaufie wdesdle N-Back Wuasasdlefildlunisnsiaaeu
Ausderamiontaunuiiiedhasdinssdueglutiogtu snmsinsigiamendn
$117u 668 1309 Tumealunansidedosiu 24 Fes N-back limnassnusvmeyham
HAI98UIING I USLIENBIUTLI Premotor Cortex waw Cingulate HNsyuIuns
AAnnsasuLasiaiau asulainnsiiessiunnnidi Juedesiloniiuszansam
Tunssusamanisinuduugutonanedes Wundnguiuansdsausongiouiniy
USnuauesdiumihuagusnnsededlagldnszuiuiminigmiauves N-back
TugUuuusnag 9

Drew, McCollough, and Vogel (2006) lé3deAenfiundulniinauesduius
AUMANTAAUNTIAANNTIVUETIIUAIUNIN INNITITEUTING T MUIANT
yauzvhausuam fszuumnugiidida Ssesifunndeyaifstuingluanmuindon
fineaduldtngm nvaaesmandifiuinudnlnganmnsafiuinwm 3 wie 4 518013
Tumbeeudwayinusunmldnaeana weliilafanszuiumsvhnuuasingua
fiaugeusvesuyudidta fafuladnsliitneee 4 meaisine Wefnudoyanin
gnifulilumhoaudilunmshauvesszuudszam asvioufadoyaiifioglumhoaud
VULVTUAUNINVBINYE
Myatchin and Lagae (2013) 16338 Seanisiauinisiudsuntasnus,

vaipyusnunwiasiRduusluiniffaunsUnd: msfinwaauliiiaues
dunusiumanisal TnguszasdnmsifoiieUssiiunsihauveaeierisaud
vaipyiausnunmlaefioidednunnaduayumsussiusa wiesdlelunisia

Aa o

warUszillunafe Electrophysiological Level1umjmﬁﬂwmwmmmsﬂﬂ§ N159M ERP
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TANIUBIN MU UUTRENITUS (Visuo-Spatial Backmatching Task) nausiegauduin
$1uau 69 AU 81321 6-16 U IneldileSasilo One-Back Matching (BM1) uay Two-Back
Matching (BM2) nan15338U31n4931 @1giungAnssuinnuduiusiu lngdanginssy
NFIUINY B LIaUfATe(Reaction Time) uazdn ERP Parameters 9neauUs A9
weuUInasan (Peak Amplitude) kagAUNIeEeEn (Peak Latency) Ingliasgsinan1siy
MINNIVIAEBUN Electrophysiological Level annngusnegshudinifvasengmaiiu
HaNTITeUTINGI 1Ia1UHATeN (Reaction time) ludaiinaousulaylonnaaulans
wisnsvaassanasiazangiimuduiudiunisidsuudasse Peak Latency fidiau
TuinaaesiumvesiofinaeulasuasfinsudsuuUasiivaaunnnues Peak
Amplitude fanaamdanisnaass

Van Der Ven, Van Der Maas, Straatemeier, and Jansen (2013) léﬁﬁ"]laﬁlaﬁ

aa o v ¢ a [

AUV UYL U R AU N US AL AUAINIT O UATIA AN AN SVDIU NS UTLAUUTLOUANEN

[

Tugaegfsnaiu fe a1ysendng 6-7 U uay 11-12 U Inguszasamideiiionsivdey

q

aa o o

wazUsulsuasesdioTnanudvasyausun i uiiiduiusluinureuiunesosulatl
TuinuaIunsiseusANnmansNgIiuNIsuIN au Am 15 dwmsutinseulssaufnw
Falpeaudu Computer Adaptive Technology LiBAN®INISATELAINLLANGAS

[ d'

vosingifmnududeuidamanerudwazyhausuaminudaduiug wagfnw
ANNAURUSTEnIIAUTIvEYTIN U UANERFUTLS lUlAUN e UARIn AR S LU e Y
fisafiu nansideUsingin mavan msau thidsuviazuuuldflurisengueadin 6-7 U
warlutaseny 10-12 U ndewhezuunldfludes mssauaznsldnniu anmslesei
Regression uandlyiliiudn Aadnuwazdu q 1wu Task Alilunismaaeuldun Task Forward
vide Backword thanlflunisedutganuiususiudiuiusens (item) Auansnaiy
LAAITIATIZI Regression wanalsiiiiuinmuswagyinaumuldduiusuasadnaans
HmuduiusiuegttydRyNeans

Bailey and West (2013) liaseiienfuauduiusseninsyaunsainisiay
nu Auanuduiusszninaszanveansuszanana nqudiegraduindnulusediv
wninende lelenawn Useinaansgawsni iumameniunasidngy 91 98 au
MNMFAdeUTINg AdulwihauesiAeestumansal (ERPs) TeyangAnssuusing
Audves nadndeng o liisadestulszaunsainsaunuendu anuduiussening
Uszaun1sallunisiaunulazmudunusyed ERP nan15338UsIng 31 n1siaunukenty

WHINTVABRIANNI19YBY ERPs anas Jaya ERP wansliiiugia n1sideuudas
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LAZN13INUYRITEUUUSYAYDaNRIdIunt (Frontal) USHIaNeInudng
(Lateral Frontal) Ushiauauasdiumeves (Occipital Region) lauA Aau P2, P3a
A o a | | . v A |
PAUANNgIRRaIUTIMENRdIUNsEdeN (Parietal) loun AT P3b uazn1siauLn
fanudunusiunisandulalun1izingfainnistaunuluuLalouasy
Kuo, Zhang, Rissman, and Chiu (2014) 193dui309 ns@nwindulwiinauss (ERP)
AUNTIATIEINIINGFNTTUNTANTVUVDIAINTIVUSTNRIUATUAINDINNITEN Y
LAZINN1TNAGRY 3 N1INARBY Fe8zaluN1TMAGRITIN 12 §Unm sensiinnisig
ANz unmuazauldlalaain Near Transfer Tasks ngusog19e185eming
18-31 U 41u3u 15 au %da 5 aw e 10 aw lugindauama 91nnsidenianginssy
wazadulnhauevangIuagn Usngin nsiniuanudivaeyinausunkazaaldla
NATRde U Anssutazadulnianes uandliliuinALEINITaveIRIINE
o IS U U [ 1 dl d‘ a dg” L4
YuzyUlANNETLSlnensTuALLANA1IYBITUATUIRYUNMANT 0! (ERP)
LN Izeg NEINITNAGEY AUTY 4 SIEN1TVBINGNAIBEN warAURAeNNguRIaE1
laegh 3.25 918115 UNINTHANITIBUTING T @UITORAUIAIINFVDIAIILAN
YUUAUNINAINNITHN NIRRT ngaludUavil 12 naisenanas
P ) I U U =2 (2 gj = L A 1Y 4 =2 o
dawSeuiuiuneuiln dadusdsasuldididieusulavselesiannisiinainud
YULINUAUNNALTUIUIAIUIULINTUIINNTNNABS
Pelegrina et al. (2015) leidelunguinnuaz fasu 290 N-back Task lng N-back

TasuauilenlunisveasduusunnisidonismegaumnudtazUszaivinel Wungausu

a v Y

fupghaunivans Frammsseiiniu nsfinwiadsdiiinguszasdiii Tauieatudeya
Faussiagiudmuanuilagld N-back vaaeu nguieegadudinuagfogu ithuinFeu
i lulsaSeufiongszning 7-13 Ydwau 3,722 au Mmeaemade UL vuzyiny
NsEAUANNEIN 3 seavanteslunnn taud 1 Back, 2 Back Wag 3 Back ndeu
funqusiegns kansAinwusingdn wnignddiazuuunisneugnuinninininyie
wagldhanninweaelunisnavaues

Colom et al. (2016) l¢3uiieinginisiuasullaesaussUiumsdin
HAINLUsWNTURNN153ARM9TUaYey137n Dual N-back Task mjuﬁaaéwﬂumﬁaﬁﬁqmmw
wdause Suau 28 au WutdndnwseaudSaaes 169 uninerdelulsemaaiuy
wavUssinaansgowini lasunisineusuauiaudila Dual N-Back Task 3117
24 p%1 p5U 24 pSemaen 12 AU deuuasndinsiineusy kamsiseusngd

Aene FMRI vasauesnguilnaufanssunimuaSeuisuiunguaiuay
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v 1 1

HAN15II8UIING I TURduTusIENIngy Usunesaussdmiindulunguiinee Dual

v v

N-back Task Tuu3haauesilegfumasdie Cingulate uaz Cerebellum F1u
wagnauviuIN

Gao, Tang, Shui, and Shen (2016) 1#sei301 ndnn1sdanisesdussnau
YDIALINV ULV TUATUAN AL INNITAAINNTUAAITINTEAUUUULTENAU TngUsEasd
mMsideiflonTnaeuruiwuryhusunmiunsdenlesegafudduanmstiaue
inszdu Tnglindnnsvesnan (Gestalt Principles) Wuvdnnisiidannudidny
Tunszurumaienlsnsivd aasiitelddndfuresitihwomdnmananludnyase
3-0 §1dfu Wethiausinglunisandilunisveaes Mnvdnnisvesnanealianansavily
wnirimgienunazdngiiunieutu Tindnvesii indotieduaiunanszdu
naideslsmasanedliiAnamusvneieuduamiiumntu andmediidnue
pEEAEatY kAN sITEUTINg T Ml matiinisens NILAUNTIHUS TENINg
nsmeaetIrTsdLai AN UMY UL Y

asUiimnensideiRotuausivaerinnusiunw swidefiiedes
fueauliihavesdtusiumanisal ieslefildsuimienluns@nuifeaiuaiud
YUzt fis N-Back (1 Back, 2 Back uaz 3 Back) lngldnszuiunisineuues N-Back Lin
919381 6-16 U inavenazinands daulyajanunsadringld 3-4 memsilenaaey
AudvaznusErinssaassnsias ulasesdulriinauedistus fumsnnsal
mu%’aé'sﬂwfwﬁﬂﬂgﬂmﬂﬁ&muﬂawé’mwmaaqﬁL’gmauaaé’mwﬁ’] (Frontal Lobe)
USKI0d Premotor Cortex USHiauasaiunsevidon Ushnauanude (Lateral Frontal)
NAININARIIAULNTIANAINOUNTNARDS ﬂzLLuummgﬂé’mLﬁmmwﬂsﬁuwé’qrmm@aaa

wazlauUIInanaIraInIsnaaeslumdu P2, P3a way P3b
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A5ANMUUN1ISIVY

a o Qsi’dv s (% a s [ 1% [
AT IngUsTasAiveiaulsunsuApLImasnuLeATY AIemsUssend
= = P o v o o = ° a s
i Msseuidenaunadygrdmsuinseussaulszaudny Inedilsunsuaeuiiomes
WorelUSauisurareIn1s U TN TUABNNILADTNULDATUIUNGANTTY LazlUTauliey
HaveanslElUsunsuApNImasinuLeAtuAuAaUlinaues NsYiITeUsENaUME 2 S88y
2 dgj
Al
sreedl 1 MsiaulusunsumeuiimesinuLeAtusien1sUsEendngunIsseus;
4‘
donaunialeygn
5389 2 NM9US8UWEUNaTINITllUSHNINABLN MBS NUKDATUA LN ANTIH
wazpaulniaues

ATANTAUNITIVULANITIALLIEA LA AININA 3-1



sreedl 1 msiailusunsumeuiawmesinuweatumen sUssenanguinsiseusdenauniadyan

AnwnAn naed Nerfunsiaudnyasveunuasuiinesinuweatudmsuting ey

SEAUUTEOURNYUNDLALANUIN VUL YINIITUATUATN

'

BNWUUAS 1 LUTLNTUABURBMDINULDATUY ENNSUNNSUSTAUUSEAUAN®EN

4

nsRdeUAMNMlUWNIUABLT MRS INLLEATUIRE eI 0Y

'

UYsuuslusunsumauiiimesinuwenty

'

naaesldiaz@nyiunges (Pilot Study) TUsunsumsuiamesInuLATU

v

Javigilensidlusunsumeuiamesinuueady

!

s38eil 2 N15UTuLsuRareInslElUTLNTUABNTIIADSINULOATY AIUNGRNTTY

wazmumaulniaua

MMVUANGNFIRENS
ANUALUUBHUNSNARD
WAL luN1539Y

sfiunsneaedkaziiusiusindeya

Y

ANTTUAISHNAINT VLI TUATUA TN

Y

Wiusausindeya
Y
RIGER VTG

N gj ada o a a v
AINN 3-1 YUADUVBIITANLUUNITIREY
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szezil 1 MsnaulUsunsunauiimasinuuanaduiienisussandngelnisseuitonsy
nedayayn
TupaUN 1 NMIRwUIlUIUNITUARNIIMDSINULEATY MIBN1TUTEYNANG Y]

nsseudenaunelygyn vestliniseuseAuUssaufnw Usenaume 6 Tunau AInmd 3-2

( Budu )
!

1. Anwwndn naud nerfunsiaudnyuzresnunsuiunesinuLeaty «—

AMSUNNLSgUTEAUUTEOUAN B NBL AN AL VUL YNIIUA AN

2. 99NLUUASIUTHNTUABNAILABSINUWEATY d1m5UtnSausEauUsYaNfAnY

A4

3. avasuaulusunsuANiiimesinuueadulagdlde1mdul 9 Au

A

4. Ysuupalusunsumeuitamesinuuendy

l

TUsunsumpufnesinuuendy NTWAILITY

fanumneautuinSeusauyUsyauvseli

5. naaesldiazAnwiiiises (Pilot Study) lUsunsuApuRIWesINULEATUAUTNSBUT NI 15 AY

\4

6. InvigiiensldlusunsuneuiiinesinuLendy

v

duan

ANA 3-2 TUADUNITHAIL L UTLNTUABUNIADSNULDATU
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uiit 1 Anwunfn noudistumsiadnusveunueeuiunosinuieady
dnsuiniFousyiulssandnenfiefiunnussasiausunm

1. AnwinAsmguiimsiFoudfonaumelygnuasnguiiltlunsiaming
AouIASHAzIUITTIATes e ldlunsiauTusunsureufinnesinuuenty in
AUANVULYINTUAUA NGNS UL NS BUSZAUUTEOUANY

2. AnwuunAndefupus s Ui U ez
deodusumslunsiaulusunsunsufinmesinuueatudmiutnidsussaulszau@n
Taenndesiunalnnisinuresnnudvaianusuam wensydulinnudvayiny
FrunLNLINTY

3. Anwmurann1siaulusunsuAsuianesinuLeatulngldeniuIAn9as
TunsiauNsEUUaTAULA ADNDINITNAIUITZUU SDLC (System Development Life
Cycle) LLﬁz%umauﬂﬂiaaﬂLLUUﬁmmmumﬂ Fuzzified Instructional Design Development
of Game like Environment (FIDGE model) U5Ua1n Akilli and Cagiltay 2006, pp. 93 -112)

NNFUATILNFUATIEHNENYULNITODNLUUINLABLRIRBSLBATUNNA S
dunnudwazyhausuamludnUszondnw §idedslifaundanumsiaunlsunss
AoufainesinueatuTulng neUuaneesmsifauIsyuy System Development
Life Cycle (SDLC) Lazluan Nn1sisIuInANAauimes (Fuzzified Instructional Design
Development of Game-like Environment (FIDGE model) (Akilli & Cagiltay, 2006,

pp. 93-112) uag (Deng et al,, 2014) Fannd 3-3
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HIIUNTNAUN LU SN SUADUALADSLNULD AT ULN DL AL AU VUL TINITUAIUN N

YOUNEEU T2AUUIZALANYY USU1N199IATWAILNSZUU System Development Life

Cycle (SDLC) wag Evidential Game Theory Framework (Deng et al., 2014)

JURBUTN 1 : NTIUNULATINTG

U5UaIN1TNITWRIUISEULANSEWNA SDLC

SUAY

v
7

FURBUN 2 : TURBUNITIATITILNL

(Deng et al., 2014)

v

ATIINUNAUUNUADURIADS

BN AN VULYIITUAIUAN

2.1 TuRBUABUNTIATIZANY

2.2 TUABUANTIATIZILNL

v

v

- srungudmunglunmsiamnng

- \@aniiiae an1niIndpuwnEy

v

2.3 Fumaunsimsinisengula

- szunguliusglevianning
- Weoulassasranmiindenlung

WseUlASIAS I NUS UV BIABNRIABS LN TRRILILNY

v

FURBUA 3 : N15PRNWUULNY (USUIIN2995

ASHAUISTUVESAWNA SDLC)

v

-fvuateulawastanvualunisauny

v

Fumouit 4 nsUszdiuny
(Deng et al,, 2014 )

NIDBNLLUULNL

‘

4.1 myUsziilunagnsing

A\ 4

nsUszdiunagnslundazeuly

agaillassanglleivgyrateau

v

4.2 MyUsziiulngsiy

JURBUN 5 : N1 NNABNAILADS
A a o ° P P
WiotiuAud gy ausuawlUly

(USU9MNIINIHRIUITZUL SDLC)

v

MITIVTMNNaeEauly

¥

Junoud 6 Juneuungesnw Ysuudlulily

ulmduung

AsUszliuNansldunuABNR NS

Merdansinulunageunsauase

v

wily UsuugeteRamatslunisimung
ADURIABS LB ANANUT VALY TUA LA

Tauysalaufioanuuuly

AN 3-3 K9UNITNRIUNTUTLNSUABUALADSINU LB ATULN DAL ANUI VUL UATUATN
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Mnfsumsitauldsunsureimefinuwendunmd 3-3 fildwanty
1A8USUINWATNITWAIUITEUU System Development Life Cycle (SDLC) way Evidential
Game Theory Framework (Deng et al., 2014) Usznausie 6 Funou el

Fupeud 1 Fupeunisnauaulasnig (Project Planning) UsUa1n29950133W LN
5¥UU System Development Life Cycle (SDLC) Tusgugusnuoan1swauIse Uuansaumne
Wedudunsimunureiime finuweaduiitrumansauiudininiSeutuussoufne
U 5 01g5eming 10-11 U mameuazmands Anwianmdululdnislumsiamnlusunsy
AN INULEATUl LU AUYWOUTIENISTRAILINL 210 MazAT & Ll L9
adUsznevdanndenitisatodunsiauing Ainsgiiomanag (Content Analysis)
AdudselovddmiuinSeutulssoudnuiiionmunanusvasyiousunm fnw
falusunsumanmesildwmunnuuaranudulldlunmsimunlusunsuneuiumesing
woatuluszeziian 6 hau Lﬁ@%’fﬂWLﬁ%ﬁ]WLmemLLazmmmmmmaaﬂ%’a‘luizszL’am
sewiansmLNLAeNiames wardnwieusulseina Jennasunswaunuierh
dynswiulusunsumesiunsiauinu MsAnwanududouvesny sudunnudululs
FasmINanURNiames TN lnseilymlunmsimusruukase S uud1ses
Tunsualatym SosaTinelunm s N LABLRIAB SLAE RTINS WAILLAL
Ao dusE UL

Funoudl 2 Fumeunslnsizing Mslnswing Yseneusetuneudey
3 Jumou feil

2.1 fupsuneunsiATIEmAN (Pre-Analysis Phase)

2.1.1 szyngudwnglunisiauiny {ideladadenuasinduladen
nquithwmnglunsiiddeiaunueeuiiunesainlusunsureufiunesinuuweatududniceu
JEAUUTEAUANYY 91858WIN9 10-11 U inAvglaginamva)s

2.1.2 BenFesfumnzautunguidwane Taeidenidew (Content)
fifusslenimenstnuiinideuiesusmadadesdudmsuingeutulssoufnm

5

fad)
=b

2.1.3 MUMIUITIUNITULAEIAUAN I WIIRARU NN Wzl TUsTIUUIA
TR1NNISLAUNNTVAINTAY MDUNANIIU HBUNANAN LN INLINADUNLANA1IIU
seIINsaunululfazain wardanunzauiunissuseauUsEauANEN

OB AN UNAIUNANDILALAIIUINVDILAN
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2.1.4 ssydhmnedesiuresniseenuuuinuvenguiiduina ielsiidu
insilandnnisuazsnisiaunalsegisgndes anssalaunuEuAILT 1 uazsudy 9
lomuanuansasazvinwglunsiduesiaunulaudazyana

2.1.5 vefuuzth muAMTL Ngdemaiumsitaunuenzey
funuvesngudming WiethdeAniunasdelausuuzaniinszitislunsesnuuuing

2.1.6 #1990 Ieswiiesesdielumsiaueenduiimanzsudin Waunsu
oufiumesinuuendu §3delddenTusunsy Untiy 30 tesonidulusunsudifiennamnga
Tunsiamnng 2 37 uag 3 I Wy Freeware fifladduiimneaslunisiamng
AOUNILADS

2.1.7 AnwAUATIODNLUUUIELANTBNNY (Game Genre) ANWaZIDILNY
29AUTENOUVRNLNY (Game Elements) ANuaIN150U83NY (Game Utilities) 35n13tau
fimnyan ssiusznouvennuidsNasonsiiuALS Wi U dvsuidin
Usgaudnen TawA tnuuwuIn1snagsy inuweaduiaudne o lldudeudmsudnuszaudne

Fumeunsinsiinuuaznsinaula (Deng et al, 2014) donpdosiu
mstmulUsunsuroufiumefinuwendy Tasnsussandudnnaiousiiau navdy
(Coherence Principle) 983 Mayer (2009) mnmngmiﬁﬂuj’?ﬁamammq{]mwfyﬂ

2.2 Fuppumsiasizmay (Game Analysis) Whuidunawisrtunisinse
anun1sallung nsSesdduaanunisadsing 4 luny doulasne q MAetuszrinnsiay
i lefflauiufdntusTinoutunsaunulunesiiouned 1wy ilefiaunuiaedngazidenld

578015 (tem) lalunisdediudng saurisnsssysagmruaiaung Nsivuanagns

Y Y

a |

madunulagnsimuananisnisauny iaugwianudilaneunisiduny

221 Ansginguiiilésulsslovinninuiiiaundue dniEsussy
Uszaudnw a3 naugiaulalunmsiiunnudwaginusunmieinuneuimnes
\nsLaAdy

2.2.2 $lpssseanimwndon AmamTasruInLLarlaTITs
anunsaldrass WasuInesdamigIunumsiidususssy

223 nynseulasadiiugureasissneufiuneslunsiduiny
povfiumefinuLentuing Arwesnstuivesssulunsdunuiifauiy Wewdou
AnumdounazUsTanunuiuuImslsasou agfildsunouvnglunisquaiosufoRnng
onfiaes uazgfiiadedlulsaou ieliilmnundenmdes fenumsnzausensiauiny

PRIINAITWAUNULESD



101

2.2.4 Aps1ziiiilonn (Content Analysis) Tunsiauinuiazdon19nnIuan

senatlonmuarnsaunuluaniunisalass fRdeladndenilommiulsslev
| A o & = N v o va
AonsdasuaMuansatnssutuUssauAnudn 5 Taglausyaruauiudideiyey
AULHEI

2.2.5 WATIAAINED (Tool Analysis) MHAMmNgaluNTHRIL

Y a v a

LUsunsuARNIMBSINULDATY AT 18YiTeR UalduradAsadle SINVIANIYLLDY
a o U 6 d‘ = d' %3 ¥ 1
wazUjduiusveesasilenldlunmsimuinuvesiauny
2.2.6 Fnigiionmsldiulusunsuneniiunesinuuwendu wWioiluwwimng
23UNEATNSHAUNY NRNTIUNTTIEaLNY WaululunTSIaUNNKIUAINEARAZIN kAT AU

LNUINNIT IS UALLUUTEWINNISLEUNULAAZ AN

2.2.7 Apseniiueu Nlnadnwae Ivnvglunisiamlsinsunauiomes

nuwepdumuiieliesnuuuiasirunnuant® Roulvreanmsiauny e linuasa

AUATAUA AUULNUNITATEUNSIUAITHAILILAN SINTIINITUSIITIANISIAN NIAIVAN

NSHAUILUSLNSUABNA LA SLAL LL@ﬂ%IUIﬁLﬂ%ﬁ]@WEJ bbN U WuL%‘Llig g wazusunalalusunsu

Inslauauy el

JupDUNMTIATIZRNULAzN13AREUla (Deng et al,, 2014) @onAaBINUAITHRAILN

Tusunsumoufimesinuuentu Tasnisussgndndnnisimuadmanevesnaidniou
(Signaling Principle) ¥84 Mayer (2009) mﬂwqwﬁmiﬁaui%mammaﬂiyim (Cognitive
Theory of Multimedia Learning)
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pumaulnAau e
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WRUAMSEEET 2 RutuneumsIUSsUfisuNaveIn1sTdlusunsuReyimes
nukertuduadulniiaues fannd 3-28

dudl 1 nguld Action Game nasuA I MEYUF LA 2INFIUUS 2
fio 1) Anuninsvesmaulniinaues P300 2) mmqwam?ﬁulﬂﬂmma P300 91NLUUNAGDU
N-Back Task (Uszneumialuunagdou 1 Back Target, 1 Back Non-target, 2 Back Target
uaz 2 Back Non-target) InsiUSoulfisunnunauazanugevesaaulyiiaes P300
NOUNIINAADILASNAINITNAADIVDILAAS LUUNAAD ULDEUDY N-Back Task

duit 2 nguld Non-action Game nadeUMNIVMEYINUFUAIW 91nFaLUS
2 fhfte 1) uniswenauluihaues P300 2) mmqwamﬁﬂimlﬂﬁamq P300
AMNUUUNAEDU N-Back Task (Usgnaumsuuunageu 1 Back Target, 1 Back Non-target,
2 Back Target uag 2 Back Non-target) ImaLU'%EJ“UL‘ﬁsrummm"mLLazﬂawmgamaaﬂ§u1Wﬂw
A199 P300 NOUNITNARDILAZVAINITNARDI UVBILAASLUUNAADULDEUDY N-Back Task

dudl 3 Wisuigueudvueyiausunm ndsnmsmaassszrinangalld Action
Game flunguly Non-action Game ngnAaaUANNTIVULYINNUAIUNINAINAUT 2 612
fio 1) mnunheveseduluiihaues P300 way 2) Anugsvesadulyifiaues P300 0
WuunAgEeU N-Back Task (Usgnaumeauuunageauges 1 Back Target, 1 Back Non-target,
2 Back Target uag 2 Back Non-target) ImaLﬁﬁsmLﬁsmmmﬂf’ifmLLazmmgwaaﬂﬁulw%
@109 P300 #aIN1MAaedseninanguls Action Game fiunguld Non-action Game

NAYDINSITLUSNSUABUNIADSNULDATU AIAINT 3-29
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5 imaednenlunianeun 2 Yn1sane

2559 1538WinT1845ANE1 duamiled Snneiled Jaminvays TuutnSeunsay 49 au

AnLdENLaBN1SduRE9d1e (Simple Random Sampling) MedsTuaantazAnNIaatinisew

sanaeinsAadsuuulszfiudiuyana wuudssfiunsueaiiv wuudsranunin

Tunsldile Tgunmudause lneasivaeudeyaneiunsidoulsyifaunmassinbeuy

nlasuAndensiuiuazusedndu ngumegsliinedisiufanssufgtosiunisiinadud

vauzhaununn nglvinguiieganseniuvaaunudeyadiuyana Lagiananmune

Amn (Inclusions Criteria) SUNsIURanagin1sAnean (Exclusions Criteria)
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vhauidnla dnonifeafufanssy waznswIeudlunmadisuianssy IinFeudngy
naaeanguil 1 fe nauldlusunsumeufiamesinuuendi (Action Game) $1uru 25 AU Lay
naumaaosngud 2 Ao nauldlusunsumeniialmes Non-action Game (Tetris Game) $1uau
25 AU (Aavde 24 au Lilesanguinegns 1 auldiugiRivanounisnaass Pretest)
NSAUINNAUFIBE1N launanvunvesdvisnavesiinys (Effect Size: ES)
T 1R leuiurunveInswanLaavesUszanns Tnedinnet (Cohen, 1988)
yuAnguFiegns 1inannsliansisiidisagy (Cohen’s Table) nAaouLUY
Madie (Kellar & Kelvin, 2013, pp. 110-111) Inefvunsesuiioddymadai .05 s1un
nMAEBU (Power of Test) 71 .80 wazvLnBvENavesiILUs (Effect Size) Anallngligns
NasnsweIrABaRInduMITIsE L TBAULINASEIL (SD) AlFanAsAnu TirIus
(Kellar & Kelvin, 2013, p. 109) luuaseeg1sngunnasangud 1 §117u 20 AU ngusiegn
N 2 d1uau 20 Ay gy 40 au udiiedeafunsuimmevesfegissening
nMsvaaes e vuslvivuiangufoganguvaasingud 1 $1uau 25 AULALNFINAGDY
NN 2 $1uau 25 AU (Aawde 24 AU LHosnaufegs 1 auldsuetRmmrounsmaas
Pretest) saunguitagnsisuniusiuiu 49 au duidindunasenduil 1 Aenduldlusunsa

PR IMBSINULDATY (Action Game) waznaunnaaIngud 2 nauldlusunsuneuiiames

'
a

Non-action Game lngld35n15guetedie lngldizdvaainlalfu

Wnein1sAn (Inclusions Criteria)

1) Wudislquaing laiflseuszden

2) atlpdlevilagdinanuuuyszilunnuatnlunisliaile Edinburgh Handedness
Inventory 484 Oldfield (1971) fosiimzuvuuannni 80 Azuuuduld

3) fnsuesiiuunfiuseliulay Near Chart

a) laifluseSansuinduiiseersenisisulonessuulsramuarliifulse
Aeafundmiiion annsaldmstiaesinsldmuund

5) hifusEsRnmEulaemedn i eussRinsliodany WeamseEninfiduane
JPUUUTEEMm

6) lireiisuRanssufife s umsiilemLs WY LA MINA B

7) fenuduladnsunismaaesmuiisiunnassislasenis Tnideusnile
wavduludugendnulasinistavalinsla funaseseygnuaziduludusenlmdison

1ASINS
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LnaugINI1SAReeN (Exclusions Criteria)
1) fdevsiumsidaenmionisldngaiion
2) lansadhiunsideldedes
3) fidgymguamusosinisiiuthe feadiFunssnvsening
N15L9159UN1TI98
4) lilaSuougymangunases
NAFINITERNTITANTINATMARBY (Widthdraw Criteria)
1) Whswnsneassliasunumiug
2) vonaumlilgIINAITNAADY
3) 1@uthevugdnsIUNTNAGDY
4) ladlasuaugymangunases
2.2 WUULNUNITIYY
nsiseiifiunsiseBmeans HuuULNLANSARDIWUY Randomized Pretest
and Posttest Comparison Group Design (McMillan & Schumacher, 2014, p. 294)

fan 1wl 3-30

Nsgungy & NAFIUNaY NARDY NAFDUNA

(Random (Group) (Pretest) (Interventions) (Posttest)

Assignment)

El kO|§1 X1 uoEZ

> »

E2 kO E3 X2 @) Ed

»
»

A

AT 3 30 LWUUWKLNITNAGEILUY Randomized Pretest and Posttest Comparison
Group Design

o o L

RPN IRNERIGRICAY

o

R wiu Msdusiegraiingunaassil 1 (E1) Ao nguldlusunsuasuiiames Action

Game waznaunAaeil 2 (£2) Ao nquldlusinsumeuiiames Non-action Game
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E1 Wi nguvnaesdl 1 (Experimental Group 1) vanefis nguld Action Game
E2 uwny m-jumaaﬂﬁ 2 (Experimental Group 2) #1804 ﬂ?jiﬂ% Non-action
Game (Tetris Game)
X, WUA15HY Action Game (Treatment 1)
X, WnuA5Y Non-action Game (Treatment 2)
Oy Y859 NSTANasILUSAIN NaUNISLY Action Game (Pretest)
O, MTIANaMILUITANYN %89n15M Action Game (Posttest)
Op; M3 IANAFIMUTAN foun1snaaesvainguls Non-action Game (Pretest)
Opa M IAHAMILUTNYN 18IN15VAA8209Ng4 1Y Non-action Game (Posttest)
2.3 aSadiafildlunisneans
wdeslofldlunsdivy woadu 3 Uszuan leun wissileflldlunisdnnses

v [y

WN31A98 LASDILEMITIUNTNAABY LaztATasllanltlun1TinFwlsey fana bl

ey

1. wsesllenldlunsAnnsaeiinsinide Usenausie
1.1 wuuasunudeyadiuyana Usenausig Jeyaieliueny e syeu
= wAa < ]

N15ANWYY LazUseinn1saudlg

1.2 wuvdsaanuatalunisldile Wuluudsannuadalunisidile
FeUFuussnNeAuLUen (Edinburgh Handedness Inventory) a3 Oldfield (1971)
P P v v PR o a Ao vy A wa o P
Fadumsnivsznoume Jomnuinediuianssunldiielunsujua 41w 20 U9
wardvedliaenninumlundazianssuey 2 Yes loun v waziledny lnglvingusiiegng
gufInssukaznInumbinsaiuletsldlunisyifanssuiu o lunisfinwil \denngy
g9k HanIiiauviNaN sy AeITALLUULINNTN 80 ATWULTULY

1.3 nsinseauatennszeylndse Near Vision danwuziduntutie

Y

A =~ a ) & PN ' = ] PN I3
NUAILAVLVHULIBINUAIUILUULLAD 9 ‘r\]']ﬂLLQ’JUUQ@%Q@J%UW@IV@QQUQQLLﬂjaqﬂqm‘?ﬁ\TNsﬁJu’]@Laﬂ
a

[

9 Ananeayinluniiasanafiswmewaz Iaazen eanateandussey 14 17

< a1

Trigususnafioguuanaufuniidudnaniiotuld udrtufindaly
1.4 \3esflofnnsosnuendddensn ves Hardy, Rand, and Rittler (1945)
2. \nseadlefildlunisvinaes Usznause
2.1 Wsunsumeuiamesinuueady (Action Game) a3 190 ungun1siseus
denaumaleyey) Aann1nTUsunsy Unity 3D (Personal Edition) Freeware W @
reufnes fdnuwasmeaundunmedeuiies ey Usneusedaiimmuildle dansdu

WAL A TUANLI VALY HTUA NN AZA T 590 6 AN VBINISIEULNY
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2.1.1 Specification Hardware/ Software Jusit@nunsaiduLna
vurpuImesdyanald fie szuuUfufnis Window 7, CPU N/A sulaildl %ise 1.5 GHz
5095UszULU{IRNS Window 7, RAM 1 GB LLaz‘ﬁuﬁﬂ’ﬂM‘\ﬁJmLﬂll‘U‘LJﬂ@:H‘ﬂ’JLG]E]'%
dhuypnatus 400 MB

2.1.2 Specification Hardware/ Software Fushianusauduny
vulnsdnvisietiold AeszuuuiRnisueunsesn 4.2, CPU 1 GHZ uay RAM 1 GB i
ATIgeNN UuszUUURTRN U UATOERTUs 50 MB warlisesiumaiduuueoaiay
Joy Stick

2.1.3 Wsunsuroufiumedimueaduiifmuntuldsunsrradounmnm
MnEvssnanawas Mnarlunisilintuas 50 uil dUamias 5 Ju Wunan 3 &Uawi
3w 15 Fu Inedeuuasndinisaun nduiegnafesinfunssudeinaussoznady q
1 Wit Tuviaune Tinse vdumn grawneladndn o Yaesawmelasenund q fviunad
ogiaumela FAnsnameaun sieunae

2.2 Tsunsumeniames Non-action Game (Tetris Game) Version Original
Classc Game lnginufidnuaziunuitunsdnEssivesudoniviauasnn dniSedrunn
Specification Hardware/ Software iduinuuuApNfmasduyanadus fio ssuuUfinns
Window 7, CPU N/A fullefilél 130 1.5 GHz RAM 1 GB Muflaruguesinuuumeufinnes
dhuypnatus 877 KB

3. idoslefilflumsTasudsay

3.1 WISC-V (Wechsler Intelligence Scale for Children - Fifth Edition
Junvunegeuniitgygdwmsuinety 516 U el Frame Work for the WISC-V
Tudiuwas Full Scale Usznaunay Subtest Av Digit Span, Picture Span wag Letter
Number Sequencing lagna@aUAIIUTIVALTINNTUAIUNIN (Visual Working Memory)
$e Subtest Picture Span duuuunnaeuszdy C lnedvdninasiasdl 3o fdde/ {14
wuunpaeufimandeamallunsliuuuneaeunsdnine lnedlusyganisuseneuinam
MnenumLEEindn vieddde/ fliuunaaouiipdvinaenduinine,
Anwienans laerunsinlduuunngey wagliasginanisnagey [Wugiuszaunisnl
I3ILUTTUMAEANENNSAbuNTTduUUNRERY

Ya o

AIelasuANayATIEMieUsEleninaNIAN®IN A9.811A1 ananagelsal

Y

FuduauBnesins UnIsanerdtnineg nuneauani1dn 500 laedndidesusedivian

Ao Tuusenaulsafad @a1v3vNININe1ARLN NUNELAY 98.437 DN & TUN 9 AULIBU W.A.
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2552 Lﬁucﬁﬁﬂ%a WISC-V (Wechsler Intelligence Scale for Children Fifth Edition Frame
Work for the WISC-V Tugauve9 Subtest A Picture Span
Aldwuunageu Wudiivszaunsal Wuilivinvenslduuunaasuuazleri
msfinsutagdanuidsanglunsliuuuneaeuaniindniveiaddnlne Tnefluoygin
MsUsznevivinannmhsnunumedndn elnsmageumnusvagiansunm
Tudineny sgwing 5-16 U fimmunindedeunianuazdestunisiinanududes
Tun15UsUNAN SNAARUANNT IV YINIUATUAIN INNFUAIDE9
3.2 N-Back Task L¥u Task nageuanudwmgviausunmiliuuumagey
ipsguildlunmaaaeunuiagyhaussfuanaildsunissensuiiduuuunagey
audvzvauitirufuinesgiu uazsilesnnguiiegvergszning 10-11 T fnwn
Tusuuszaufinw @7 5 {330 FeléRansanaumnyandenuuuvageu 1-Back uay 2-Back
2.4 FFANIUNITVINGDS
MsRnuEusnmeaeniiu 3 svee Ao 1) szevnounImeaes 2) svazvanes
WA 3) STEENEINNINARDY Geil
1. 52YENOUNNTNARLY

[

seraumnaaes \umsdiumaifiedmdennduitedts fadl

1.1 fideRnsoUszauauiumbenuiifeidesiu funases nguietng
tnBsussiuUszoufnw WevesyyndilunmsussnduiuduasiuainsenamariasiniFeu
seulsvonfnu AflenautBnunurifsvuslusududisslassnmside andusuiunig
ARNTBINGUAIDENAUNUTARLN

1.2 fidugunauieganelsnsdamiieiiegiadinguwuugu (Random
Assignment) lnsn1sduamnuagdanguegadingunaassi 1 fe nauldlusunsa
AouimesinuLeady (Action Game) Aungumaaesil 2 Aongulilusunsunsuiiomes
Non-action Game (Tetris Game)

1.3 {Adedaminenguiiegn iletuasingUszasduasdunsumdniduamide
wourislinduiegensendoyaadluuurlesufuseudnslasanside uarlinduiieds
FeonglaitAu 18 T (10-11 U) thuvumesuvesyanfunasesiifsiunenislsasoy
Ivimiaderafunases ilevesynngunasesinifeusygelviinSeutisuAanssy
TassmsAseieimumudvasinusiunm vesinBussfulssasdnwneusuiiuns

< v a v !
udeayanidesisly
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1.4 AuuARINIIINNITHNANTIVAUSTINIUAIUAIN RBUAUEIBY W.A. 2560
iiovhAanssafinanudvasiausiunin lnsuenviesneuiinneslunisiinamsi
vaugiusuamdu 2 ndu (wniiesroufiameiuarenasFou seriengunaaosisaes
naw) ngunaasadt 1 nauldinuuendu (Action Game) wagndumaassil 2 nguld Non-action
Game TneinGewshAanssy 1 2 nauldnanihAnssuwhiusazsaadisriulumsin
ANUTIWAETNIIUAIUA W Tuaz 50 Wil damiaz 5w (Fuduni-uans) Wussezom
3 Ui Wunanauiavius 15 Ju

nsvhAnssfnfmuausarriaudunm TuranafitnSeusuusenu
awnsnansiuadd Sufanssunistinanud vngyieuiunwidasieslnendeunges
fu e 11.40-12.30 1. Yuaz 50 it lnediaguszdiu §3ds wasdtaeidueuny
mMshAanssumuivuanauar oy eliinFeuiilieadouas i lungusedn
NTINAINTTY

1.5 fvuamsisianssy iedliunsmaae uiiviesl fiinisgudanmidude
M9Ine1n13Ugysyn (Centre of Excellence in Cognitive Science: CECoS) ANeNaginegnis
WewagIng sl unInendeysm ﬁaaﬂﬁiﬁuﬁﬂﬂﬁulwﬂwamaﬁmaﬁﬂémwmaaaﬁqaaa
nau

1.6 Waulusleaea N-Back (1-Back Target, 1 Back Non-target, 2-Back
Target waz 2 Back Non-target) iiarduuuamnslunisasne N-Back Task Tuluswnsy STIM?
MnaATefifefesiunsld N-Back Task lunsmageuaudwaeyiaOuiuaw
YouANe1gsEning 10-11 U fidelaimunluslapea N-Back fdnvueidunisns 9 dos
USunnauideresinddeisussmefifiannuidermymaduanudivagyhen
Algsunmssoutu IngusulimngautuinSouegsening 10-11 Y 1y 1-Back Task
Usgnousme 101 Trial T4an 5 undl (Uszneudie Target Tadunuinsinu 30 9o, Target
VOALIUIATIU 60 U9) 2-Back Task Usenaume 102 Trial Thian 4 w1t 30 Jundl
Usenoume (Target UasUnNuInsanu 30 98, Target Tafntam1eiu 60 U9) sauldiian
Tumsineduliihavedluviomeassvesngusegisauay 9 Wil 30 Uil uasyuuuvadey
1ne593 203 Trial

lngasy naumegaldiiailunsviuuunaae uaLTIVAEYINATUAIUNIN
e Task-N Back Aua 9 w1dl 30 Fui fidelminauslusinaealunmmageuninudi

o [

YULVNTUAUAINADELTEIVIUATUAINUINN NV VTN UAIUAIN DI1RTINUSABIMEN

U 4

sl ¢ ] = ° o | y) v
915UNUINWITIU LWBUBALULUIUTNW ‘UTU‘U?\TLLm%LLa%WiU‘Ua@Uﬂ%W@JQﬂW@Q
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Ifianumanzauves Task Mlglun1snaaaunnudnvagiuiuAniungufieg1enay

UlUnnandldass A9nmd 3-31 09 AN 3-34

A

Visualspatial Target

l

ISI = 500 msec ° E
l — s

1-Back Target

Al 3-31 Protocal 1-Back Target

Visualspatial Non-target

Visualspatial Non-target +
| e
EL
-

Visualspatial Mon-tareet
SI = 500 msec ’ s

+E

1-Back Non-target

Al 332 Protocal 1-Back Non-target
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Visualspatial Target

v
+

B Visualspatial Target

+

151 = 500

Visualspatial Target

|
o] E

msec {—
500 msec

+

msec

Al 3-33 Protocal 2-Back Target

Visualspatial Non-target

B Visualspatial Non-tareet l j
Visualspatial Non-tareet +
Sl = 500 msec i E +

o0 e Er
—

2- Back Non-target

AWl 3-3¢ Protocal 2-Back Non-target
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1.7 @519l uuynaeuanuIvaEinauaunn vagnsiainnauliinaues
Tnglalusunsy STIM 2 filgeusodniuinsasnsianaulniiauess TUswasy Curry

Neuroimaging Suite 7.0 Fanmil 3-35 B9 nndl 3-46

[2] File Edit View Transforms Options Analysis Help CIES

Stim? Information Center

h # Help on Stim? # Contact Us
’ # Neuroscan Webpage # Order/Support Information
courmencs # Compumedics Limited # Check for Updates
Neuroscan
Navigation stim?2
Powerful, flexible, and easy to use
¢ Motor
v Per:eptual The Stim? stimulus presentation system is a comprehensive library of sensory, cognitive and neuropsychological tasks. It was developed as a modern
= tol to provide well-defined tasks and paradigms which may be presented in a stand-alone package in conjunction with neuropsychological acquisition
“ Attention systems, such as our Scan 4 EEG/EP workstation, by providing synchronized trigger pulses. The Stim? software is designed to be extremely flexible and
easy ta use. The program is divided into seven major sections, and most of these have separate subtests:
“ Memory

# Motor - contains Tap and Track tasks
Cognitive # Perceptual - contains Contrast, Naming, and Stroop tasks.
Gentask Attention - contains Cued, Contingent CPT, Visual CPT and Audio CPT tasks.
# Memory - contains Spatial Memory, Verbal Learning, and Serlal Probe Recognition tasks

# Cognitive - contains Card Sorting and Categories tasks.

#® Gentask - this is a popular program that provides maximum flexibility and control

Sound Editor - this is a sound editor which allows editing of SND and WAVE Files.
® u ies - contains the Image Converter.

Sound

¢ Exit
We think you will find Stim? easy to use and flexible enough to let you do just about anything you wish to do. In general, if one of the "canned" tasks
does not provide an option that you need, you will be able to set up a "sequence file” in Gentask that will do virtually anything you need.

Al bl Mavigatos “, Centask Bditor
File 1 JProgram %20Fles/NeuroScanyStie Waiting.

Current Stert End Difference Playing

Flo Edi View Transfoms Options Analysis Help _8 x

« ‘ » ‘H ‘ ‘ DRatchakomTASKSTIMZ Back seq
512200 0pg Slidel3. PG 005 ST 00 jpg Slide2S. IR 005z ST 00 pg

Gertask Flename b\ Ratchakam\ TASKS TIN 2\ Back.gen -
utput Flenam DAApK\DUTPUT\Pretest\SCYSC il B =
. D:\Ralchakom\TASKSTIMZ\ Backseq e
Patient Profile for
Canect Feedback File |
Enor Feedback File Description Inform Description Information
Backgiound S ound Flename
Display Courter tame b
Age 0.000000 boe
Minimum Flesponse Time
Enable Stop Paints Disable Height 0.000000 Weight 0.000000
Negalive Cading for Nor-Aesponses [} Referrs! Language
Fisaion Type None
Fixation Color Ethnicity Medications
Fixalon ¥ Posiion 0 Wakefulness Comments 2
Fisation Y-Posiion 0 v -
Welcome to Gentask
[ JONROTN general-purpose task utility of STIMZ. GENTASK enables the behavioral neurophysiologist to: control specific sequence and timing of visual and auditory stimulus
presentations; record subject responses and accuracy information; measure subject response latencies with millisecond timing; and achieve the best possible synchronization of

ctimi s nracentatinns with &

trinnar rndec far interfacina tn FEG/MEG acaiisitinn cvetems anch as GCAN

/" ParametersGequence Efor

3|0 Eulpatipg

(b}, Newigator , Gentask Editor

Done. Wating. . Current Start End Difference Playing

Word

AW 3-36 nENalUsHASU STIM? A915UaS19 Task wazA1vum Path LAUAWALY Task



File Edit  View sforms  Options  Analysis  Help & x

EEEIEE N

b [ | DiatchakomTASKSTIM Back caq
0.me o000 iy [ TS o s1icea o o B 1) o0 S
Ll - >
L
Lavel | Iods Duwation | Window | ITI | XPOS | YPOS | Response | Type | Filename A
| TMAGE, 200000 000 00000 0 0 o [ERateraro T RS R R A Wilbas ki PG
IMAGE 2000 00 0.00 200000 o o o o DiRatchakorm(T ASKRA W back\000 TPG
il IMAGE. S0000 000 s0000 0 0 0 0 DRatchakorm\TASKRA W back\00 jpg
| IMAGE 2000 00 190000 200000 o o0 o 11 DiRatchakom\TASKRA W backiSlidel JPGH
| IMACE 500,00 0.00 500,00 [} 0 o [} DiRatchakom\TASKRA W back00 jpg
| IMAGE 2000 .00 1900.00 2000.00 a o 1 11 DiRatchakormiTASKRAW backiSlide2 PG
| IMAGE S0000 000 so0o0 0 0 o 0 DiRatchakondTASKEAWH backi0 jpe
IMAGE 200000 190000 200000 0 0 4 1 DiRatchakond T ASKEAW backiSlide3 IPG
— IMAGE 500 00 0.00 00,00 [} 0 o [} DriRatehalom\TASK EAW backi0 jpg
] IMACGE 2000 00 190000 200000 o o 1 11 DiRatchakorm\TASKRAW backiSlided ITPCH
| IMAGE 500 00 0.00 s00.00 i} 0 o i} DR atehalomUT ASK R AW backi0 jpg
| IMAGE 2000 00 1900.00 200000 o o 1 11 DiRatchakorm(TASKRA W backiSlides IPG
IMAGE s0o0 000 smm o 0 0 0 D ARatchakom\TASKRAW backiI0 jpg
| IMAGE 2000 00 190000 200000 o o 1 1 DiRatchakorm\TASKRA W back\Slides PG
| IMACE 500,00 0.00 500,00 [} 0 o o DiRatchakom\TASKRA W back\0 jpg a
Filename

d

This field displays the name of each stimulus file.

" Paramoler .~ Sequance Beitor .

Click on the Add Folder to Begin

Cientask Editor
Waiting... Current Differsnce Flaying
[ Asihannmiuin ..

View Transforms Options Analysis Help NEE
[ =)
| DiRatchakom T ASKSTINZU Bark.seq
[ETET) 00 e S1e1 TP 00 e S102 10 00 e S1e3 TP 00 e S D
d B ¥
2
Label Mode Duntion | Window | ITI XPOS YPOS | Respomse | Type | Filename
IMAGE, 200000 000 200000 0 0 0 D BuatehakomTASKRA Wi Lbackid TPG. g8
IMAGE 200000 000 200000 0 0 0 0 [D Batelakon T ASKEA Wilkas k0000 PG,
IMAGE S0 0m smm o 0 0 0 D Fatehakom T ASKRA W backilD jpg
IMAGE, 200000 190000 200000 O 0 0 11 D:\BatchakomiT ASKR AW backiSlids | JPGH
IMAGE, s000 0m s0m o 0 0 0 D:\Batchakom! T ASKRA T backil0 jpg
IMAGE 200000 150000 200000 0 0 1 11 D \Eatchakom!TASKRA W backiSlide2 TG
IMAGE s000 0m smm o 0 0 0 D:\atchakom!T 4 SKR AW backi0 jpg
IMAGE. 00000 1S0000 200000 0 0 4 11 D:\atchakom T ASKR AW backiSlide3 JPGH
IMAGE. s000 0m smm o 0 0 0 D atchakomT 4 SKRA W backi0 jpg
IMAGE. 200000 190000 200000 O 0 1 11 D Eatehakom T ASKR AW backiSlided JFGH
IMAGE. s000 0m smm o 0 0 0 D Eatehakom!T 4 SKR AW backill jpg
IMAGE 200000 190000 200000 O 0 1 11 D:\atehakonlTASKRAWbackiSlides JPG:
IMAGE S0 0m smm o 0 0 0 D:\atehakomnlTASKRA W LbackilD jpg
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following ways: (1) If you are using conditional branching to branch to a numbered line, the numbering on the event field
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uagihatnla vianudueeiuisdesiardulivinaues easmmuAnninauagmund
FEIVIUUUNAFRUAILIVEYINIUAUATAE N-Back Task

23 fHunsmaaoszldsunsansauazyhaandilafedulusunsy
AoufimesinuUeATy (Action Game) wagNon-action Game (Tetris Game) tlowmu
ANUAVULTINUAIUNN

2.4 ndsnngusiegtlsviuuunaaeurinfianssy nauld Action Game
AnanudvagyiumunmmelUsknsinuneuiawmeskant (Action Game) wasnguld
Non-action Game (Tetris Game) A lan1sywuunageudaLuALN {333
mMaveaesarlaunsinadulniinausuas tuiineduliinaues vazyhiansu
MNUULTABUAT I YA mutuseuluiesmanes foun1meaes
LAEVAINSNARDS

2.4.1 yherwaveaniafsueieddyuusanesed 75% Lievinwadime
udeenly uazaneuiuuUInamlisye Mntuinauedsusiiedenuuavann

vala Y =

TnzauiurunAsee 1eNnuINIUIAENAMSURNIULIALAUToUASEEINAU 50-54

Y

a ° v vaa o = @ a yad o v
LYURLUA T 5Uu’]®ﬂa7ﬂa']%5UﬁleﬂJ6UuqﬂLﬁ‘Uﬁ@‘Uﬂi'ﬂgWnﬂ'U 54-58 LuUmLiNg IsﬁﬁﬁﬁﬂiﬂﬂiﬁLLﬂU
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fanaien angenanansszsrinstannfuayn (Nasion) luaufssosyuiumndadsus
(Inion) A nduntilugsiumds ntliinangs Nasion wag Inion Juluwindy 10% veq
mnuemiieldlumeuusn wu Saandumilugundsld 38 wuRwns Sntun 3.4
LURLLIAT

242 gumnndaaindiitalai (Electrode) wuu Ag/ AgCl 1M9ANNTLUU
mmm@?mmﬁa%ﬂﬂﬁwmﬂa 64 Chanel (International System of Electrode Placement)
vuRswzvasimmvanes Tnglidumisdaluih Fpl way Fp2 egsewinegaiiin
291 Nasion uan 10% ntudamnnlineffiufsuvesdimmavnassaindiunti
luguvds asragliuulein dussialaihfeganelunuaneglusumisiigndfes Tneame
%ﬁlﬁ/\lﬁﬂﬁé}’aqagﬂuumﬂmqﬁsm A9 Fz, Cz uag Pz Tumssnusmistnliliau 5 P

243 ussuadmsuindyaadiiln (Conductive Gel) lngldindnen
Uaney] (Blunt Needle) ot 15 aaaiiilulunasningn (Syringe) Lﬁaﬁﬂlﬂmiﬁ;
adlushumisiideudedutalaihflegdndldmannaunsuyndalid

244 Fadaliiuuuniu U%L’Jmé‘imﬁi’mmﬂ (Ta4) ot luiéreda
(Reference Electrode) 1 43 w¥audalwihiiiduanefiu (Ground Electrode: G) §1uau 1 47

2.4.5 mstuiinpduliinaues (Electroencephalograms Recording)
Hueestuiinadulwiiiaues STIM% Compumedics Neuroscan anUseimaanigol3ng
41U 64 FosdyIal (Channels) vin1sduiiniuu Real Time Recorder W3awsaN
Senain (Elastic Cap) T4l (Electrode) wuu Ag/ AgCl Fhnemusyuunsnssumis
Falwihanna 64 Chanel (International System of Electrode Placement) N1339ALAUS
%’ﬂﬁ/\lﬂﬂa’maﬂizﬂaﬂ‘dﬁ’m A = Ear Lobe, C = Central, Pg = Nasopharyngeal,
P = Parietal, F = Frontal, T = Temporal Lobe, Fp = Frontal Polar, O = Occipital %ﬁlﬁ/\lﬁ?
$1uru 64 Fanslununnansfisve 3 sumis (Fz, Cz uay P2) uavdesdnsisuedn 64 sumis

TaluifiReyinenn (Taa) iusumisdreds (Reference Electrode) 1 47

wSaud i fiduaneiu (Ground Electrode: G) 1w 1 49 szuunsnesumisalndh
@1na 64 989 (Chanel) Fruvuvessvzwaziumia 2 lwihanedsdyanalniihannstudin
aaulnianedldsunsulasdyanaeuaenlududya yiinea MIEBNIINTEL 250
3909 (Ho) munenaudunulussassalnihdesndn 10 Alalesiu (Ka) nmsduiin

ﬂﬁulwﬂwamaﬂmﬂﬁﬂmﬂsmﬁwL%ﬁ]gﬂ Curry Neuroimagine 7.0
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2.4.6 Wimnmasesimiasneufiunosuuisluinfiauts Tusos
filuasliiaduiioame lnedansnuiaereufiunesuszana 90 lwufung seaneain
it fussuusuiinedulnihaues dendeuudlVgumasesiuuunagouaiud,
YpuE¥UFunIW IuATUNARBY (Blocks) wienunistiufinedulyiihauessetilesiuly
Tnefiindninet fRTeduimunuuazlinisgua iruwuziinaenssezianvaziinimaaes

2.4.7 Wsunsu Curry 7.0 1Julusunsudniaguvesusem NeuroScan
Feusetunasssudyaalndn MP150 vhurifivuiinuasnsnzidyanaliihauesiald
vz ingusnegihuuunngeuANLS AL Ls U Hunthsenouimes

2.5 1A3949 STIM? Tracker iwiildousaindosindaaailniinvas STIM?
Aulusunsy Curry 7.0 Tnsdardosne (Marken) TUUsng# Neurosacn vaszdiudin
adullihaues
2.6 ulunatuiiiedondneugyhuuunageunrmd e yianufunm
shunthaeroufiuned Tasutiunaduiieusofulusunsy Curry 7.0 Wietufinnisnaiden
AneY
2.7 tuitnuiludoyanginssuuaadulnihavesiild e lullutumey
mMalAseiteyasoly
3. FLYTUAINITNAAD
vdsnnngusnegldidnsnnanss Sandulwihaueuaz Tuiinadulviihaues
WS MUALIE wé’qmﬂﬁ”’uﬁwmmazmwﬂaﬁimé’wé’ﬁﬁquLLaaﬂaaaé 75%
s aAunismnaes WSunsmasesenduiegwinmiuasanfisuy
Frensaszan Tuaouiiidasdedl Irussiumngy anduimuazeaeiediouazgunan]

Plalunisveasd a3 sumunsaudmsunIsInasIRs ity
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2.5 AANTTUMIHNAMUTIVULINUAIUAN

Aanssumaaoulusunsumsuiamesinuuentu (Pilot Study) nguillndiAsangy
Fegna $1unu 15 AU serdeTuil 2-5 Awnan wa. 2559 Sirinanan 11.40-12.30 u.
Asadouiamaden duavilos suneiles dmiavays

wantunsinANITEYIUAUA NYBINgNReEe nquldlUsunTY

ADUNLADINULDATUNDIPBUN MBS 1 Aunaulyd Non-action Game 7ip4AauRLnDT

q

'
a

#1 2 lngilagnuszanuau §I9uuazgYIgIdusinanssususian 11.40-12.30 u. Juay

Y

50 it (@Uansiay 5 Tu Tuduns-ans) Wuna 3 dUak 57 15 T sermeiui 29 daney

v A =

9 Tuh 16 fugigu w.a 2560 Nsaseuingug)iasven dune Wee Jaminvays fedl

e

AN 3-8 NNVAUANTVINNANTTURNAIUINVAE VI IUAIUN N

FUanvin U e U Rha a@01U?

1 Tuil 29 dmeu s 11.40-12.30 4. nguld Action Game
2 fugngy WA, 2560 (Tuay 50 W) YNNI TUNDIADUN LGS 71 1
Funs - an3) nauld Non-action Game

YNNI TUNDIADUNIFDS 7 2

2 Tui 59 fuenen 11.40-1230 W, nguld Action Game
W.A. 2560 (Tuag 50 W) YNNI TUNDIADUN LGS 71 1
(Runs - ﬁ]ﬂ%) ﬂfjﬂﬂsi’f Non-action Game

YIAAINTTUNDIADUNIFDS 71 2

3 $ufl 12-16 Augney 11.40-1230 u.  nguld Action Game
W.A. 2560 (Tuag 50 u) yRanssueareuiumes 71 1
(Fuws - #ns) nauld Non-action Game

YINANTTUNDIADUNIFDS 71 2
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Ailloe!

Sa

=b

AaNTTU

LI81

Juit 1-5
(5zi93udi 28
A D9
2 fUIEU W.A. 2560

1381 11.40-12.30 u.)

1. feuduiny WERnilaluvinaune
Lain3e ndumanaumeladngdn 9
Uaevaumelasenuidi o Amunai
Id‘ Y 1
agauvngla $Ansnmeauny
Houaae Iegiuanuiani
Y A d‘ Y %)
udaum Walasudoyeyu
2. NFUVARRIN 1 launuAauines
Action Game
NAUNARDIN 2 launUABNTILADS
Non-action Game (Tetris Game)
3. PAUAUNY WNHNDU TIND
melanan 9 welaoen o711 9

NOUAANLDSYIUN

5 U9

50 U7

5 U

Uit 1-5
(5emneTudt 5-9
AUYIYY N.A. 2560

1387 11.40-12.30 U.)

1. fouduiny Wimisluviaue
Lain3e ndumanaumeladngn 9
Udosaunglaoanuti q Auunan
oefitauvnela ansanoaue
riounans Wegiuenuddnd
widumdloldsuduana
2. nEuMAGDIT 1 lduinumesiaLADs
Action Game

naunAAes?l 2 IdunuAoNianes
Non-action Game (Tetris Game)
3. wdaiduina Wnslaw tan
meladndn q welasen g1 9

NOUARIYDSYIUY)

5 U

50 U7

5 U
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M5197 3-9 (di0)

dUamn U AaNTIN 381

1. Aowauiny WigRnisluvitaune
Liin3e ndumgraumeladngn o

Uangauniglanonudn o Avunas .
. e 5 Uil
agfaumele JAnsngaue

o Hounany Tegiuauianil
1N 1-5 v A A vyvy o
e wenaunalasudya o
(SeWN9IUN 12-16 , . .
3 . 2. NQUNARADIY 1 LAUNUADNNILADS
NUBILU N.A. 2560
Action Game o
1381 11.40-12.30 u.) , 4 - . 50um
NANNARDIN 2 LAUNUABUNILABS

Non-action Game (Tetris Game)
3. MALAULNN WNKDU TN
melandn 9 welasenenn 9 5 U7

NOUAANYDS YU

< v
2.6 NFNUTIVIINVDYUA

Y

(%
v oA

MaAuTIUTINdeya Tl

2.6.1 Ussausuggnuenis agiuszaueu agtszdidu TsaSeuinegs
A¥nsT duawmiles Suneiles Smiavays e19158RUnw Anuinedinenisidouas
sty sviinendeysm WevimilsdevemnuowasziifunasesinGeuliie
yoougwliinSeudrsuianssuianaud o inuiunweseatilasainsise

2.6.2 HavaneUseutineg Sunsunisdiiiuntsvnaestungusioedid
AnaTRRBILNUIITAIMUA AL 49 au Liesanngudiogns 1 auldsugtRmegneu
nsneaed Ineuenreen1sussyy nguld Action Game funguld Non-action Game
dofuanienfumawisusneunnassiasyheudladesmsasunslusuunesuuans
Anuguanlunsiiisuidevenguiiegisaryunases luseniiaiou nsngiau 89 oy
fugneu wa. 2559 uazidannsanisimmnenguiiegalasams tedhsuRanssumy
fupounmeasadusves Wewaueretgsnislsaiou agUszdtu agusvauauilasy

Y

UUNUY
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guwemslsaseu gunasesiniseu naumegmlasudnion wasnguiieg1adisy

[
LYY

gVlERINaNLALTIINUAYIETTY

N

2.6.3 NHUFIBYNYNAULTITINAINTTURALIAUTIVULIINUATUA TN
Aataen sreza aanuitiiimun Tasuiadungumeassil 1 Aengaldlusunsa
Aoufiames Action Game naumaaesil 2 Ao ngulilusunsumeuiianes Non-action Game

2.6.6 ndannguiagslunguly Action Game wagnauld Non-action
Game (Tetris Game) lasun1siinaumvuanislasaniside fidelatdamnengusiiedng
AgUsEATUIY Tiunudtieide ienudila eSuietumeuntsdudiumaninga
TunsvinAanssusiely Ao Aenssuiardulnihauosvayiuuumaaeuaud s iy
Fruamdnads (Posttest) ndsnsWmunA RS mzhaud U MBI

2.6.5 Inwougunsaifiezldlunismaass lukesfoinsaudamnuiduiae
Mg sl mendeine1nsideuazingnstynyn unineiqeysn \3dile
wazgunsaifldlumsaiiusunndeys wasfusursdeyamumasiitamne

266 suiumsifiuteyanside smenstuiinaduliinaues sufmueian
Wesfiunisnaaes ﬁﬁmﬂﬁﬂ’ﬁma@uﬂmmL‘fJuLaﬂmﬁwmmsﬂq;ﬁm (Centre of
Excellence in Cognitive Science: CECoS) 3ngndeaneinisivewasinein1sdayeyn
uinendoysmn fenstiufinadulrifihauestounismaaos (Pretest) ¥ 2 ndu $1umu
49 Ay naunveaadluYInfeudAl waznasnsaaaslutIuseuiug18Y W.e. 2559
sgwrieiudund Sefuans (BuRenssudanan 08.30-16.30 u.) Wiievaaouaudwaerham
sunm aengusedraiinaauliinaussadalutandn semianm 08.30-11.30 u.
fAdehnguiegnaludiilsadsusennuasndouaz unguietamuivundaaneg
Tuthanan 12.30 u. Msadsunvhianssuinadulviinausadisian 13.00-16.00 u uaz
wisnniaiananssuiandulslihaes a1 16.00 u idethnguieganduludelsaFou

2.6.7 \fiusausiudeyanginssy liun AZMULAILYNABITBINIABUALDY
wazhanuiizen Taslilusunsuduiindoyanlusunsuduiagy STIM? 91nLe3es Neuro
Scan uazdoyanduliihaussiituinldanlusunsudniagy Curry 7.0 Tuvaiivin
WUUNAZBUAIINTIVUEYINUMUATNAIN N-Back Task inaiunsinnisdnnserindeya

maulnfaendy P300 MNnguiteg1annAY
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A5UTunpUNTALIUNTNARD

PNSUUTUUTLOUANUN 5 9718521309 10-11 U

ANNTIUNB U FUUTEAUANYIUN 5 NiAUALTRMIUNUNNITAAINANIAUA

9

dueagrsde hngunaaesl 1 (Nguld Action Game) wazngunnaasi 2 (Non-action Game)

! =
NQUNAADIN 1

IwasnaNulafangsuy

PWUURNFR AL VUL TINUATUNTN

lagunsnlniamdulniiiaues

YINNANITUNAFBUAININVULYINGIY

AN 1-Back way 2-Back

Hnly Action Game
Juay 50 W vIan 11.40 -12.30 w.

#UANYiag 5 YU NYe9ABNNILMBSLSISaU

@un$ - ans) Junan 3 dUani vau 15 Tu

VLUURNFR AL VUL VINIUATUNTN

lagunsningiamaulniianes

YNNI TUNAFDUAIUIVULVIN LAY

NN 1-Back ey Task 2-Back

T

9. Uil

30 Ui

153

299 4

30 W {

9wl

30 Ui

|
! =
NQUNAADIN 2

IwanAaNutanangsy

YMBUURNFR AU VUL TINUATUATN

ldgunsnlniamaulniiaues

YNAINTTUNAFDUANUINIVUL TN UAY

AN 1-Back ey 2-Back

Hnlt Non action Game Juag 50 w1
1381 11.40 -12.30 U. dUaviay 5 Ju
PRIPBURADSITUS U

@Funs - and) 1Junan 3 dUawi sau 15 Ju

PLUURNFR AL IVUETINUATUATN

lagunsalnsiamaulnianes

YNNI TUNAFDUAIIL VUL YINUAU

AN 1-Back Lay Task 2-Back

AMNA 3-50 agUTunauM AU Inaes




U v

e unisTiusIndeya fadl
1. synuaguranIsAnnsesngumagetnssutulssaunu Ui 5 luksu
nsngIAN W.A. 2559 dngduiegniauaudinunaeifadiniruatasBusiis

A998 UL 70 AN KIULNAINNITARLINLLAZAIUNUTULDUTNTINNITIIYIIUIU 50 AU

Y
A a

LHIBAUAANITNAGDY YUINVBINGUAIDENAWNED 49 AU LHBINNGUMBEN 1 Aulasy

wa

gt UInauiitunouddnsmaass Jelillfidrsmnisveaesnouuasnds
maveaestuiesfiinisaudanududamanginistayan

2. snflunmmeaeduiosdfifinig “audanududansinenisloyan”
Inendinennisitouaginenistiyan wninerdeysm dungumaassit 1 fe nguld
Action Game fungald Non-action Game maiiwuaiu nan aauiitdanaeg
rounsnaaesluesUfiRnIsEnineiui 22-26 WA w.a 2560 MEINTNAADY

TureeUfuRn155emIneTun 19-22 Auensu w.e 2560 Fn195199 3-10

166

9197 3-10 fmua Ju van neunisvaasdluesufiinisgudanududamainginis

Jayan
ST e W Tuweu d Lan AaNssu
1 E1-El10 Juns 224, 8.30-16.00 AINTIUNAADUAIIUAN
2559 YULYINNUAUNNUALANTIA

adulyihaneaiungusogs
Fllusunsupaufinmes
Action Game 911U 10 AU

2 E11-E19 9313 23 4d.A. 8.30-16.00 AINTIUNAADUAIUINVL

2559 PNIUAUNNLAENNT IR
paulTihanesiunquiieeg
AUTLNTUADUNINDS

Action Game 113U 9 AL




A1597 3-10 (si0)

T
= [y

ATV SWa U U heu U 1380

ARNTTU

3 E20 - E25 W©§ 24 &.a. 8.30-16.00
C26 - C30 2559

AINTTUNAFOUAIINTN
YULIUAUNNUAZ TN
pdulThauesiUnguDEns
Fllusunsupaufinges
Action Game U 6 AU
funguiegreililusunsy
ABULABS Non-action Game

U 5 AY

4 C31-C44 wgWia 25 @.A. 8.30-16.30
2559

AAINIIUNAADUAINUTN
YUTYINUAUNINUAZNITIA
adulihauesiungusiogs
Fllusunsupaufinmes
Non-action Game

U 13 AU

5 C46 - C49 ﬁﬂ% 26 d.0. 8.30-16.00
2559

AINTTUNAADUAIINAN
YULINUAUNNUAZNTIA
pdulwinauesiUNguDEns
usunsupeufinges
Non-action Game

U 6 AU

mnews 1. adunisveaesiunguldlusunsumeuiiames Action Game 911U 25 AU

nauldlusunsumeuiiimes Non-action Game ALLMEDTIUIY 24 AY
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N 25 AU Lo NtasualRmneunmaaes Jskulmdnsiulasenis

2. 9@ E nungds nquldlusunsuaeuiiames Action Game

sva C vuneda nguldlusunsumeuiiawes Non-action Game
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AT 3-11 Mviue Ju nan ndsnsneaedluiesujuRinisaudanudude

nIne NSty
asai W@ W T eeu 1an AansTu
1 E1-E13  4duni 19 nw. 8.30-16.30  AINTIUNAFDUAIUINVULYINNUY
2559 frunmuaznsiandulniinaues
funguldlusunsumauiiunes
Action Game U 13 AU
2  E14-E25 o5 20 n.e. 8.30-16.30  AINTIUNAFDUAIUINVULYINNY
2559 Frunmuaznsiandulniinaues
funguldlusunsumauiiumes
Action Game 91U 12 AU
3 C26-C37 %5 21 n.e. 8.30-16.30  NANTTUNAABUAININVULYINU
2559 frunnuazTarduliiiaues
Aunquldlusunsumauiames
Non-action Game 371U 12 AU
4 C38-C49 wovid 22 n.8. 8.30-16.30  NINTIUNAADUANINVULVINUY
2559 funmuaznsTaraulniiaues

Aunquldlusunsupauiames

Non-action Game 9143 12 AU

NUENS)

1. aliunisnaaeaiunguld Action Game 91w 25 A nguly Non-action
Game ALUFDINUIU 24 AU NI 25 AU Lﬁaamﬂlﬁé’uqﬁ’amqﬂ'aumimaaa
SaluileidsnAanssutnadulniaues

2. $utunsneassinadauliiaussanndenin 4 Yu 910 5 Ju esen
Tse3eudavalsadeuludanednvinisnaass Tndeulsannsansaviiianssuld
Felgusummnisvhaulunsiaedulnihauediiemumngay neldvoruuzi3ne
Mnggruemslsateu asduszannu agUszsiu erseivinuman uarerssiiuinm

$3 nganunsaaliun1sinianssunntuneuldasuiiuauysal
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3. SWTIUVBYALATATIHOUANNANYTAIVR DY AN BT U N
sumnginssu Ioin AzuuunmgnieIveInsmevaues uaznaUfisesuadulriihaes
1unt enmnirwesrdnlvinases P300 uazrmagwesralyiinaues P300 vaw Snpduilyiiaes
Mantaereuiiwes vainguldlusunsumeuiames Action Game fouwkasnaINISHN
14 Action Game wagnguld Non-action Game fauuagnaInsinlUsNsUABNNIADS
Non-action Game Litetihdeyauniiaszvisioly

a. i’miam%’agaﬂizmamaﬂﬁuIWWwauaﬁ (EEG Signal Processing) Uauzyi
WUUNAEDUAMNTIVULYINUATUAIN 270 Task 1 Back Target Way Task 2 Back Target
#2elUsunsy Curry Neuroimaging suite 7.0 m3deiifiunisanynavosauniig
nazAgavesnaulihaes P300

4.1 %umaunwaﬂiadﬁigggﬂmﬂﬁu (Filtering) yespaulniaues uduney
msnsesdayaandulivdeianzeumnifidesns laothdeyanaulnihauesweangsild
Action Game Wagngaildl Non-action Game wasnguiieesusazautuiinld lagizuan
nsWalusunsa Curry Neuroimaging suite 7.0 LLﬁ?LﬂﬂiWéﬁﬁUﬂmﬁqa .dat mUABINIT
mﬂﬁ?ﬂwﬁwmﬂﬂmmu Curry Neuroimaging Suite 7.0 Lﬁaﬂﬁl,wm Functional Data
Mnudeniiufiu Channel Groups/ Rereferencing uaLden Active Channel Groups/
Reference 130N M1 way M2 wianntudondiiuy Baseline/ Bad Blocks fintipnslusunsa
Curry 7.0 Neuroimaging Suite 7.0 i Baseline Correlation denanaafl (Constant)
Wionsesdyaasuniueen

4.2 Fumpunsnsosdnyanatierudsiu (Band Pass Filter) Ieglugas 1-30
Hz IfﬂEJl,aaﬁLﬂ,Jyj Filter Parameter 7 Filter Type t@8n User Defined (Auto) wagnnunal
Low Filter High Pass el 1 Hz uazuuna High Filter Low Pass fiaud 30 Hz
. On 7 Notch Filter ua Bandstop Filter

4.3 %’jumaumsﬁﬂé’agmmiumu (Artifact Reduction) Immﬁaﬂﬁmy} Artifact
Reduction fintismalusunsy Curry Neuroimaging Suite 7.0 189075015 (Method)

i Threshold ienvesdayayins (Chanel) M19nd1983 M1 uay M2 uazimustisafiayliise
Fyanausuniu nauneu (Pre) l9¥udsnseduinan -200 ms LLamm??uqm (Post)
waslesudansEdu fnan 1,000 ms wénesl Scan Data

1.4 fanauliihauestisnanildlunsiingizsi ERPs Tneidondiay Epochs/
Averaging Fintisinsluswnsa Curry Neuroimaging Suite 7.0 1d8n Event Related Averaging

Hondaszitianarluidasdinseauianuannde wuu (Type) Wonanutoulaiimue
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mududnuel Trigeer natantuRMUATIRENT Pre Sfn -200 ms wag Post Slf 1,000 ms
LNty Average All Event Groups (In-place) vdniulsunsuassiunisUssang
mssandulrlihaues uazldnaulnihaues ERPs msgisnandidvun Tuynaamumis
ARV RBNGHEN

45 Amnammeunaasanugaueseauluinaues P300 Tuynqasiiumia
BlaAlnInvesEles Immﬁaﬂﬁw Option fintisnglusunsu Curry Neuroimaging Suite 7.0
AT snaENy (StartLatency) Aifpansdiuand 250 ms uagtaiaAugn
(End Latency) 7fiosn1sAmuaid 400 ms wéanaty Maximum Peaks a¢ldmauning

warAugevasnauliianes P300 lunnynsuviisdianlnsnvesaes

z(d
E

eurcimaging Suite 7.0.10 58 - Srady T
I Vievian Databads s cauiition s Mopiasimags,Data seSourcs Resuisen Goorsinatss

a3 | | |3 @& 0
o |\ Maps | ) FD, Maps | %2]FD, Maps H | (] FD, 3D view

- - e (o) |

a5Eq2IR0)

3

B snwe.

A 3-51 wHwelusunsy Curry Neuroimaging Suite 7.0 TUABUNITATUIUNIAIAIM

nearANgIvesraulniihates P300 Tuynyaduniidiaalnsnvedaues

4.6 uiinFanuniuwazanugevasnauliiiates P300 Tunngasumis
dlaninsavesawes lagidaniuy Workflow Lienyl Save Peak Detection fanw #1 3-51
fan1mi 3-52 Yayavggniuiinlilusu TextFile

4.7 aynasutayansuinlulinsizrideyanisain
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{mm] Dy 2], madivL letencylms]
328 dam
383 (268
2513
[ a6 | 30 |
2724
T

ANA 3-52 AUAN9lUTNTY Excel LLammmﬂm*’iNLLazmmqmmﬁuh\Iﬂﬂamaa P300

Tugasuviadianlnsn anmsiidideya Text File

2.7 mslaszideya
mMyRetldunmsfinunsiunginssuuazaduliiates lngdnszvideya
Tuuszihudwsioluil
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L5UALN svAdadlensaiu wasilaliu gnwes
ANUVINENNTIE FINABLLUY
v N - é{
NAINSIURLLNLTY
2. AZKUY dievhanediazas GEININTEEEEY auysal

guasIAle AzwLL
eNIUAUEaULY

ANSLAULNY

Tuauauny %1

AUAS L UUATUANY

‘:‘I 1 o v
Wouly Azdsavinle
UIUTINAIBLAT

v A X o aa
NANLNUVUDN 1 VIR




188

M5197 4-6 (519)

F18NTNADY HaNAANIY HaTilel NUBLNR)
3. WAIIn Wenasinnue Wenaainnue auysol
UIUTINILANAS UIUTINILANAS
1 %¥n 1 ¥
4. T IR UITINaARAL LAY auysal
- & -
AnBUAZITNATY Muouly

AAUN 2 NaNISIUSEUBUNISIHLUTHASUADUADUNILADS INULDATU

AungAnssunazaaulnfaues
dudl 1 dnwazyhluvesnguedn

'
[ Y

dnwaziluveangusnegn nansilemgideyadnuaziluvesnguiiegng liun
el 918 LNIAITIAARAIANTUNSANYT 2559 Anwuatntunisldiievan lsausednsa nslasu
VAL UN9ELBIUS oV BNFInaLad MNNUARUBINITUBTIY N1580AMNAINTY SraLia
TumseanmdmnielaesmsedUaid amnudlumsiaunuaoufimesselnsdniilode
svpvnalunsaunulnewedsuiarads LunnsEuny AoLIMEsIveULEY NSMAFDU

ANUDAE AINNTIN 4-7

M13199 4-7 Snwausinluveingusiieg

g nau
Action Game Non-action Game

ANYULUBINGUAIDE (n = 25) (n = 24)

U SPmAY U 5e8aY

LW
98 15 60 10 41.67
e 10 40 14 58.33
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M13197 4-7 (s1)

g g

Action Game Non-action Game

ANYULUBINGUAIDES (n = 25) (n = 24)
W Sowar U Sovaz
91
109 8 32 9 37.50
119 17 68 15 62.50

WNSARAYALALAVANAAENT

1.00 - 2.00 6 24 5 20

2.00 - 3.00 12 48 10 40

3.00 - 4.00 7 28 9 36
Anuntintunsiddedion 25 100 24 100
laifilsauszdne 25 100 24 100
mslasunndufiaues Tumerdnaues 25 100 24 100
nsNBAULUNG 25 100 24 100
N1799NANAINTY

lailapeniasnie 5 20 3 12.50

gandanie 31 nszlan W¥NAUeR 20 80 21 87.50
mlivend 25 100 24 100

AsaunUlUABLRILMDS UIBLINTANN

igely 7 28 10 41.67
3-5 Jusioduan 10 40 2 8.33
1-2 FusedUan 5 20 7 29.17
laiiauny 3 12 5 20.83
Tapelnnnsiiumnussasinausunm 25 100 24 100
seumsAnwUszaNAnw YR 5 25 100 24 100

AsSUUSEMUDIINSUANLARE Y 3 1D 25 100 24 100
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231971 4-7 wanslofiiudn anduld Action Game waw nauld Non-action
Game \Jumamauazinands nauldlusunsunsuiianes Action Game WwAwy 5988y 60
WAveld Seay 40 ngul Non-action Game ey Segay 41.67 InAndjs Seeay 58.33
nausegnsliengszaring 10 -11 U idsdnwegdulseonfnudil 5 danlvgfinsniads
dyauogszidng 2.00 -3.00 SUUSENIURIMSATU 3 fioietu nqusagaiiriumsdinnses
munaandmnauatnlunislidiionn Wiillsauszdnd liwelasuuaiunsaues
viieRfaNaIaNes Snsueadiuund lmuend dwlnajeantidenmeludnuagnisis
iy n3zlan Mswwzslmuoa MstAoonfidnie mutisiovesinBeufiengsyning 10-11 1
TulsaSeu wmasAnw nqudegraaunulupeuiiwesvselnsdnidenadiulvey
Huszezina 3-5 Juseduni uazlifivszaunisallunsfinfanssunisifiuaud)
YRUEVTUIUA N

2.1 nan15USeuiiaunisiglusunNSUABNN LMD INULDATUATUNG ANTTY

wemoansllUsunsureniamesinuuendu fumegRnssy Ussnoude fail

2.1.1 #an 1SS EUTIEUANUIIVULYINNUAUAIN SENINABUNITNARDY
fundsnsmnaedlungald Action Game il
2.1.1.1 namsiSeuifisumnuuansuesAnfsnzuLLANLgNABS
YDININBUAUDY SzninnouMIeaasiundinmeaes Tunguld Action Game
Usgnoude famsnadl 4-8
2.1.1.1.1 namsfSsuliisuanaunnsinsvesiadsnz wuun g

ONABIVBINITABUAUBY ABUNITNARBITUNAINIIVAGRY Tunguld Action Game vauzyin

WUUNAZBUAINTIVULYINUAUATIN INUUUIANINTZIUYBS WISC-V Part Picture Span

M57 4-8 N1SUTPUTEUANLLANANYDIANRAALLULANLONABIVBINITAOUAUDS
vaanguly Action Game ABUNINARBITUNAINITNARDY INUUUNAGOU

V83 WISC-V Part Picture Span

ANlAEAZILUATAIQNHBIYDINITABUALDS
nauld Action Game
n M SD af t p
ABUNITNARDY 25 21.40 5.19 24 11.64%* < .01

PAINITNAAD 25 32.16 3.58
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9nAN51971 4-8 wandlviidiudn lungalld Action Game TAadsazuuungnies
YINITHOUAUDINAINIINITNAGBY (M = 32.16, SD = 3.58) Apun1snnass (M = 21.40,
SD = 5.19) NANNSVAABUANALANFAYBIALARBATLLUANNYNABIVEINTNBUALDS
RounIMAReILAEVINISTIAaeINaHle Action Game Ungd1 vidinmsvaaesnzuLLindy
25 au waglaA Wilcoxon Sign Test (2) = - 4.38, p < .01 Feasuladn nguld Action Game

HAZLUUNSINITNAABININNIINDUNTNABDY D8 1NUTYFIRYNNaNANTZAU .01

waRIRINTIWIUAINA 4-13

ALY %

50
45
40
35
30
25

20
15
10

5

0

ABUNITVNINAD NAINITVNNAD

Action Game

**p<.01
AWM 4-13 nTvlwinanARieazuuANgNABtveIn1snavauadlunguly
Action Game NBUNTNARBINUNETINISNARBINUUUNAZBU VBs WISC-V

Part Picture Span

2.1.1.1.2 Nam ST Ui uANUUANANUBIARRUATILULANGNADY
YBININBUAURY TeniNfeuMIaaesiunaensaaedtunguldlusunsupeuiawes
Action Game UaUVNUUUNARBUAIINTVLINIUATUAIN 910 N-back Task

AIM5197 4-9



M5NN 4-9 MTUSHUTIEUANLLANANYDIANFE AL LUUAUYNABIVBINITHOUALDS

VULV UUNAFOUANTIVULYINIUAUNIN VaInguld Action Game

ABUNITNAABINUNEINITNAADY 910 N-Back Task

192

ﬂ'wLaﬁaﬂzLLuumeﬂéfawaamsmauauaq

YULVNLUUNAADUAINUTIVULINITUAIUNIN

Foula n M SD df t p
1) 1 Back Target
NOUNIINAADY 25 14.80 4.10 24 8.27** 01
NAINITNAADY 25 22.68 3.91
2) 1 Back Non-target
ABUNITNAADY 25 40.08 14.28 24 7.18** .01
NAINITNAADY 25 58.12 10.18
3) 2 Back Target
ABUNIINAADY 25 14.80 4.10 24 8.27** .01
NAINITNAADY 25 22.68 3.91
4) Back Non-target
ABUNITNARDY 25 26.24 14.21 24 6.29%* .01
NAINITNAADY 25 40.60 14.32

91915299 4-9 wansbiiiuinlunguld Action Game YhuuunagouAIILT

YNUMUNIN HARReATLULANINABIYEINITNBUALDY NAIN1TNAGY (M = 22.68,

SD = 3.91) fiaumsnaaes (M = 14.80, SD = 4.10) HANISNAAOUANLLANAIYBIALRAY

AZLULATILONABIYDINITADUAUBINDUNTNARBILAENAINITNAGRY NgulY Action Game

U57n4)71 ¥aIN15VARDIAZULANTY 25 AY kazlaAl Wilcoxon Sign Test (2)

- 4.38,

p < .01 Fsa3uladn nquld Action Game TAERULNAINITNARDININNTINOUNITNAGDS

1 a o w

a8 ldedAYNIIanRNTy

nauld Action Game YAINTTUNAABUAUTIVAEVNTUATUN N

U .01 910 1 Back Task Target

JALRRLATIULANNYNADIVBINITNBUAUBINEINITNAREY (M = 58.12, SD = 10.18)

nEUNIINAaRY (M = 40.08, SD = 14.28) HanN 1S7NAFaUANULANAIIVBIANRAL AT LU
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ANYNADIVBINTADUAUDINOUNTNARBILAEVEIN INARRINaUlY Action Game
U5 VEININAABIALLULLTLAY 25 AU warldan Wilcoxon Sign Test (Z) = - 4.38,
p < .01 Fea3uladn nguld Action Game HALuUUNEINITNARDIUINNTINOUNITNAGDY
agnefifudAyvneadAisesu .01 910 1 Back Task Non-target

nauld Action Game viAanssumaasuANTwALTaLs AW TiALad
AZWUUAIINYNABITDINITNBUAUBY NAINITNARBI (M = 22.68, SD = 3.91) NOUNITNARBY
(M = 14.80, SD = 4.10) HANTVAGBUATIILANANIVBIANAAD AT ULUAINGNFDS
YDININBUAUDINBUNTNARBIUALVEINITVIAGRINENlY Action Game U109
MdIN1IMAABIRELLUALTY 25 AU wazldal Wilcoxon Sign Test (2) = - 4.38, p< .01

asuladn nauld Action Game TAZBUUNAINITNARDILINNINADUNITNARDY

'
% aaa LY

pUltEdAYNIeERANsEAU .01 970 2 Back Task Target

uazlunguld Action Game YiAanssumage UM MEYUFuAmM TAeds
AZWUUAIINYNABITDINITNBUAUBY NAINITNARDI (M = 40.60, SD = 14.32) flaun15nnaes
(M = 26.24, SD = 14.21) HAMTNAFBUANNLANANIVDIAALATIULAINGNFBS
YBINIINBUAUBINBUNINABDILALNAININAABINGNLY Action Game UsIngin
wdn1smeaeInELLURLTY 21 au wagldar Wilcoxon Sign Test (2) = -3.96, p < .01

FeazUladn nquld Action Game HAEKUUNAINITNARDININATINOUNITNAGDS

'
aada [ %

peeltydAY9ERATszAU .01 91n 2 Back Task Non-target
a3UNanIsANYT Ao ANRRYAZILLAINNABIYDINITNOUAUBIYMLINUUUNAGRY
ANNTVUTTIUAIUNINVRINGNLY Action Game YHINITNAGBININNTINBUNITNARDS

nsadanszau .01 danswluning 4-14
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AU
70
60 * %k
5 [
* % * %k
40 {_] (—\
30
20
10
0
1 Back Target 1 back Non-Target 2 Back Target 2 back Non-Target
] ABUNITNAADY PHINITNAADS
*p < .01

AT 4-14 ATMRLEAIANRREAZILLANNADIVBINITADUAUDIVMEYI L UUNAZDY
ANNTVUETIUAIUNIN Voanguld Action Game fiBUNIINAADS

AUNAINITNAEDY 910 N-Back Task

2.1.1.2 mamalisuifisumnuuandnswessnadenaujisoveseiud
vaugynumuNnlunguly Action Game seninenaUNITNAGRIIUNAINITNARDS
VRUYINNINTIUNAFDUAIIUTIVULINIUATUAIN 990 N-Back Task

nan1siFeuifisuAadenarfitewesnnuivngiudunin
lunguld Action Game 5¥1319NDUNNTNARBINUNTINITNAGDY VNLVINNINTIUNATOU
ANNVULTINUAIUNINDIN N-Back Task matianaaeul dwvsundudiets 2 ngu

Aldidudasyiu
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M131991 4-10 MsSeuiguAedenaIuisevae i uunaaauAN LI
AunMYaengllyd Action Game SEWINNNBUNIINARITUNSINITNARDY

910 N-Back Task

naUizen @Eadiund)

Fouly n M SD df t p

1) 1 Back Target
ADUNITVNIAADY 25 1,063.43 296.31 24 5.92%* < .01
NAINITNAAD 25 73171 14657

2) 1 Back Non-target

NOUNITNAADY 25 1,154.53  277.09 24 577 <01
NAINITNAADI 25 836.04  175.37

3) 2 Back Target

ADUNIINAADY 25 1,263.93  383.82 24 545% < 01
NAINIINAADY 25 767.11 219.26

4) 2 Back Non-target
ABUNITNAADI 25 1,192.38 312.26 24 5.11** < .01
NAINTNAADI 25 749.21 270.78

9951971 4-10 uansliiifiuruuansaverlndsnanfiter vianimeas
(M = 731.71, SD = 146.57) fioun1snnaed (M = 1,063.43, SD = 296.31) U5
vdansnnassrindsnatUfiieianas 23 au wagldan Wilcoxon Sign Test (2) = -4.18,

p < .01 Feazuladn nquld Action Game HAnadenatujisenanisaasiiosndi

a

nauNIIVAaedRd 1 sltd1AY9anATszAU .01 9710 1 Back Target Task
mmmmhaﬁummLaﬁmmﬂﬁﬁ%m PHININAGRY (M = 836.04, SD = 175.37)

foun1svAaes (M = 1,154.53 SD = 277.09) Usingin vdsnsvaaesAndsinaufizenanas

24 Ay uaglarn Wilcoxon Sign Test (2) = -4.07, p < .01 Fsagulain nquly Action Game

o v a [y

fAnedgnaUiiserainmaasttiaeninneun1smaass agnitudAyeadansesu .01

o

910 1 Back Task Non-target
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AULANANYDIARABIIA NEINNTNAGEY (M = 767.11, SD = 219.26)
NaUN1INAReY (M = 1,263.93, SD = 383.82) U591 Mé’qmﬁmaaqmmﬁanmﬂﬁﬁ%m
anas 21 A waglar Wilcoxon Sign Test (2) = -3.97, p < .01 3sa3Ulad nquld Action
Game fAnadsnaUfAzendinisaaetesniteunsvaaes egediudfyneada
fiszsiu .01 970 2 Back Task Target

mwmmmﬁhwaqmLaﬁlmmﬂﬁﬁ%m PRININARBY (M = 749.21, SD = 270.78)
AounsvAaes (M = 1,192.38, SD = 312.26) Usngin ndamsnaassriadsnaiufisen
anad 22 au uagldr1 Wilcoxon Sign Test (2) = -3.97, p < .01 Fsagulain nguld Action
Game fAnadsnaUfAzemdinisaaeiesnittounsvaaes egsditudAnneada
fisgdiu .01 970 2 Back Task Non-target

NaN5ANTLFINAS197 4-10 waza il 4-15 Ao ngald Action Game iiloLiin
AU ETIUFuAIW HanFITeUTINg I Aadeanfite e iuuveae U
YU ndinsmeasstesninneunisnaaesegelitedfyvnsadafiseiu 01

asUnansnwiaenndesiuauniigiunsideded 1 fe nqulilusunsuresiuses
oAty YapLUUMAgaUAL MR AN IvInaeTiA A AT LU

ANNYNABIVBINITNBUAUBININNIINOUNTNAGRY LazilAadeiaiufitemainimaaes

$p8NINBUNITNAAB
fadiuni "ok
1400 **
1200 _I_

1000

800

600

400

200

0

1 back Target 1 back NotTarget 2 back Target 2 back NonTarget
[ Azunanaang WRINTITNIAADI

*p < .01

ANA 4-15 NTIMWYLERIANRALLIATUANTE VULYIRUUNAFBUAUTIVLYINTY
é’mmwmmﬂfjﬂﬁﬁ Action Game S¥#I19NDUNISNAADINUNFINITNAADI

910 N-Back Task
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2. HaN1sUTE UM UANTIVULYINIUAILNIN VBINgulY Non-action Game
sgrineunIeaesiuvdIIaaes dail
2.1 #amsiUTeuiigupzkuuANgNAasUeINITnauauss nauly Non-action

Game S¥NINNBUNTNARBINUNGINITNAGDL Usenaume

2.1.1 mansiUSeuiisusnindeazuunmugnieueInsAeUaUed
nauld Non-action Game 5¢%iN9n0UNINARBITUNSINITNARDY VugyILULUNATRY
ANUTIVULYINUAIUANAINUUUNAZOU WISC-V Part Picture Span

nansUSsuLisuARdenzuuLANLgNABIYaINIABUALD NgulY
Non-action Game faUNTNARBINUNGINITNAGDY MLatANAaaUTl dmungusieg

2 ngunliiludaszsioiu Auwnsed 4-11

MM 4-11 MFUTHUIEUARRYAZLIUAINYNABITDINITABUANRY YEYIUUUNAFBY
ANNTIVAEYINUAIUNN NENlY Non-action Game NBUNINARBINUNE

A1TNATDI INLUUNAGDU VB3 WISC-V Part Picture Span

ANLRRYAYILUUANNYNABIYBINITNBUAUBY

n M SD daf t p
ADUNITNANADI 24 24.17 5.64 23 13 .90
PAINITNAAD 24 24.29 4.06

919197 4-11 uanslififiudn nguld Non-action Game ndsnsvinaesiianads
ANNYNABIVBINITMBUAUBY (M = 24.29, SD = 4.06) NOUNINARRY Non-action Game
(M = 24.17, SD = 5.64) HANTVAGBUATIILANANIVBIALAAD AT ULUAINGNFDS
YBININBUAUBINBUNNTNARBIUALINTNARBIVBINGN Non-action Game Us1n{ 1
Tiiunneei uaglddn Wilcoxon Sign Test (2) = -.31 fisgdutiuddun1eadn .05
NLUUNAgY WISC-V Part Picture Span

2.1.2 namfSsuliisuAindeazuuuanugndeueinisnevaues nguld
Non-action Game F¢MINNBUAUNAINITNARDY VULYINAINITUNAFDUANUI VUL NN

ANUNINAIN N-Back Task
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HANTSIWIEULTIg AR AL LUUAINYNABIYBINTABUANDY NaulY
Non-action Game flauN1INARBARUNEINITNAGDY Mmgadanaaeuyl dmsungudioge

2 nguiliiludaseiu Awmsnd 4-12

MR 4-12 MIUTEUNEUARRYALLIUAIINYNABIYDINITNBUANBIYULYI L UUNAZDU
AINNTVUETIIUAIUAIN NEulY Non-action Game fBuNIINAADS

AUNSINIIVNAABY 910 N-Back Task

ANLRRUATILUUANNADIVDINITABUAUDY

Foula n M SD df t p
1) 1 Back Target
NAUNIINAADA 24 17.79 6.39 23 086 040
NAINITNAADY 24 19.04 4.24

2) 1 Back Non-target

ABUNITNARBY 24 46.29 15.74 23 1.04 0.31
NAINITNAADY 24 50.38 14.99

3) 2 Back Target

ABUNITNARDY 24 8.54 4.15 23 1.32 0.20
NAINITNAADY 24 10.13 4.21

4) 2 Back Non-Target
ADUNITNAADY 24 27.92 13.40 23 0.72 0.48
PAINTNAADI 24 30.17 14.14

NPT 4-12 wandliiidiuin nguld Non-action Game vhAanssumaaey
AUAIVATYINTUATUNIN flﬂ"]LQ%EJ@BLLHUF’W’JWNQﬂﬁ@ﬁ%@ﬁﬂ’]iﬁ]@Uaum‘1/15\‘1miﬂ/lﬂa’e)ﬂ
(M = 19.04, SD = 4.24) fisun1snaaes (M = 17.79, SD = 6.39) Us1ngin nguld
Non-action Game 191 Wilcoxon Sign Test (Z) = -.92, p = .18 NANITVAADUAIIULANGN
mawﬁLaﬁmzLLuummgﬂé]’aaﬁuaqmimauauaadaumimamLLawé’qmimaaﬂnjl,mﬂsi'mﬁu

910 1 Back Task Target
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naaldl Non-action Game hAanssumageua s wazyhaufuam daueds
AZWUUAINYNABIVDINITNBUAUBINAINITNAGBY (M = 50.38, SD = 14.99) fiBuUNITNAREY
(M = 46.29, SD = 15.74) U531 nguld Non-action Game @i Wilcoxon Sign Test
(2) = - 1.08,, p = .14 NAMTNAFDUANLUANANYDIANLRTLALUULAINLYNABIVBINT
MOUAUBINDUNIINAABILATREINITNNABY LULANAISAY 91 Task 1 Back Non-target

naalldf Non-action Game hAanssumageummdwaueyiausunm daads
AZWUUAINYNABIVDINITABUAUBY NAININAGRY (M = 30.17, SD = 14.14) floun15naaes
(M = 27.92, SD = 13.40) Us1ng)31 ngulld Non-action Game laifn Wilcoxon Sign Test
(2) = -24, p = 41 HANINAFOUAAUANFIVDIARADAZILUANNNFBIUBY

NNSADUAUDINDUNITNAABILALUAIN1INAADULANAI9AY 910 Task 2 Back Non-target

2.2 uamslFeuifisuaiadsnajiseveseudiuagviausiunm veangu
19 Non-action Game 5¥%31910UN1SVARBITUNAINITNAGDY VNLINNINTTUNATOUAINUT
YUIUAUNINAIN N-back Task

nansieuifisuAadonarfizewesnnudivaginaudiunin vesnguld
Non-action Game flaUN1INARBINUNEINITNARDY FRgafANAaaUN dmTunauiogid

2 nguinlaludassiu fm1snei 4-13

M99 4-13 MSUTEUNEUALRALLIANUANTE VULYIMMUUNAFRUALTI VLYY
AUNIN TENINABUNITNARBINUNGINTNARBITBINENLY Non-action Game

910 N-Back Task

! = aaa a aa I
ALRAYIANUNNTYN (UaaIuin)

Foula n M SD df t p

1) 1 Back Target

NBUNITNABDY 24 892.58  355.06 23 025 81
NAIN1TNABD 24 87270  171.36

2) 1 Back Non-target

ABUNITNAADY 24 1021.78 383.96 23 0.61 .55
NAININAADY 24 970.30  146.91
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M9 4-13 (si9)

ALadenaIUfizen @adiund)

Goula n M SD df t p

3) 2 Back Target

ABUNIINAADY 24 1,111.19  379.82 23 2.10 .05
NAINTNAADY 24 919.44  174.93
4) 2 Back Non-target
NUNIINAADY 24 1,053.13  377.71 23 2.20 .05
NAINITNAGD 24 902.61  197.31

NINTNT 4-13 wansliiiiuiy Anadenaiujitevagyuuunaaeumiush
YauzyauaunIn nquld Non-action Game vidan1snaaes (M = 872.70, SD = 171.36)
foun1svAaes (M = 892.58, SD = 355.6) LagUsIngin ndan1svaaedAadsaiizen
anas 14 A waglar1 Wilcoxon Sign Test (2) = -.17, p = .43 Fsagulainguly
Non-action Game fAadsnaiuiizemdenismaaesiunounismaaesliunnseiu
91N 1 Back Task Target

AdsnaUAs s iuueauAT IS UM e A Nl
Non-action Game #8an15n9aes (M = 970.30, SD = 146.91) NBUNTNARADY
(M = 1,021.78, SD = 383.6) uazUsngi ‘Vié’qmsmaaqml,aﬁlmmﬂﬁﬁ%ma@aq 10 AU
wagliA1 Wilcoxon Sign Test (2) = -.23, p = .41 Fsaguladinguld Non-action Game
fAnadenaUjAzemdinsmaassiunounsvaassliunndiaiy 990 1 Back Task
Non-target

asUnansinwliiaenadosiuaunfg Toi 2

3. uansUTeuisuaadse s inusuam ndsnsnaed
seninenguld Action Game fiungald Non-action Game

3.1 namsilisulfisuanuuaniavesAads A MU M
NAININARRITENINNgULY Action Game fiungaild Non-action Game Usenausig
3.1.1 HaNSIUSBUTBUANLUANANIYBIANIRAAZLULANLGN A B YDA L
N1INBUANBINAINITNARDY S¥1IengulY Action Game fiunguly Non-action Game

VULV UNAFDUAINTIVAZYINTUATUAIN DINUUUNAADUTDI WISCV Part Picture Span
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HANTLUTHUTIEUAIILLANGANUBIAREE AZUULANLYNABIUBINMINEUALES
NAININAARITENINgULY Action Game fiunguld Non-action Game aeadif

o [y 1 Y 1 A& a [y [ N
NAFBUN dNNIUNGUAIBYY 2 ﬂquuaaizﬂu AR NN 4-14

AN 4-14 MSUTHUMEUANULANFANVBIAURRYALLUUANNYNABIVBINITABUAUBY
Mﬁﬂﬂ’ﬁ%ﬂﬁ@ﬂﬂﬁjﬂ“ﬁ Action Game ﬁUﬂEjiﬂ%J Non-action Game

INUUUNAFDUVDY WISC- V Part Picture Span

ALRREATILUUANYNADIVBINITABUAUDY

&
n M SD Mean df t p Cohen’s d
Difference
Action Game 25 32.16 3.58 7.87 ar  7.21* < .01 2.10

Non-action Game 24 2429 4.06

NAN197 4-14 wansliliiudn A1RREAZLELAINYNADITDINITHOUAUDS

vaanguld Action Game naan1INAGRY (M = 32.16, SD = 3.58) 1nninguld Non-action

'
aaa

Game (M = 24.29, SD = 4.06) 9gsltludAynanansziu .01 (t =7.21, df = 4, p < .01)

uaydvundvsnasgluseduinn (Cohen’s d = 2.1) dauanslunsmi 4-16
ATLIUY

50
45

£

Action Game Mor-action Game

*p < .01

AT 4-16 N3 WILAAIANRALAZLULAIUYNABIVBINIINBUALDY NAINTVIRaBINguld
Action Game flunguld Non-action Game MNUUUNAZBUVE WISC- V Part

Picture Span
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3.1.2 HANTSWIBULTIEUAILLANA NANRRUATILULAINGNABDY

YBININBUAUBY 116aN15NAa09veINgNlY Action Game funguly Non-action Game

YULYINNINTTUNAFDUAININVULITNUAIUNTINAIN N-Back task

MM 4-15 MSUTHUMEUANULANANYBIAIRTYALIULAINNABIVBINITAB ALY

nININAaRITENninanguld Action Game fiunguld Non-action Game

910 N-Back Task

ANARLALLULAINYNABIVDINITNBUAUBY

NAIN1TNAADY
Soulw n M SD df t p Cohen’s d
1) 1 Back Target
Action Game 25 2268 391 47 3.12%% < .01 91
Non-action Game 24  19.04  4.23
2) 1 Back Non-target
Action Game 25 5896 1039 47 234 < .05 .68
Non-action Game 24  50.38 14.99
3) 2 Back Target
Action Game 25 1644 529 47  461** < .01 1.34
Non-action Game 24  10.13  4.20
4) 2 Back Non-target
Action Game 25 40.60 1432 47 2.57* <.05 .75
Non-action Game 24  30.17 14.14

NATNIN 4-15 wansliliingl AnasALLULAIINgNABIYBINITNBUANEY

971 Task 1 Back Target #aIn15nnaeIseninengully Action Game funguld Non-action

Game WANFNAU (t = 3.12, df = 47, p < .01) aﬂwqﬁﬁaé’ﬁé’mmaaaaﬁsz U .01

wazdlvundninaegluseAuuin (Cohen’s d = .91) AARYATLUUANNYNABDY

YBINIINOUAUDY AN Task 1 Back Non-target vaanguly Action Game fiunguld
Non-action Game WAnN@NAY (t = 2.34, df = 47, p < .05 ) 9813iit

Niszdu .05 uavdvundvisnasgluseauuiunans (Cohen’s d= .68)

E 24

o o

dAgyn1eana



ALRRLATLUUAINYNABIVBINITABUANBIURINGNLY Action Game funguly

Non-action Game 211 Task 2 Back Target wan#inaiu (t = 4.61, df = 47, p < .01)
ogaiifoddmeaiianisziu 01 uazdivundvswasglusziuann Aadseziuy
ANNYNABIYBINTMBUAUDIVRINENLY Action Game fiunguly Non-action Game
910 Task 2 Back Non-target Wan@eiu (t = 2.57, df = 47, p < .05 ) ag1liiladfgy
ysadATisEAU 05 uazfivuindvinasglusyfuuiunans (Cohen’s d = .75)
fanglunmi 4-17

asUnansine AldunruunANgNBIYeIANLT VALY TUF LA

NAINTNARRY veenguly Action Game u1nnI1nguly Non-action Game

AL

# %

*#

8

203

1 back Target 1 back NotTarget 2 back Target 2 back NonTarget

[[] ¥89N1TNARDY Action game aiIN5Aaa3 Non Action game
**p < .01, *p < .05

AT 4-17 ATIMUTNLARIANDREALIULAINYNABIYBINITADUALBIAINTNARDS

sendnanguld Action Game fiunguld Non-action Game 210 N-Back Task
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3.2 HansiIguifiguauuANgAREeIaULATETe9ANNT VLI
AU AINTNAFBITENINGULY Action Game ffunguld Non-action Game

YULYINNINTITUNAFDUANUINVULYINIUAUNIN 910 N-back Task

= Ql = i ' = aaa ° o
M5NT 4-16 MIUTeuiisuanuuansnvesAefenaljisevesruiivueinau
AN NRININABBITENINGULY Action Game ffungaild Non-action

Game 910 N-Back Task

ANRAUIAUNNTEVRIANNTIVEIINI

éﬁumwmé’ﬂmwmaaa
Foula n M SD df t p Cohen’s d
1) 1 Back Target
Action Game 25 73172 146.57 47 3.09** < .01 .90
Non-action Game 24 87270 171.36
2) 1 Back Non-target
Action Game 25 836.04 17537 47 290 < .01 .84
Non-action Game 24 87270 171.36
3) 2 Back Target
Action Game 25 767.11 219.26 47 268 <.01 .78
Non-action Game 24 919.44 174.92

4) 2 Back Non-target
Action Game 25 749.21 270.78 47 226 < .01 .65
Non-Action Game 24 902.01 197.31

N7 4-16 wanslyiiiui anafenaiufitevesarusivngiaudiunm
naIN1INAaes senInenguld Action Game fiungaild Non-action Game 47 Task 1 Back
Target wanenafiu (t = 3.09, df = 47, p < .01 ) egnafifeddnymneadffisedu 01
uazfivuindvdnalusefuann (Cohen’s d = .90) AnadsaUfizonvesnrmdvaeyhy
AU EININARBIYRINENLY Action Game fiunguly Non-action Game 310 Task
1 Back Non-target wanginaiu (t = 2.90, df = 47, p < .01 )asjwﬁﬁfaﬁwﬁ@mqaﬁﬁﬁizé’u

01 wazdvedndwaluseauuin (Cohen’s d = .84) ARRELIAULNTEIVDIAIU
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YRUVUIUNN Ya9ngulY Action Game fiunguld Non-action Game 410 Task 2 Back
Target WANANAY (t = 2.68, df = 47, p < .01 ) asmﬁﬁfaﬁwﬁ@maaﬁaﬁiz AU .01
wazdlvundvanaluseAuUunan (Cohen’s d = .78)
AldaUAzevesaudwayudunm veanguld Action Game
fiunguld Non-action Game 910 Task 2 Back Non-target wansinafiu (t = 2.26, df = 47,
p < .01) egefitfuddymneadnfisesu .05 wasflvuindrnalusedutiunas
(Cohen’s d = .65)
asUnansnwfildainmsnsil 4-16 Aedsnaufitevesanudwagiiney
Aunmveengully Action Game vaan1snaaeatieeniNguls Non-action Game
agnallfud A vadAiseiu .01 YaEvhuuUnAdeUAMNSAETUE LA
910 N-Back Task fauanslunsnaimi 4-18
asUnannsine aenndeadulumuannigiuded 3 fe Aaduazuuunugndes
YDININDUAUDY 1eIN15NARRIvaINguldlUTUNTUABLAIMES Action Game 11NN
nasldlUsinsu Non-action Game uazAadsnaUiisemdsnsnaaosvoenasly

lUsunsumauimas Action Game Hesnitnguldlusunsumeuiiameas Non-action Game

1200

1000

800

500

400

1 Back Target 1 Back Non-Target 2 Back Target 2 Back Non-Target
Van1IMAREs Action Game nian1amAags Non Action Game

#p < 01

<§ 1 1 :J aaa o o b %
AN 4-18 NI LVIRARIALRALAN U EI09IANUTIVLYINIUAIUA N
NAIN1INARRe5ENINaNguly Action Game fiunguly Non-action Game
910 N-Back Task
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2.2 wansillsuiisunsldlusunsuneunames Action Game
Frundulviauns
2.2.1 mim'%amﬁsmmLaﬁaﬂawuﬂﬁwqLLazﬂ'wLaﬁﬂﬂawugamaqwﬁuIWWwamaq
P300 YUz uuNAgBUANNTIVAEIINOIUAIUA M nauld Action Game s¥nI9nNaUNS
NAADINUNRINITNAGDY UTTNaUMIY
2.2.1.1 MaSsudisuaadsnnunieesnaulniiaues P300
VU UUIAgEUA T v UmUAIM vaanguld Action Game Se1INnaUNITNARDS

AUNAINIINAADY 911 1 Back Task Target

A15197 4-17 nsiUSeuigumnuLanseAtedsaAunIneresraubinaueas P300
YULVIUUUNAADUAINUTIVUEYINIUAUAIN VBanguld Action Game

FENINNDUNITNAFDINUNSIN1TNAADS 990 1 Back Task Target

NBUNITNAADY NAINITNAAD
(n = 25) (n = 25)
LU M SD M SD Mean df t p
daalnsm Difference

Frontal Middle Line

FPz 336.20 48.26 27292 38.29 63.28 24 7.59%* < .01

Fz 341.20 4937  272.68 39.20 68.52 24 9.23** < .01
Central Middle Line

FCz 333.80 4183 279.32 31.78 54.48 24 6.78%* < .01

Cz 34432 4305 287.08 31.92 57.24 24 7.79** < .01

CPz 348.84 4251 286.64 28.28 62.2 24 7.78%* < .01

Parietal Middle Line
Pz 356.08 4451 280.48 39.34 75.6 24 895 < .01
POz 354.64 3555 286.44 4174 68.2 24 7.75% < .01
Occipital Middle Line
Oz 351.44 38.74 297.28 41.45 54.1 24 971 < .01

INANTNN 4-17 wanslmdiuln aadumnuninsvesrdaulnitauss P300

YULYNNINTIUNAABUANUTIVULINUAUN N Vaenguls Action Game HAINITNARDY
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firadetosnitneunisveaass 990 1 Back Task Target agnsdifuddaymadafisesiv .01
Fiumisdianinsaudnaienaussdimt (Frontal Middle Line) Suwis FPz
(t = 7.59, df = 24, p < .01) hag@wly Fz (t = 9.23, df = 24, p < .01) fsuniadianinsg
UshaUaenaussdiunas (Central Middle Line) siuuis FCz (t = 6.78, df = 24, p < .01)
FUMUY Cz (t = 7.79, df = 24, p < .01) wag@nus CPz (t = 7.78, df = 24, p < .01)
FruiauinaUdonaunsdudng (Parietal Middle Line) figusms Pz (t = 8.95, df = 24,
p < .01) warsuns POz (t = 7.75, df = 24, p < .01) iusanUdenauesdiuinees
(Occipital Middle Line) Auwniy Oz (t = 9.71, df = 24, p < .01)

ayUnan1sAne nguld Action Game fidadsanunirsvesedulwiiaues P300
NAINTVAABILBLNIINBUNITNAABY 910 1 Back Task Target g 9itidAgnIeaia

N5geU .01 AN 4-19

Latency (ms)
400 -
350 ' L = ] = =

300

250

200

150

100

50

0

“* 5 < 01

AN 4-19 AMdsAUNINURIRaUlNTnaLDa P300 ULl UUNAZBUAIIUIN
YauaumunIN 209ngulY Action Game NeuN1IVAGRITUNEINITNAGDY

910 1 Back Task Target



208

2.2.1.2 WisuWguaaeanugeasnaulihates P300 vazviuuunagey
AUINVULTNITIUATUNTN Suaaﬂejﬁ,ﬂ% Action Game SEUINABUNITNAADINUNAINITNAAD

910 1 Back Task Target

M5NA 4-18 MaUTeuiisuanuuansnaadeauaesnauliliiates P300
VULIIUUUNAFOUAUTIVULYINUAIUNIN VBInguld Action Game

NOUNITNAADINUNAINITNAADY 2N 1 Back Task Target

nou ViGN
AINPFDY NITVIAADY
(n = 25) (n = 25)
a[REIN M SO M SD Mean df t P

daalnsa Difference

1 Back Task Target
Frontal Middle Line
FPz 724 376 294 229 4.31 24 6.84** < .01
Fz 6.03 296 262 1.77 3.41 24 7.79%* < .01
Central Middle Line

FCz 6.46 378 268 1.89 3.78 24 631%™ < .01
Cz 6.11 375 270 1.72 3.42 24 563* < .01
CPz 6.14 439 250 1.45 3.65 24 487 < .01

Parietal Middle Line
Pz 588 420 230 2.07 3.58 24 494* < .01
POz 6.41 518 239 239 4.03 24 458 < .01
Occipital Middle Line
Oz 504 352 188 1.50 3.16 24 499** < .01

NA1INN 4-18 nguld Action Game vaugnAINITTUNABUAINT VLYY

Aun ndsn1snaaesAlativnugesrauliihates P300 degnitneunvaaes

adqd

970 1 Back Task Target agsiitlpdAgyneananszau .01 Aiunlsdiaalniauiiu

Waenauesauntn (Frontal Middle Line) sinwius FPz (t = 6.84, df = 24, p < .01)
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WaEFUVLS Fz (t = 7.79, df = 24, p < .01) fiusaddenauesdiunans (Central Middle
Line) #iuuue FCz (t = 6.31, df = 24, p < .01) sinus Cz (t = 5.63, df = 24, p < .01)
wazsiunls CPz (t = 4.87, df = 24, p < .01)) UshawUdenanasnut e (Parietal Middle
Line) fisums Pz (t = 4.94, df = 24, p < .01) wag@unus POz (t = 4.58, df = 24,
p < .01) fiusaddenaasdiuinenes (Occipital Middle Line) St Oz (t = 4.99,
df =24,p < .01)

asUnantsinu nauld Action Game fiaadansgevesadulsifinauos P300
NHINIINAADIUDLNIINDUNIITNARBY 210 1 Back Task Target agsiitivdAgyneana

fiszeu .01 wansflunind 4-20

Amplitude (Microvolt)

%

] [_] .
: '1' . I . - ]
’ ; K8 ] o x5 o M
s| | i . &
W .
o I i 2
|| i g
n ; %
, : ] o

FFZ 74 () PZ POZ 0z

fuwnia Sianlnsn
O ABUMTARDY 1 back target YaIMINAGDY 1 back target

< 01

A 4-20 AnadeANgeesrauliihates P300 vuzuuunageuAINd UMY
AU nguld Action Game nauN1INARBITUNRINITNARDY 210 1 Back

Task Target
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Anusnednguaspfulniinaues P300 venguldinuientu vagyinRanssunagey

AUINVULTINITUAIUNIN USHIULUADNALDILFARLANLUIDLAAINTA TUYIIAF 9L

250 D4 400 §a@a3un9l 91 1 Back Task Target

280.0ms

S S

‘ e

q=rz

=l

Maps

(]

a J o 6 A o o o
ann 4-21 ﬂ’]’uJG]’N?TﬂEJGUENﬂﬁulWﬁ’Wu@ﬁﬂm%VﬂLLUUW@G@U@%WQJQ’]W&J%WNWU

aun I nguly Action Game fiuMINARBIUTIMUFNALDS

uRazALiLIBlaAlynsa 910 1 Back Task Target

AL
. '@:g
AR

Eo e N
=

e
Yar e

400.0ms -

-39

20

-2l

--39

-d‘ 1 L% 6 d‘ o o o
AR 4-22 Anuanedngvesnaulninalosvug L UUNAAB UAIINT IR LI TY

AU nquly Action Game ndINIMARBIUTIMUFINAN DA AL

dlamlnsm 91 1 Back Task Target
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NN 4-21 wazn il 4-22 wasansilSeuidisuanusnadnguesaduliih
aues P300 va3nguld Action Game lagidudunauanstemnusnadndvosnaulniiiaes
WsesuUan (Positive Voltage) nisouansisiinisldwdssuvesanosnn @udinu
wAndde Ausadndvesraulnihatewssuaukansdalinsldndnuanesiey

NaUTINY 1 vdannaeanguld Action Game finmarassdndvasndulyiin
AUDILIIRUUIN (Positive Voltage) ANAITAUEVNIAFBUAIINTIVALYINIUAUNIN TneUsIng
AMELAIN9AS wansdsauesiinsldnaulpYas 910 1 Back Task Target UstiauUden
duausazsuwmisdianinge Turranandausd 250 81 400 fadund vasvuuuadey
AUTIVAULIINIUAIUAINAA 1 Back Task Target

2.2.1.3 Wisuileuaadeaunwesnduliiiaues P300 vassvh
LUUNAEDUAINTIVEIINIUATUNIN YBInauly Action Game FeniNenBauNITNAaDS

AUNAIN1TNAADY 910 1 Back Task Non-target

M3 4-19 MswlSeuifisuanuuanaedeisaunnwesrauliiaues P300
YULVHUUNAFOUANUIIVULYINUAIUAIN VBnguld Action Game

FENINNDUNITNABDIAUNAINITNAADY 970 1 Back Task Non-target

ﬂ'aumwﬂaaa PAINITNAAD
(n = 25) (n = 25)
LN M SD M SD Mean df t p

daalnsn Difference

1 Back Task Non-target
Frontal Middle Line
FPz 347.76  50.38 281.69 42.31 66.07 24  9.08% <.01
Fz 355.48 41.79 285.80 27.89 69.58 24 11.32%* <01
Central Middle Line
FCz 350.20 43.47 283.20 28.67 67 24 10.08** <.01
Cz 353.16 3993 286.36 31.85 66.8 24 9.24** <01
CPz 342.20 4236 285.08 31.23 5712 24 937 <01
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M99 4-19 (si0)

ADUANSNINABDY  WRINITVAADY
(n = 25) (n = 25)
YU M SD M SD Mean df t p

dlaalnin Difference

1 Back Task Non-target
Parietal Middle Line
Pz 338.52 41.22 28596 3540 5256 24 851 <01
POz 347.72 47.04 296.80 35.63  50.92 24 6727 <01
Occipital Middle Line
Oz 343.16 39.67 294.64 40.11 48.52 24 636" <01

NAN5I9 4-19 wanslidiug Aedennuniisvesadulnihaues P300
VULUUUNAFOUANUTIN MU LIIUAUAIN VoIngulY Action Game nAIN1TNAGDS
finnadatfoanitneunisvaaas 910 1 Back Task Non-target agnsiifedfoynaadffiszsu
01 fifumisBianinnuinaionaussdiunti (Frontal Middle Line) suviis FPz
(t =9.08, df = 24, p < .01) WA@Y Fz (t = 11.32, df = 24, p < .01) UShauUdonauss
d1unan (Central Middle Line) finwniy FCz (t = 10.08, df = 24, p < .01) #unus Cz
(t =9.24,df = 24, p < .01) wazAWnus CPz (t = 9.37, df = 24, p < .01) UShauUaen
AUD9A1UTN (Parietal Middle Line) fuyis Pz (t = 8.51, df = 24, p < .01) LAZFAILNS
POz (t = 6.72, df = 24, p < .01) UshiadlUdonanesdiuynenee (Occipital Middle Line)
FLne Oz (t = 6.36, df = 24, p < .01)

agUnan1sAne nguld Action Game fidadsanunirsvesaduliinaues P300

Y] [

NAININAADIUBENIINOUNITNAGBS 970 1 Back Task Non-target ag1diladAyn9aa

o

LY

fiszeu .01 wansflunind a-23
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*p<.01

AN 4-23 AnadsAunIeueIraulninass P300 el uUNAEaUAIIUIN

YULYNTUATUNIN maqﬂzjulsé'f Action Game NBUNISVIARBINURAINITVIARD

910 1 Back Task Non-target

2.2.1.4 WiguWsuaaaeanugeeasnauliihaues P300 vagviuuunagey

ANNTVULTIUAIUNIN VoINgULY Action Game F¥MINNDUNITNARDINUNEINITNAADS

91N 1 Back Task Non-target

ANSNA 4-20 MIUSeuiisuanuuanaAedeauaesrauliinates P300

VUYUUUNAFBUANUTIVAUEYIUAIUAIN Yeanguld Action Game

NDUNITNAABINUNINITNAADL 9N 1 Back Task Non-target

ADUNITVAGDY  NAINITNAADY
(n = 25)
R[IRZIN M SD Mean df t o
daalnn Difference
Frontal Middle Line
FPz 10.26 8.71 7.50 24 4.62** < .01
Fz 6.17 3.48 4.08 24 6.15%* < .01




214

M99 4-20 (s10)

ADUANTNAADY  RAINITVNARDY

(n = 25) (n = 25)
AL M SD M SD Mean df t p
daalnsn Difference
Central Middle Line
FCz 6.44 343 165 1.15 3.38 24 7.06" < .01
Cz 656 426 160 112 4.96 24 595** < .01
CPz 6.47 356 248 2.15 3.99 24 758** < .01

Parietal Middle Line
Pz 6.86 409 227 190 4.96 24 831** < .01
POz 6.86 409 227 1.89 4.59 24 6.66" < .01
Occipital Middle Line
Oz 547 355 138 0.84 4.08 24 6.05* < .01

9NPN397 4-20 wandliifiudn 1 Back Task Non-target AtadsAMgd
vosraulninanes P300 vavhuuunage AL EYUE LAY vaanguld Action
Game nin1snmaesiiradetiosnineuntsmaassetefitudfynsadnfiseiu 01
Fisumisdianinsaudnalionauasdiumt (Frontal Middle Line) umis FPz
(t = 4.62, df = 24, p < .01) WALAWNUL Fz (t = 6.15, df = 24, p < .01) UShaUdenaues
d2unans (Central Middle Line) s FCz (t = 7.06, df = 24, p < .01) fuuiy Cz
(t = 5.95, df = 24, p < .01) uagewnUs CPz (t = 7.58, df = 24, p < .01) USalUdenausy
PIUT4 (Parietal Middle Line) s Pz (f = 8.31, df = 24, p < .01) WagaLALl POz
(t = 6.66, df = 24, p < .01) UshuUaenanssdiuyneney (Occipital Middle Line)
fy Oz (t = 6.05, df = 24, p < .01)

agUnanisinw nguld Action Game Tanadsmugevesnauluihaues P300

o w

NAINIINAADIUBLNTINOUNITNAABY 970 1 Back Task Non-target ae13iilpd Ay 19ads

o

fiszeu 01 fensflunnd a-2a
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Amplitude (Microvolt)

12 =

i

10

*%
2%

2 7 % ’ 7
/ 7 7 % / . 7
o] s é 1ar é I3 %/j" I % ] % H % sl
fuuiadianingeg
(1] fioun1TNAaad 1 Back Non-Target W&83INIAREY 1 Back Non-Target
**p<.01

AMN 424 Anadeaugevasnaulniiianes P300 vagviluUNAABUANNTIVMEYINAIY
AN vaenguld Action Game fiBUN1INAGRIIUNAINITNAGRY 90 1 Back

Task Non-target

ANusdnduandulniiianes P300 veanguld Action Game vagvhuuunAaay
AUV ALYINIUAIUNIN Tu 1 Back Task Non-target UshiuUaonaussiaaz s

Baalnge Tutiaafaws 250 59 400 Taduni

= A = o ° o %
AN 4-25 AnusRAngrasnaulninaneug U UUNAFO UAINTIVETINIUAUA TN
v2anquld Action Game nauN1IMARBY USHIaLURonaueLAas ALY

diaAlnsm 210 1 Back Task Non-target
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rp Maps

(]
rad
20
o @h e 0
Spatsy 2%

— 0@

RS L33

AMA 4-26 Ausedndvasnfulninaue e i uuage UANNIIVEIIUAIUAN
vaanguld Action Game ndaN1sNAaeY UshauudanauadnsayAuns

dlamlnim 210 1 Back Task Non-target

RNAMNT 4-25 uazn il 4-26 wansnaSeuifisuanusnsindvasaduliin
aues P300 veunguldlusunsumeuiiumes Action Game lnglduFuAUanIdsnLAANg
yoeraulnhaususadiuuIn (Positive Voltage) Wiauansdadinisldndanuvasaueuin
Guavtusanadsnuseinduesnaulnihaussusadiuau (Negative Voltage) uanada
fnslindenuvesateoy nausingin vaenisveass nauldlusunsumauiames Action
Game dnmAusedndvesedulniiauensaiuun (Positive Voltage) anad v ndey
AMUTIVULTIUAIUAIN LAgUTINNINELAIIAY wansdsaualinsldndinuiosas
wuflusnaddenaussiumih (Frontal) Ushauudenatasdiunans (Central) wagudim
Waenauasdiuving (Occipital) VU LUUNAGDUAINTIVAZYINTUATUAIN

91N 1 Back Task Non-target
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2.2.1.5 WguiguaeaganunInewesrauliiiauss P300 veywuunag@ay
AUV ULIINITUATUATN Suaaﬂﬁjzfl,%' Action Game SERINNBUNITNAFDINUNAINITNARD

91N 2 Back Task Target

AN 4-21 MaUTeuiisuanuwanseAadenunIsespauliiinauss P300
YULVIHUUNAAOUANUTIVULYINUAIUAIN Vanguld Action Game

NOUNITNAADINUNAINITNAADY 9N 2 Back Task Target

ﬂ'aumﬁmaaa PAINIINAAD
(n = 25) (n = 25)
FLVLA M SD M SD Mean df t p

daalnsn Difference

2 Back Task Target
Frontal Middle Line
FPz 35424 42.62  293.64 40.57 60.6 24 8.49* < .01
Fz 346.76  46.22 27392 41.97 72.84 24 8.80* < .01
Central Middle Line
FCz 351.08 38.73 286.80 33.55 64.28 24 9.59%* < .01
Cz 35536  36.24  288.84 30.09 66.52 24 10.12%* < .01
CPz 353.68 4342 280.92 33.33 72.76 24 896" < .01
Parietal Middle Line
Pz 356.36 3774  292.84 30.22 63.52 24 995 < .01
POz  365.92 3189 291.68 40.67 74.24 24 856 < .01
Oz 348.16 39.52 29512 34.65 53.04 24 680" < .01

NAN199 4-21 wandlmiiudn Aedsmiuninevesraulndrauss P200
YULWUUNAFDUANNTIVEIIUAIUNN Ya9nguld Action Game MEaN1snAaBY

UoENI1AUNITVIAABY 910 2 Back Task Target agnslitivd1Anynsaianszau .01
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FumisdianlvsaudnanUdonauesdinmth (Frontal Middle Line) suiis FPz
(t = 8.49, df = 24, p < .01) UaZAWIAUI Fz (t = 8.80, df = 24, p < .01) UsnUABNaNDS
d1unan (Central Middle Line) s FCz (t = 9.59, df = 24, p < .01) fIlAUS
Cz (t = 10.12, df = 24, p < .01) wazinus CPz (t = 8.96, df = 24, p < .01) UShaUGeN
AUD9A1UTN (Parietal Middle Line) fuwyis Pz (t = 9.95, df = 24, p < .01) LAZFILAS
POz (t = 8.56, df = 24, p < .01) UshauUdenaussdyeney (Occipital Middle Line)
fe Oz (t = 6.80, df = 24, p < .01)

ayunan1sfinunguld Action Game fiAaauanuninvasrdulniiaues P300

o w

NAINITVINRDIUBLNINNBUNIINAGBY 91N 2 Back Task Target ag9iltludAyn19ana

>

fiszau 01 fensflunnd a-27

Latency (ms)

FPZ FZ FCZ 2 CPZ Pz POZ 0z

SR Spug,
AILVUIRLERLNGF

(] fleunmavagas 2 back target g waansveaad 2 back target

* 5 < 01

AR 4-27 AnedsanunIesrduliinanss P300 YusinkuuNAZauAIINEn
YU Y0engulY Action Game naun1sVAGRIIUNEINITNAADY

91N 2 Back Task Target
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2.2.1.6 nswSguiisuaateauguesnaulivhates P300 vazviuuunagaey
ANUTIVULYINUAIUNN VBenaulY Action Game TE1MINNBUNITNARBITUNEGINITNARDY

91N 2 Back Task Target

MSNN 4-22 MaUTeuiisuanuuansuaedeauaesnauliliiaues P300
VULTIHUUNAFOUANUTIVULYINUAIUAIN Vanguld Action Game

NOUNITVNAADINUNAINITNAADL 2N 2 Back Task Target

nau iGN
N1INAADY N1INAADY
(n = 25) (n = 25)
LU M SD M SD Mean df t p
dlaAlnsa Difference

2 Back Task Target
Frontal Middle Line

FPz 7.14 2.82 254 181 4.60 24 7.11%% < .01

Fz 6.83 3.11 2.28 1.78 4.55 24 7.31% < .01
Central Middle Line

FCz 6.84 3.35 2.15 1.49 4.69 24 7.68%* < .01

Cz 6.02 2.51 198 193 4.04 24 7.66** < .01

CPz 6.26 2.98 1.97  2.06 4.29 24 7.36% < .01
Parietal Middle Line

Pz 5.84 2.96 2.00 1.72 3.84 24 6.83** < .01

POz 5.21 2.80 201 1.38 3.20 24 6.83* <.01
Occipital Middle Line

Oz 5.06 3.28 146  1.01 3.60 24 6.83* <.01

NENTT - 4-22 wandliiugn Anadeanugavesaiulniiates P300
YULWUUNAFOUANTIVUEIINUAIUNIN 909nguld Action Game 1aaN151AaDY
910 2 Back Task Target fiAnduussniinounismnasiegiiiedAgyneadansesiu .01

PiunUsdanlnsausnaasnauesd@Iunt (Frontal Middle Line) fnwiie FPz
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(t =711, df = 24, p < .01) Waw@WUs Fz (t = 7.31, df = 24, p < .01) UshalUdonaues
d1unane (Central Middle Line) sinwniy FCz (t = 7.68, df = 24, p < .01) sy Cz
(t = 7.66, df = 24, p < .01) Wag@uwnis CPz (t = 7.36, df = 24, p < .01) UShUaenaues
AIUT4 (Parietal Middle Line) s Pz (t = 6.83, df = 24, p < .01) Wa@wnALe POz
(t = 6.83, df = 24, p < .01) UshuUdenaussaiuyneves (Occipital Middle Line) sititus
Oz (t = 6.83, df = 24, p < .01)

asUnannsinunguld Action Game ffnadsmugevesnauluiiaues P300
NHINIINAADIUBLNIINOUNITNAABY 97N 2 Back Task Target pgnsltivdrAayn1sana

[y

fiszeu .01 wanslunnd a-28

Amplitude [ Microvalt)

*%
g (. E23 =
4 M

i i = s .
g a

4
3
2
1
0 :

P FZ FCZ C CF2Z il PO oz

7] .'._i'.":‘
[ neunTiveaed 2 back target WHANTINAGES 2 back target

*p<.01

AT 4-28 Aadenugevatnauliiiiates P300 e il uUNAAUAINTIVUETINA
AuMYeengdly Action Game NBUNIINARBINUNEINITNARDY 21N 2 Back

Task Target
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Anusinsdnguaspdulniinaues P300 vaangulyd Action Game vauzvinuuunAgey
AUINVULTINITUAIUNIN USIULUADNALDILFARLANLMUIDLAAINTA TUY IR LA

250 D4 400 §a@d3un9l 91 2 Back Task Target

--39

a ' v ¢ « o o o ¥
A 4-29 ANUANAnguaInaUlNTIALDIVUL MU UNAARUAINTIVSTINATUAIUN N
vaanguld Action Game faUN1INARDY UHIaUUFRNALDILARZHAILIALS

dlaAlnsa 910 2 Back Task Target

280.0ms

r39

20

-2l

--39

= A 44' o ° o v
AMA 4-30 AnueAngvasnaul iAo IvL I ILUUNAARUAMNTIVULYINIUAUATI
vaanguly Action Game naINITVARBY Ui URonauadwsay LMl

dlaAlnsa 910 2 Back Task Target
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NN 4-29 wazn il 4-30 wasansiSeuidisumnusnadndvesaduliih
aues P300 va3nguld Action Game lagidudunauanstemnusnadndvosnaulniiiaes
WsesuUan (Positive Voltage) n3ouansisiinisldwdssuresanosnn @udituuanads
ausnadndvasnaulnliinaueuseiuay (Negative Voltage) wanadafinisldmdasu
YosaUpeey NausINgI nain1snaaeInguly Action Game damaNuAANg
vesrduliThaueusadiuIn (Positive Voltage) anaNtas i UUUNAABUAINNS VLYY
sunm Tsusngamaussaauansianesinislindanuosas nuitunadonaes
Fumth (Frontal) fisunis FPz uae Fz udnasddenaussdiunans (Central) fisums
FCz, Cz uag CPz U3nnuudenavesinudng (Parietal) fiduvinia Pz wag POz uavu3in
Waenauesauing (Occipital) fisumis Oz luthasandaust 250 & 400 Hadiuni
YULYILUUNAFDUAIILTNVEUETINIUAIUNIN 210 2 Back Task Target

2.2.1.7 Wisuilsuanunsvesaduluiinaues P300 vaiuuunaaeuausi
VULVTUAUNIN 20INGULY Action Game FEMINABUNITVARDINUNSINITNAGDS

91N 2 Back Task Non-target

A15197 4-23 nsidSeuisuauanaeAtedsANUnIavasnaulinauae P300
YULYIUUUNAADUANNTIVUEYINUATUAIN Yaenguld Action Game

ADUNITVIAADINUNGINITNAGDS 910 2 Back Task Non-target

ABUNITNAADI NAINITNAADI
(n = 25) (n = 25)
ALY M SD M SD Mean df t p

daalnsn Difference

2 Back Task Non-target
Frontal Middle Line
FPz 365.40 4739 29232 36.63  73.08 24 6.87** < .01
Fz 351.28 4695 289.04 4186  62.24 24 821 < .01
Central Middle Line
FCz 347.52 46.74 288.04 36.67  59.48 24 857* < .01
Cz 352.36  40.94 29396 40.47  58.4 24 857 < .01
CPz 347.36  34.85 286.72 29.68  60.64 24 9.78** < .01
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M9 4-23 (si9)

ABUNITNAADI NAINITNAADI
(n = 25) (n = 25)
AU M SD M SD Mean df t p

daalnsn Difference

2 Back Task Non-target
Parietal Middle Line
Pz 351.32 3142 27836 37.82 7296 24 9.13** < .01
POz 354.52 43.28 289.92 31.50 64.6 24 9.42%* < .01
Occipital Middle Line
Oz 341.52 4727 284.60 38.03  56.92 24 9.19** < .01

NANTIT 4-23 wansliiug anedeanuniiewesrdulniiaues P300
VULUWUUNAFDUANUTIVLINUAUNN Ya9nguld Action Game 1iaN15NAABY
firadetosnitneunisnaass 990 2 Back Task Non-target agnefiddeyneadn
fisediu 01 fidwmidianlnsauinanydonaussdiunth (Frontal Middle Line) fusmis FPZ
(t = 6.87, df = 24, p < .01) Waw@uwnis FZ (t = 8.21, df = 24, p < .01) UShiuUaenaues
d1unane (Central Middle Line) iuniy FCz (t = 8.57, df = 24, p < .01) filnius Cz
(t = 8,57, df = 24, p < .01) Waz@uwnis CPz (t = 9.78, df = 24, p < .01) UShiUaenauss
AIUT4 (Parietal Middle Line) i Pz (t = 9.13, df = 24, p < .01) Wa@wnRUe POz
(t = 9.42, df = 24, p < .01) UshauUdenaussaruvnenes (Occipital Middle Line)
filnus Oz (t = 9.19, df = 24, p < .01)

ayunan1sfine nauld Action Game TAnadsninunitwesaauliinauss P300

NAIN1TNARDIUBENIINBUNITNAGBY 91N 2 Back Task Non-target a&19di1

LY

fiszeu 01 wanslunind a-31

Y]

[

o

YAIANNEDF
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** 5 < 01

AN 4-31 AeagANUnINeInduliinalas P300 YusikUUNAZRUAIINTN

YaueinnuaunnveInguld Action Game ABUNINARBILALNEINITNAGDS

91N 2 Back Task Non-target

2.2.1.8 WisuWiguaaeaugeanaulnihaues P300 vaviuuunagey

ANNTVULTIUAIUNIN VoINgUlY Action Game F¥MINNDUNITNARDIRUNAINITNAAD

91N 2 Back Task Non-target

AN5199 4-24 nsilSeuidiguanuuandnsaiatisnugeraseauliiiates P300

VUM UUNAFBUANNTIVUEYINTUATLAIN Yaenguld Action Game

AUNITVIAADINUNGINITNAFDY 91 2 Back Task Non-target

NOUNAADY NAINAADI
(n = 25) (n = 25)
AL M SD M SD  Mean df t p
diaAlnsa Difference
2 Back Task Non-target
Frontal Middle Line
FPz 7.35 3.60 225 213 5.09 24 6.64** < .01
Fz 6.52 308 226 0.88 4.26 24 7.71% < .01




225

M99 4-24 (si9)

ADUNAADI PAINAADI
(n = 25) (n = 25)

ALY M SD M SO Mean df ¢ b
daAlnge Difference

2 Back Task Non-target
Central Middle Line
FCz 599 319 191 175 4.08 24 652 < .01
Cz 6.80 340 182 150 4.98 24 831 <.01
CPz 792 387 260 3.06 5.32 24 7.15% <01
Parietal Middle Line
Pz 690 345 214 185 7.38 24 738 <.01
POz 628 322 183 134 4.40 24 750" <.01
Occipital Middle Line
Oz 533 268 1.77 1.01 3.57 24 694 < .01

NAINA 4-24 wandliiudn Anadenugavesriuliihaues P300
VULYUUUNAFBUANUTIVUETINUAIUNN Yeanguly Action Game ndsN1IVAaeY

fAadtneninouUn1ITAGEY 90 2 Back Task Non-target agsiititdAgynsana

D.

[y

fisgdiu .01 Fiumisdianlnsauinanydonauesdiunth (Frontal Middle Line)
FNUS FPZ (t = 6.64, df = 24, p < .01) Wagsnus Fz (t = 7.71, df = 24, p < .01)
UTnaUaenauesdunas (Central Middle Line) sinunis FCz (t = 6.52, df = 24, p < .01)
FNUS Cz (t = 8.31, df = 24, p < .01) hag@unus CPz (t = 7.15, df = 24, p < .01)
UshalUdonauen 1ty (Parietal Middle Line) siuuils Pz (t = 7.38, df = 24, p < .01)
WaZFLULY POz (t = 7.50, df = 24, p < .01) UshadUdenanesdiuyinemay
(Occipital Middle Line) fuuus Oz (t = 6.94, df = 24, p < .01)

asUnansnwinguld Action Game lAadsaugevesadulyiiinayes P300
NAINTVAABILBLNIINBUNITNAABY 270 2 Back Task Non-target ag13iiludAgyneads

[y

D520V .01 PILAAIIUNING 4-32
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Amplitude { Microvolt)

5

iz PZ POZ 0z

dumisaianlyan
[ floumTnaes 2 Back Non-Target g WaIn1TARDa 2 Back Non-Target

** 5 < 01

A 4-32 AnadeaNgavesrduliiiaues P300 vavuuunageUANdN UMY
AU nveanguld Action Game fBUNIMNARBINUNAINITNARDY 91N 2 Back

Task Non-target

Prusindngvasrauliinates P300 vaangult Action Game nusyiMULTIAABUAIINT
YUEVIIUATUNN US ALUADNALDLAAZALALIDEANTA TUI9Ia09ws 250 §9 400

887U 970 2 Back Task Non-target

240.0ms

Maps
(]
r39

il

=20

--39

AN 4-33 anuseAndvesrdulniinats s iuuunageuAN TV OUIUAIW
nauld Action Game fauN1INAGRY Ushiauldenauadusariuiidianlnse

91N 2 Back Task Non-target
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Maps
(]

380.0ms

a' TS A o ° o %
AN 4-34 anudsAndvesrdulnlinatssasiuuunageua IV OUIUAIW
vaanguld Action Game ndan1snaaes USalUFenauatusasumie

BlaAlnsm 21 2 Back Task Non-target

NN 4-33 wazn il 4-34 wasansiSeuidisuanusnadndvesaduliih
aues P300 va3nguld Action Game lagidudunauansfemnusinadndvosnaulniiiaes
LsesuUan (Positive Voltage) nisouansisiinisldwdsauvesanosnn @udintu
wAnade Ausadnduesraulinate sty (Negative Voltage) wamsdafinnsldndasm
YosaUpeeY NaUIINGI naIN1INAaeY nauld Action Game dnawAnusnedng
vasrduliihateausadiuuIn (Positive Voltage) anaNas i UUUNAABUANNNS VLYY
sunm Tngusngamauaiaas wansisanssdinmslindanutosas wuiiuinaadden
AuDIFUNLA (Frontal) 7isusis FPz way Fz USvauuUdenauesdiunan (Central)
Ffumis FCz, Cz way CPz UsnanUAonanasdnudng (Parietal) fiduamis Pz uae POz
wavUshanddenauesduing (Occipital) Aisumis Oz Tugasaandaust 250 1 400

] o

Tad U VUZIIULUUNAFDUANNINVUETINUATUAINAIN 2 Back Task Non-target



B Soudenauss Frontal [ USwiadUdenauss Central

Middle Line Middle Line
Ushaldonauey UTnaUaanauey Occipital
Parietal Middle Line Middle Line

AMNA 4-35 fuvadianlnse uag Brodmann Area ¥ainguld Action Game

EMINNNBUNITNAADINUNAINITNAADY 910 N-Back Task

a3un s nauld Action Game fifiadeauningiazAlafeAINgs
yaaraulninaues P300 #aIN15VAGRY UaENINNBUNITVAGEY VULV UUNAZOUAIINT

YEULYNIIUAUNN USHIaUANaNa9d1uni (Frontal Lobe) N1enuiie FPz way Fz

228
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UShanudenaussdruuu (Parietal Lobe) fisuwus FCz, Cz, CPz, Pz way POz wagusian

\Waenawesauying (OccipitalLobe) fidumis Oz sgnsfifaddnymeadnfisedu .01
asUnannsinw denndesiuauuigiuded 4 Ae ngultlsunsuneufiames

Action Game ndsmsnaaes firindsanuninauazAnadennugauenauliiiaues

P300 ULV UUNAADUAINNINVULYINIUAUAINLDENINNDUNITNAAD

2.1 Wisuifguaadsanuninvesniulniinauss P300 vainkuunagaey
ANNTVUETIUAIUNIN YoIngulY Non-action Game SeninanauUNITNAaDs

AUNAINIINAADT 910 1 Back Task Target

MINA - 4-25 MaUTeuiisuauwanseAedeaunIsespauliiinauss P300
YULVMUUNAFOUAINUIIVULYINIUAUAIN Vanguld Non-action Game

NOUNITNAADINUNAINITNAFDIN 1 Back Task Target

ﬂ'aumsmaaq Mé’qmimaaa
(n=24) (n=24)

ALY M SD M SD Mean df t p
dlaalnsa Difference
1 B