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Abstract

The purpose of this research were: 1) to compare knowledge in sound
design for animation and games before and after organizing activities and 2) to
assess satisfaction from organizing learning activities. The population of the
research were 29 Undergraduate students Major: Animation Games and Digital
Media, 1st year, Bansomdejchaopraya Rajabhat University Studying the subject
Sound Design for Animation and Games, academic year 2023. The tools used
are 1) a plan for organizing learning activities "Classroom Studio" 2) a
knowledge assessment form for sound design and studio recording for
Animation and game work before and after organizing the activities.
3) Satisfaction assessment form from organizing learning activities "Classroom
Studio". Statistics used in data analysis are mean, standard deviation,
and t-Test. The results of the research were: 1) The results of comparing
knowledge in sound design for animation work revealed that every aspect had
higher scores after studying than before studying at a statistical significance at

the 0.05 level. 2) The results of the satisfaction assessment from the learning
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activities “Classroom Studio” with overall satisfaction in organizing activities at

the highest level (=4.56, G=0.56).

Keywords: Learning activities using simulations / Sound design for

animation and games
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