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Abstract

The objectives of this research were: 1) to develop software for model
particle dynamics within the Construct 2 game engine, 2) to evaluate
the effectiveness with software, and 3) to assess the satisfaction of users with
software. The research samples consisted of 7 senior high school computer
teachers with at least 5 years of teaching experience and who has sent
students to participate in game development competitions in The National
Students Arts and Crafts Competition at least 2 times in Buriram province,
selected by purposive sampling. and 30 senior high school students interested
in games from Buriram province, selected by convenience sampling.
The research tools were: 1) the developed software to model particle
dynamics, 2) the unstructured interviews for experts, 3) the effectiveness
evaluation form, and 4) the satisfaction evaluation form

The results of this research were: 1) the developed software to model
particle dynamics within the Construct 2 game engine allows customization
of various parameters and simulation of particle sample values, 2) the overall

efficiency evaluation results were at the highest level (X = 4.69, S.D. = 0.39),
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and 3) the overall satisfaction assessment results were at the highest level.

(X =4.56,S.D. = 0.58)

Keywords: Software/ Particle/ Construct 2 Game Engine/ Senior High

School
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