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ABSTRACT

This research aims to 1) Developing the training syllabus of eDLTV application to games
developed application for learning on the tablet 2) to study the learning and understanding of the
participated teachers in this training syllabus 3) to study the quality of performance of games
developed application for learning of the participated teachers and 4} to study the satisfaction of
the participated teachers in this program. 30 teachers who teach in primary 1 of the office of
Maha Sarakham Primary Education Service Area 1 were selected as the sample group. The
research tools were course syllabus, the assessment of workshop, the test to assess the learning
perception of the participated teachers, the assessment for games developed application of
participated teachers, and the satisfaction questionnaire for the participated teacher for the
syllabus, The statistics used in data analysis were Average, Standard Deviation and t-test
(Dependent Samples).

The results of this research were found that 1) The training syllabus of eDLTV application to
games developed application for learning on the tablet consisted of 5 stages: 1 learned from
lectures 2 Learned from the demonstration of eDLTV media and demonstrates how to create
games application 3 learned how to create games application by workshop 4 Learned from the
instruction of lecturer and assistant lecturer § improved the games application. The specialists had
estimated overview at the highest appreciated level (X=4.5And 8.D.=0.49) 2) The participated
teachers were acknowledged and understand after the training syllabus had Average mean score
at 0.05 levels statistically significant. 3) The Quality of developed application had high quality
level to highest level. and 4) The participated teachers have satisfaction on the developed

syllabus at the highest score (X =4.67 And $.D.=0.47)



