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ABSTRACT

This project has objectives to develop lesson that uses augmented reality
technology to present 3Ds visuality and to pre-test and post-test measurement of the
students whom studying by augmented reality technology used lessons. To present
3Ds visuality, consisting of application development for usage in section namely
“Sudsakorn Adventure”. There is satisfaction assessment form for testing students
toward augmented reality technology to present 3Ds visuality lesson.

The assessment consists of experts 3 persons, and sample group totally 31
persons. As a result of analysis of satisfaction of application namely “ Sudsakorn
Adventure”, found that the experts had very much level of satisfaction, and sample
group also had very much level of satisfaction too. In conclusion, the development of
literature teaching-helper lesson named “Sudsakorn Adventure” by using augmented
reality technology in case study of Khlong Krathum Rat Uthit School can be

implemented.
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