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ABSTRACT

The objective of this study is to develop a visual novel game that enhances
historical understanding of the early Rattanakosin era, evaluate the game’s quality, and
study user satisfaction. The quality assessment tearmn comprises three specialists, specializing
in game development, software development, and history. A user satisfaction study
included 30 participants who expressed an interest in playing the game. The instruments
employed in this study comprise the visual novel game itself, a form for experts to assess
quality, and a form for users to evaluate satisfaction. The statistical tools used for data
analysis are mean and standard deviation. The findings suggest that the game’s quality,
as evaluated by experts, is at a good level (X =3.87, S.D. = 0.14), and user satisfaction is at

an excellent level (X = 4.06, S.D. = 0.54).
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