(UseTRlnasa)

SANATNASINITY A5 FRAN WU%LG‘I%

¥

ﬂ@g@msﬁmm@

1 -4

" GNUW: WETHIENNT

o/ o/ o

o/ o/ = ¥ T o = T a
BN ﬂ’]uﬂu’J@]ﬂ‘j‘jNﬂ’I‘jL‘Jﬁlug Nﬁ’]@%ﬁl’]ﬂﬂﬂﬁ%ﬂﬁ%ﬂi@T‘i@H

" Aa:  chanutp@g.swu.ac.th, p.chanut@gmail.com

Senior Fellow of the Higher Education Academy

(UK Professional Standard Framework)

‘AdvanceHE

JagUuaseiunuay 81u3en1s d1dnudanssunisieus uniinerdeaiuaiunsilsa
JuMsAnwagaluseaudigyen Vs qultads a1vuinnssunisiseuiiazmaluladumine1dy
wialulagnszasunasuyslaalasunuumesnszasuseninanisfing

ludnunisaeudagdu lAsUn1935UTRININTFINNITAOUITLAU SENIOR FELLOW 91n@a 10U THE HIGHER
EDUCATION ACADEMY (UK PROFESSIONAL STANDARD FRAMEWORK) annuszinasang danuidienwglusunisdn
AaNTIUNSISEUIME Active leaming Msasukuuosula uaznsasuinnssunmsiseus

Iasus1eTang o unueendl

" 9 SPRULUUAUNISARY UsednT 2564 31naN1ANA3et1en s I ne1aisd
warasAnsIEAvgaNAnwwissEmalng (A1ev) wasdninsuldansensigaufdnw
Memans ITunazuinnssy

" seTananuuinnssunsiseun1saeuvesgauAnwilugananiy Usednl 2563 91N
AUNANLATEYIENTHAINTITITND1S Az RIANTTERuanNAnwIwisUsEmalny (Aem)
wagdtinauUdansensieaudng Inenmans ITeuavuinnssy

= sulassdufidunseenuuuAnssumaBsuiidenlututou 1nlasinis “Dare to

Change” AlABNNIINGIREATUAIUNTILTA



nausunsuinens esudglmduineanseusuluimdenis 9 inuie wu
" sldmalulad AllunsiSeunisaau
" nagnsnsInnanssuNsseusdegntunisasueaulall (Active learning in online
teaching strategies)
" et WisuesSeudung
= msldmeluladidiewmuinisseunisaeu
®  Design Thinking

Ly [y

anvheaunTidetaiudsdinanuidenffuidulsanawazsnsUsenadudumn



SANATNASIITY A5 YRAN W”%Lﬂ"lf

¥

ﬂ@g@msﬁmm@

1 -4

" GNUWN: WETHIENNT

o/ o/ o

o/ o/ = ¥ T o = T a
B[N ﬂ’]uﬂu’mﬂ‘j‘mﬂﬂ‘jﬁﬁu;ﬁ Nﬁ’]@%ﬂ’]ﬂﬂﬂ‘i%ﬂﬁ%ﬂﬁ@T‘i@H

" A  chanutp@g.swu.ac.th, p.chanut@gmail.com

Senior Fellow of the Higher Education Academy

(UK Professional Standard Framework)

N15FANHT

= 1J35yeynen
USrnautiouin aaminnssniaBeuguacmailad
unAnenduinaliladnazanminaisuys

" Syl
AFFNERSEARIMNTTHNANTAR FnannexRamesuazmaluladansaume
unAnenduinaliladnszansinaiui

" Pyaas
WeFanTodin a1aNAEINITAeNRAaS
NN R NN

" JsgnAnuInanlas

TseBaudaandoysuys

“AdvanceHE



152 UNTTHATTVININ

2566 - aqiis: fsafumbgEIusnTdTinuiInTanIEeug i AN durEuAzuNg e
2567: NIUNITBLITHVANGAT HNLEMITHNAMENdYTEALGs Ul 3

2563 - Jaqiu: 8719715895510 Senior Fellow @1nae 113 The Higher Education Academy (UK
Professional Standard Framework)

2561 - 1aq1i: A1a9iuMITasmanTI91es ananinabladniafinegg

2562 - aqiiu: sa9psMIEnTAINUIANTTNNNSIEENS HrTAngNdeAEuAEINTA L

2559 - 2562: KBRS MIENIEININLIANTTNNNSEe1T HnTAnenduAEueEuTA L

2558 - 2561: WELANART19198 aainaAluladinsnen

2555 - aqiiu: p1anstLlszdndninuinnasuntadenug samAvendurEuaaunTlam

2562: UssasBNIaVREANEINTTANIsT AU BN ANEImENANY YDIRNTEASHANS
aeAnenAansuazmAlLlad

2561 - 2562: KBTIy MMIRALAEDIE U RuNAR E AN gRTANENNNT A0 Fanti
FaaBHANTADHANENAaRTUazmA Hlad

2561: WidsnmaenniuLMdngRTandlan aaTusuaSINTREANEmanTuam A Llad
2557 — 2561: N531NSAANGATARLAIARTHINTTONTAA GNINENTRHINARNET ADENYEYAERS
NANANENRE AEWATHNISA L3

2543 — 2555: 91919815¥91@N1TINENNSABNAINADT AGILANENFNERNT NN REN
2546 — 2549: a19138RLAE s ANedumAuladsrsnasmilnauns

2548 — 2549: FNALATITNUAYEDNULLTZUUFNTAHINA (91ALAs) Ta5sn19WmuIs2UL Human
Resource System, E-Submission System, Helpdesk and Management System N9&N3389N19
sz

2557 — 2558: UNWAWILLTUNTN (914RLAE) USEN Versoft Solutions 4111

2555 — 2556: TNHAILUSUNTH (ITUALAHE) NAANIFENMPINAINTHIT T ANeTSe

2543 — 2544: INNMHITEUL A5 81ADINTIINEN AU NN




ANYINSBUSH

WOENAN 2569

NEBNIAN 2569
NEBNIAN 2569
LN 2569

LHENEH 2569

LHEEK 2569
AN 2569
AN 2569
HuAn 2569
AN 2569
AN 2569
AN 2569
qumﬁ’uﬁf 2569

NHANTE 2569

HNF1AN 2569

“The Professional Academic: Mastering Teaching Excellence in Higher Education:

s ¥ o/ =) o/ !
19198 HADTEN: NIIFAITH LﬁuL@ﬂﬂ’]uﬂ"l‘jﬂ'ﬂu‘jﬁiﬂUﬂqﬂNﬁ'ﬂ‘i&l"l” HUTINYTRY LN

NINAN

1
=%

“AgEARATTA Beugnisly Al ilaifindssaninmnnsae” d1inonsaniiudi
A3ANE1 FINTANATUTH

“Innovative Teaching with Al” ﬁﬁﬁm’mﬂm:ﬂi‘mmiﬁdLN‘%Nﬂﬁ‘jﬁﬂwﬁLﬂﬂﬁu (Ny.)
FINTAUUNLS

“NEKHn LAZUSITUANG TaIBILAN: WWALHNaNDY WRBUNAGWS” Ans
UWANEIFNERS HMNANENA AEUATNTA L3

“Game-Based Learning and Team-Based Learning” T39BguneUIa919BUA

1
=%

“AgARATA Faugnily Al iandasAnsnnnnsaen g4 27 dnennd
ATANEN FINTARYNTEIATIN

“BEING A SUCCESSFUL UNIVERSITY PROFESSOR® AM4ZANENANGRS H1ANsAe
snaAgryLannl

“NIBUHIATFIATNENEN9198 (s ANendy UKPSF, Thailand PSF uaz KBU PSF”
NMNANENRNBNTWTR

“LEUNIINIaRENAYY Al: gaunsndlslnsnnaua et Tsadeuiaanaanda
WITAIHETS NUNANEIAEINBANNIEHAT

“Gen Alpha ilaifiapanuuuniadesiity” TsaBauadamianands
FEuAEA e desies

“Classroom Engagement Masterclass: ﬁ’msﬁ@fgﬁﬂuhy’m Active Learning LATWAIUIAS
Feedback” 51%AMaNdaIqINTol

“Al as a Teaching Assistant” 154 Beuun RRIALLS

“Game-Based Learning and Gamification” ADEANENANERS HAANNABAFUANS
“LENINIaRENAYY Al: Faupg1d s lnsnnnaualan ngndegnamngs
A99659A HATANENAEFEUATNTA LI

“The Art of Smart Teaching: AaUznsaauatUAzResEN” Tagsn1simuIAgN

3 i a o o o
T‘NL‘%ﬂuﬂmm@ﬂ Iﬂﬂﬂmzﬂqﬂ"lﬂ@‘i NWW’JWﬂq@ﬂ‘iqﬁﬂﬁ‘iq\fWW‘iiiﬁ



FUINAN 2568

WEPANIEW 2568

WEPANTEW 2568

WEPANTEW 2568
AAIAN 2568
AL 2568
AU 2568
[ANIAN 2568

FNAN 2568

FNAN 2568
N3NHIAN 2568

n9NHIAN 2568

Hguneu 2568

Uy 2568

e 2568

Hgunau 2568

NEBANAN 2568

NEBNIAN 2568

WOENAN 2568

“Educational Technology” #vAvignasiiRsaafnnaziies

“UK Professional Standards Framework” ﬂmzmﬂTuTﬂﬁﬁwmmﬂm%mﬂﬂw
1A AINNT0l

“Smart Teacher & Active Learning” ﬂmzmgwﬂﬂﬂﬂm% NN ANEATANTAS
“Thailand Professional Standard Framework” ﬂmzwmmamﬂm% HAINYIRY

NYTIN

1
=%

“AIUARAYA Buugnialy Al flofindssansninnisaen” sinemianiiud
N1TANEI FINTAFHNTEIATIN

“Thailand Professional Standard Framework” ’ﬁ’lﬁwmﬁﬂfgﬂmﬁﬂi

“Al Tools dmsungealn: leesnslabuintszansnm” Taadeunsafeufnu
“LEUVINNNTEENAE Al §EuaEn (3 inxannan e WYIRENYUIARNTEYS
“Assessing for Success: Mastering outcome-based education evaluation”
WAL URT1HEH

“Thailand Professional Standard Framework” amangndeisnsinnaunsaants
“M9RTINTANTTINeNTTAnET WaunTyrenadetuiuden Taadauania
NMNANENSRFEEARIMIA LR Uy

“Innovative Teaching with Al USunsaeulmiadianas Al &1inemn
ADIENIIHANTRIABHANTANEENTW AN UEANTENa99fnENBnIg

“BEING A SUCCESSFUL UNIVERSITY PROFESSOR” ﬂﬂ;;‘:mﬁ‘[ﬂﬂﬁﬁwmmﬂm%
FUNN ‘mﬁwmé‘fﬂqmmtﬁ

“Active Learning” MW ANENAEIRE AN 0L

“Gamification WazwasBmuuny” duindeAneiall sokunaliladnge-
@famm;fuﬁq@mwmimmm:ﬁ’a

“Thailand Professional Standard Framework” N‘lﬂﬁwmﬁﬂ’iwﬁg%’ﬁWWﬁ'ﬁfﬁ
“LEUVININNTEENAE Al §auBEn (3 [axnnan tai”

anunsdansley ey

“BEING A SUCCESSFUL UNIVERSITY PROFESSOR” 8 A& kunInan
“INNOVATIVE TEACHING WITH Al: U5unisaaulminasenas A" TseBumnmung

9. NIHT



NEBNIAN 2568

LHETEU 2568

LHEU 2568

LHEHU 2568
LHEU 2568

AuAN 2568
AuAN 2568

NG 2568

HN91AN 2568

HN91AN 2568

WO PN

AAAN 2567
[ANAN 2567
NINHIAN 2567

Houeu 2567

e 2567

e 2567
WOHNIAN 2567
WOENIAN 2567

NHANNE 2567

“NN9BBNULUAANTIHANSBENNSaaWIIEAs Nz AN 1A (1
dwisunpsdenna v uaznaruIuntaEeusTiviuade”
NNINYIRYT1BA LA

“Thailand Professional Standard Framework” §#I3M81R8RATNIH

“INNOVATIVE TEACHING WITH Al: Usunsaesliiuanenas Al Tsedauanss
NATAVENAD AEWATINT lam Uyad

“Thailand Professional Standard Framework” amangndeisnsinnayunsaants
“Blended-Learning fLMBIBWIIAMGY” NATAVEIRENMIATSATN

“Al Co-Creator: anUUUNTESANTEengAaemaAluladfavauaL Al” nenasaas
neUnATBIEmBITu

“Gamification WAz Esuiiuny T’NL%ﬂufm%mwﬁwmﬁmwﬁgﬁ’mwim%
N8

“Al dauasnanatulanniafinen” uniAnendusedgryguiuenais
“mfszg;ﬁﬁLL@:LL‘Nﬁum@T@@wfm : Lﬂﬁlﬂugmm WRENAANS” F79N
VBEHANAN NATINENADFEUABINTE l3m

“The benefits of Artificial Intelligence” ﬂﬂ"lﬂdﬁ?ﬂiﬂ'ﬂdéjﬁ‘ﬁﬂﬂ

“Artificial Intelligence to Enhance your Teaching” ﬂx‘lﬁﬂ’ﬁ%ﬂ%w}'ﬁﬂmzﬁum

UNVIE AR S UL Ae (Dental Faculty Consortium of Thailand)

Generative Al ffUNTTFANITELUNITAEN AMENITLNAFNERNT NUIANEIFEULTAIS
“Al FOR DIGITAL LITERACY: SKILLS FOR THE FUTURE” #inendianisgeg
“Assessing for Success: MASTERING OUTCOME-BASED EDUCATION EVALUATION”
ADLANYINTITIANTT NUTAINYIRYTIBANLLAN

“Designing Scoring Rubrics for Your Classroom” mﬂﬁwmﬁﬂmwmmﬂm‘;
“Designing Scoring Rubrics for Your Classroom” AAEANUANERS
NN TR IR IWABINT

“Al in the Classroom” NATANEIRYAEUATUNTE 1To
“N3nfaNTINNAIEEUIALEUIIAA Gamification” HTANENAENTIVIN

“Design Thinking” &MiNNeaNANATY NAANENALFEHAZIMSE I3
“UHIRANTSANENTILUKAANS (Outcome — Based Education): Active Learning”

WA LYHYUUNT



NHANNE 2567

HNI1AN 2567
HNI1AN 2567

$391AN 2566

FUINAN 2566

WEPANTEN 2566

WEPANTEN 2566

AAIAN 2566

ARYIU 2566
ARYIU 2566
FANAN 2566

N9N51AH 2566

e 2566

e 2566

U 2566

U 2566

“GAME-BASED LEARNING” #¥13vendeanssin s wnwase
“LWﬁﬁﬂm’ﬁ%ﬂm’ﬁLﬁﬂﬁﬂWJ"INN%T@@TL’%H% (Engagement in Learning Techniques)”
HAANINREUNNAR

“nstnaluladileyayniaiugiunnsdanisidess (Al IN THE CLASSROOM)”
ATNNHATENTIHNNTEABHNNTANENENTW ATiNeulaAnssngasinenBnig
“Educational Technology” ¥ INNaeIlAynaaUNTELINYTA
“UNIRANTSANENTILUKAANS (Outcome — Based Education): Active Learning”
ANABHIATEUNT

AWM AN BB 85 UNNTU TR AN TTOUE19158 AN
Lmeam‘jﬁ’wm@mmwmﬁvq‘jﬁlﬁm}qLﬂ%umim‘quﬁwﬁ mil,‘%ﬂu;;mu
NIMTFINAUAITTAUGANANEA (Thailand - Professional Standards Framework:
Thailand-PSF)” aaniiumalulagansasn

“UWIRANNTANETIWHAANS (Outcome — Based Education)”
aantumalulagingann

“MIEINANRNILTHNNT S8 Active Learning” Angndtin1sa ingnssnil
“n3avsnLB9LG1ANS Transforming Education with CHATGPT” siantiunaidenss
NATANENSUE A

“miﬁmmﬁmmum‘fm%’uﬁgmu‘fuﬂmq‘j‘mﬁ 21" FHNANAFISIE BN

9. UATFETITHINY

NI ANH UM NNNST AN AN B ULUIHAANE” Anede
YHYURNIN

“STUUNNTIANITIBEUNTTABN SWU Moodle” MMNANende MBuaA3unsd lam
“MaRmsnansnzradysan lunsiansBeugidegn” Tadeummanananng
NTNWAITNITVINITUN

“Al In the Classroom” ADAAFINTIHANARNT HATINYALTITHATGAT

“Power Up your Teaching with Active Learning Activities” AT UAUNEFTAS
NN AL PBUABUNTA b

“mmﬁﬂm'ﬁfé’mmﬁL%ﬂu‘guuumﬂmmu (Blended Learning) UAZN1988NUULABNTS
L‘%ﬂugfaﬂlwﬂ%mﬁﬁ (Creative media design)” ASMENETUNAATRAT HUIANEIAE

PAUASHNTA Lo



AQUIEI 2566 “NNTRALIFNEATNKEBUATNUMINTNITIANITANHIULLHINGENS” ot
AN
AguIen 2566 “NM199ANAIEEUIULL Active learning R@WmMA Soft skills” dninAnAnuvia
sontumalulafinazaaninanannommaaanazi
fguneu 2566  “Designing Scoring Rubrics for Your Classroom” Nmﬂ’uﬁ@’ﬂwqﬁﬂ‘j‘mmwm‘;
NATANENAEFEUAZINT] e
fAquien 2566 “Tasantanuasndngma: 5 ansanuvdn dmdugaanlugmlaqiu st
walulagansamn
NHANAN 2566  “AIaREMIANEATNAUNIsTAnTsEEugen Tnelelasenngidug e (Project-
based Learning) uaxN"snasatsfilsy@ninm” HANBAUBNIARNITANED
pewinga A
funan 2566 “WARANTTTANSEEUNNTREHINANITTET be” AITNIIAMLNTTNNNTAUAEY
A9ANEIENTY FENUURRNTENI9ANE1ENIS
qmmﬁ’uﬁ( 2566 “Designing scoring rubrics and giving constructive feedback to your students” e
WHVEAENT UNINUIREULTAIT
ONAILS 2566  “N1adANNTEE1g1399N Active learning” Atugagmans winendoTeinean
NNTIAN 2566  “Workshop on Scoring Rubrics and Peer Assessment” HMNANEIRENAIATTATH
NNTIAN 2566 “N19nNNT 33 iBagn Tunnsaaunalat (Active Online Learning)” M Avendt)
waluladumuns
$197AN 2565  “Gamification: Level up your classroom” NATANIENRYAEUATUNTE LT
Funpn 2565  “iasesiiednnisiBeuiuuunasnay (Blended Leaming) Tngld Moodle”
UMY ATUATUNTI L T0
HIIAN 2565  “Educational Technology” unnang1aeRudeadunsziigsh
WOAANIEW 2565  “N159ANSISEUSITIN” ANEINEINITIANS UNINe1desigeean
fupnem 2565  “Gamification Wasuvieaiouduny” anauagineimans adinenans uas
waluladuviauseinalne
fiueNe 2565 “Rubric Design for Hybrid Learning” Im13NgNasuLsaas
RWnAN 2565  “MseenuuUNsIEBUMSaRY ilenauauesinindaly (Next Normal)”

IRV IR YN BATANERS



N9N§1AN 2565

qnue 2565

Hnueu 2565

qnueu 2565

Houeu 2565

qnueu 2565

Houeu 2565

Houeu 2565

WOENAN 2565

WO ENAN 2565
W8 2565
AuAN 2565

AuUAN 2565

NNI1AN 2565
FUINAN 2564

$39AN 2564

$391AN 2564

$391AN 2564

WEPANTEW 2564

“M3IaN1seueg e elinNgY” ANsTIURLNNYAERS

IR INEIRYATUATUNTIL IR

“nATAT WaRzwesBeuung” aoTuassBNITIewRnemanTuaz
walulad

“NALNFNISIANIFEEUTULL Active Learning” ROILTHNGANTTHAIFRS
NN AL PBUABUNTA b

“Gamification: Level up your classroom” NAANENRYFAEUATUNTE LT
“m‘jﬂ‘j:Lﬁumm‘jL‘%ﬂu;ﬂmzm‘miuﬁu Soft Skills” npAT AR ABKANYNANERS
NNTINYNEULTAIT

“Scoring Rubric” HWIAVEIALNNIFITATH

“\A3DfladAN1T3EUTULIUNGNNETY (Blended Learning) oy Moodle”
NVNANY A FENABUNTA b

“Rubric design for Hybrid learning” wﬁwmé’ﬂmﬂfﬂaﬁmmﬂumgﬁﬁuﬁ
“ﬂ’]’i’%’ﬂﬂ"l’ﬁﬁﬂuimu Problem-based learning & Project-based learning” Aty
AYINITTIANTT HPAVEIRYAALUINT

“MaimLAmnngaen” Taadouienians 1. aynsaeney

“Active Learning satisfy education” T5938UNINITNATBNT NTNNATBNITNVNTUN
“Project-Based Learning WArAnenn1sfiuans” LSEMsnysesyirisnia
“NAYNFNITITNANNRNTHIUNTTEEUAE Active Learning” MANgRamL
ﬂmﬁau:qmmﬂﬁmqmﬁﬁﬂmmuLmeqmﬁmm'ﬁﬁﬂmmeéqm@ﬁwﬁ
(Outcome-based Education) éuﬁ 2 dalmg

U dEA T RENTZI0INATUNS WAL HMTAVENAEANERTUAT NS
“mfifafaﬂl,l,uumil,%ﬁu;il,uu Hybrid Learning” 831138188831 e
“Gamification: Level up your classroom” NMANENaEAEUATINGE LTm

“Active Learning: Enhancing student and engagement in online classes”

NV NPIFITATH

“Active Learning Strategies for Blended-Learning Environment”
NIAANINREUNNIAR

“Technology—enhanced learning” NTAngagRalaadnngziiash

“NM99ANTSELUFULL Project-Based Learning” s dngnagfaling



WOAANIEY 2564  “NAENENNTIARANTINNITIEEIAE Active Learming LAY NAENSANTUTHRY
NAAWENNSEENgA9Y Scoring Rubrics” ARMEANBAAARST ) TingndeAatang
Aa1AN 2564 “Active learning: Engaging students in online classes” ANNANLARDYNLNTTRAINN
AnEwenanstLaraIAnTTEALgANANEWsTINA Y (Aten)
HANAN 2564  “NNTiANITiEEngaEuANINNRRATL AnAnENAmanS aAnenAuAaLIng
ARTAN 2564  “Nagnsnisaninssunsiieusidasntunisasuesulal dmsunisaeulusyiuusy
Anw uavlsendnw” lsaseuinuning dy
UYL 2564 “m‘jé’mm‘jﬁﬂu;ﬂl,w Active learning, Problem-based learning & Project-based
learning #Mn3UNeEenaulan” AnanTRENITHAERS
sontumalulanazaasinanannnmmnaaanazi
e 2564 “Active learning in online teaching strategies and increasing learning motivation with
game” ANTTHEIEENNNTAEWANNAERI LT AL AT
Auginen 2564  “nagnEnnTdARansaNnIiEegBegn iunsaoreelan”
Angndsnisadntngng
RINAN 2564 “N199ANAIEEUTULL Blended Learning” MMIANIENABTIBANUHANIATIANGZEN
RavNAN 2564 “N199ANSIEEUTULL Blended Leaming” @aNANAHTATENANTLAMISNSANEN
ustsznAtne
NANAN 2564 “dAntaideugBen aaeasayntuntaEeueonlan” aAneIdueTINAIanS
NINGIAN 2564  “UNIMNITEDUtHgARATA” F1INNNSANEINTIMNEMINAS
NANYAN 2564  “N133ANT9IEEHIULL Blended Learning” aMANgNAELANNA
A9NHIAN 2564 “mﬁf%’mﬁ@mwm'ﬁL%ﬂufgﬁﬂmmymﬁ’umﬁﬁﬁuﬁum Soft Skills” @n114
walladnszanminaniananmmaaIanszls
figunen 2564  “nagnsmsUssidiunanisioudilonsianndifew” uvinedvasny
ROuIen 2564 “nagnsn1sdnnanssun1sseudidesniunisaeusaulal (Active leaming in online
teaching strategies)” AugINeA@nsuazinalulad
WONIAN 2564  “NAgNENNITATansTNNT 3 Bign unisaaunanlan (Active learning in online
teaching strategies)” AMMLANIYINITTANTT HATAVILIRYAALINT
WHEY 2564 “NAgNENNTdARanaeNnIaEengBegnifteimnyey

(Active learning strategies)” TssEauludsimmeunanasuanals 9.5813

FUNAN 2563 “LNNARLATY: 1 RLUAEIBLWTUANT HUAVIENRY FAUASHNSD 19 6M



SUIIAN 2563 “Technology—enhanced learning” 8W1AVIENAARLIREIRANNIZIAYSH
g 2063 “NITREL Module NaidsnnnsaauTinanITUsndniinadns yEauudiAny
(OBE: Outcomes Based Learning)” #%1AnNae usila
MmAN 2563 “Active learning in online teaching strategies and increasing learning motivation with
game” ANTTHEIEENNNTAEWANENAERS LT ALLLAT
A9NYIAN 2563 “ﬂ’]’i’%jmﬁ@ﬂ’ﬁ’mﬂ’rﬁ@ﬂu’guuu Active Learning Project-based learning Lag
Problem-based learning” ﬂﬂ’]ﬂ/uwlﬂiuiﬂﬁ‘l/\l‘j::@@uLﬂ@;’%@;"l@mwwﬁ‘m"lﬂﬂ‘jzﬂ/ﬁ
N9NHIAN 2563 “ﬂ@ﬂqwﬁmié’mﬁ@ﬂﬁuﬂ'1‘;;L‘%ﬂu;i%qqﬂefuﬂﬁmumuf@ﬂ (Active learning in online
teaching strategies)” ADALANYN AR NN ALFIUA R
NINHIAN 2563 “ANTRAWINTIANT BN saeuluARaTsET 21 (NM39ANITEENNNTRDILLL
Team Teaching)” ASMARLNTTHANENT NN FEWAZINTA Lo
NINHIAN 2563 “ﬂ’]‘m;’]dﬁmL“djﬂuLﬂﬁ@uéj@ﬂTﬂ‘ijiN MS Teams (Creating a Virtual Classroom
with Microsoft Teams)” ﬁf]ﬁfﬂué’mﬂﬁumﬂ%ﬂu‘g WAV R FEUABIYITA LS
N9nH1AN 2563  “Online Teaching, Learning and Assessment for beginners” wamﬁ“ﬂmﬁmm‘j
W AT EneIanasuazesAnTazAUgaN ANz ATE (AEY)
WOBAIAN 2563  “Active learning in online classes” ﬁﬂﬁﬂwﬁ’mﬂ‘j‘mm‘jﬁﬂug
NNANY A FENABUNTA Lo
qumﬁu% 2563 “wanwnaaBuiiung (Change a classroom into game)” FNIANLARERIENS
W AT EneIanas uazesAnTazAUgAN ANz ATE (AEY)
SUINAN 2562  “Technology—enhanced learning” NMNAngagialRaadnnTzissh
AATAN 2562 “Scoring Rubrics Development” AnEAFINTTHAARS sAnendemaluladng:
ADNATULS
g8 2562 “Mobile app for teaching and learning” #AvgNAERRgRANNIZIATH
fuenew 2562  “WanunisBewiunisiaunuanauwain Gamification” Amenng uaszas
Axnsinemans adinrmans uasauladussiulgndauazszaninen
(ECaP) p5afi 4 TnsaonTuaaiaBunisaewingnmanswasmalulad
AmnAn 2562 “Active learning and Formative assessment” mmzﬁwmmﬂméqﬂmw NNTAEA
LW
NANIAN 2562  “Scoring Rubrics Development” fantfsinnasuniaidens unianandemealulad

NITIBNNATULS



WOBAAN 2562
LB 2562
ALY 2561

Houeu 2561

1381781 2560
N ENIAN 2560
HuAn 2560
A9NHIAN 2559
Hgueu 2559
qumﬁuﬁf 2559
FUINAN 2558
88U 2558
AN 2558

WEPANTYN 2556

$UINAN 2556

“NagNsNIEdANIaEEusAELaAMNNARATL diiuinnsainnsdens
NNANY A FENABUNTA b

“Innovative learning with Gamification concept” AOTHEIEBNNTABWANE AR
wazmalulad

“WHANINNITBLSTNATEIEIN Y ﬂmm‘gmﬂméfﬁmmwmiu NWAVIENAL
walulafinazaaninansuy’

“msUszfinlagenianag Rubrics” Tassnnsmangansienisdninisssmansdnsin
uinnTaNnIaEEug saAvEndu ARl U dinduAnuavialy
unAnendumahiladnszansinaisui
“PATRANITIEHLAN TS HFMSUATIANENNTTAINI0” FOITHIEENNNTAEY
WermansuazyAlLlad

“Information Technology for Hybrid Education” ﬁﬁﬁﬂw’i’mﬂ‘j‘mm‘j{‘djﬂu;;
NNANY A FENABUNTA b
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NNANY A FENABUNTA Lo

“miﬁwmm‘jmuﬂﬂﬂ@ﬂﬁm%ﬁgﬂ@u” AONTHELEBN NS A WAL AR LA
walulad
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WermansuazAlLlad

“msRpszinan1aafanaelUsunss SPSS dnsuin@nun” Aok AneNFanS
HATVETRENEATANTAT

“N719WHT Web Application” wﬁwmﬁmwﬁgﬁmﬂwﬁw

“Object Oriented Analysis and Design with UML” U39 Versoft Solutions 4111@

“Object Oriented Analysis and Design with UML” 154 L%ﬂuﬂﬂLL%WqﬂﬁNﬁ
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AITHATHNISONLAY

ﬂ’]‘j@/ﬂﬁ@ﬂ‘j‘mﬂ’]ﬂ%ﬂu;}’;’m Active learning TuduBeuUn® wazn1saeuuLUanulan
m‘ﬁmﬁ@ﬂ‘j‘mmiL‘%ﬂu;ﬁmﬂﬁumﬁmﬂuﬁﬂLﬂ??u

N1TEDNLUUNITADRUUUNTNNAIU (Blended Learning)
m‘jﬂ‘quﬂﬁef%mﬂTuT@‘ﬁLmzm‘mumﬁsﬁumﬁﬂ@umzmﬁﬂizLa‘ﬁu
m‘j@@ﬂLmua:uuu‘%mﬁé’mmﬂ%ﬂu;; (Learning Management System: LMS) G'T'J?_ITU‘jLLﬂ‘JN Moodle
m'ﬁfafaﬂLLUUixUUﬂﬂiL%ﬂu‘gﬂﬂuT@ﬁ

Programming Language in C, Visual C#, Visual Basic.NET , HTML, PHP, JAVA, SQL




®  Web Application Development

®  Software Project Management

®  System Analysis and Design with UML

®  Database Design

®  Proficient in Microsoft Word, Microsoft Excel, Microsoft Access and other Microsoft products
® Microsoft Office Specialist Certification (MS Word 2003)

®  Microsoft Office Specialist Certification (MS PowerPoint 2003)

ANMMTITRTaKe

B Gamification of education

®  Online learning

®  Critical thinking

B ICT literacy skill

®  Classroom learning environment

®  Developing application program for teaching and learning
®  Technology education

®  Teaching and learning professional development



Aaa 7
NAJTUVBINNN

Poondej, C., Lawthong, N., Suwathanpornkul, I., Lerdpornkulrat, L., & Phansuwan, P. (2024). "The
Development of Active Learning in Online Teaching Platforms for Higher Education." The
International Journal of Learning in Higher Education 32 (1): 39-54. doi:10.18848/2327-
7955/CGP/V32i01/39-54.

Lawthong, N., Thepsathit, P., Poondej, C., Lerdpornkulrat, T., & Suwathanpornkul, I. (2024). Online
Student-Centered Learning and Assessment During the COVID-19 Pandemic Through
Perspectives of Higher Education Teachers and Students. Journal of Education Studies, 52(1),
EDUCU5201011 (18 pages). Retrieved from https://so02.tci-
thaijo.org/index.php/EDUCU/article/view/265749

Senko, C., Liem, G.A.D., Lerdpornkulrat, T., & Poondej, C. (2023). Why do students strive to outperform
classmates? Unpacking their reasons for pursuing performance goals. Contemporary Educational
Psychology, 73.

Nownaisin, P., Koul, R., Chomsuwan, K., Poondej, C., & Lerdpornkulrat, T. (2020). Linking social
relatedness with motivational goals and bachelor degree aspirations of vocational students.
European Journal of Educational Research, 9(4), 1581-1589.

Poondej, C. (2020). Active Learning in Online Learning Environment: Innovative Teaching for Disruptive
Era. Paper presented at the Conference on Developing Thai Higher Education System And
Mechanism For Disruptive Era, Bangkok, Thailand.

Poondej, C., & Lerdpornkulrat, T. (2020). A Study of Gamification Concept of Innovative Learning. Journal
of Education Naresuan University, 22(2), 84-97.

Poondej, C., & Lerdpornkulrat, T. (2019). Gamification in e-learning: A Moodle implementation and its
effect on student engagement and performance. Interactive Technology and Smart Education,
17(1), 56-66. Avaliable at: https://doi.org/10.1108/ITSE-06-2019-0030.

Poondej, C. (2019). Inspiring Student Learning by a Peer Teaching Strategy. Paper presented at the
Conference on Inspiring Student Learning for Diverse Societies, Bangkok, Thailand.

Lerdpornkulrat, T., & Poondej, C. (2019, July). Technology Integration and Instructional Design for Global

and Cultural Diverse Learners: What should be considered for the Future Reconfiguration in

Thailand? A Country Report. ASAIHL2019 International Conference, Manila, Philippines.



Poondej, C. (2019, February). The implementation of gamification elements
in Moodle and its effect on students’ satisfaction and engagement. International Conference on
Education and Educational Technology, Barcelona, Spain.

Koul, R., Lerdpornkulrat, T., Poondej, C. (2019). Learning environments and student motivation and
engagement: A review of studies from Thailand. In A. D. Liem & S. H. Tan (Eds.), Asian
education miracles: In search of sociocultural and psychological explanations (pp.241-253).
New York: Routledge.

Poondej, C. (2018). Change the Learning into the Game Playing by a Gamification Concept to Improve
Student Engagement. Paper presented at the Conference on Digital Strategies for Higher
Education: Enhancing Teaching, Learning and Assessment, Bangkok, Thailand.

Lerdpornkulrat, T., Koul, R., & Poondej, C. (2018). Relationship between perceptions of classroom climate
and institutional goal structures and student motivation, engagement, and intention to persist in
college. Journal of Further and Higher Education, 42(1), 102-115. Available at:
http://dx.doi.org/10.1080/0309877x.2016.1206855.

Lerdpornkulrat, T., Poondej, C., Koul, R., Khiawrod, G., & Prasertsirikul, P. (2017). The positive effect of
intrinsic feedback on motivational engagement and self-efficacy in information literacy. Journal of
Psychoeducational Assessment, 37(4), 421-434. Available at:
https://doi.org/10.1177/0734282917747423.

Koul, R., Lerdpornkulrat, T., & Poondej, C. (2017). Gender contentedness in aspirations to become
engineers or medical doctors. European Journal of Engineering Education, 42(6), 1422-1438.
Available at: http://dx.doi.org/10.1080/03043797.2017.1303450

Lerdpornkulrat, T., Poondej, C., & Koul, R. (2017). Construct reliability and validity of the shortened version
of the information-seeking behavior scale. International Journal of Information and Communication
Technology Education, 13(2), 27-37

Poondej, C., & Lerdpornkulrat, T. (2016). The development of gamified learning activities to increase
student engagement in learning. Australian Educational Computing, 312).

Koul, R., Lerdpornkulrat, T., & Poondej, C. (2016). Influence of perceived parenting styles on goal
orientations and career aspirations of high school science students in Thailand. The International

Education Journal: Comparative Perspectives, 15(4), 56-65.




Koul, R., Lerdpornkulrat, T., & Poondej, C. (2016). Gender compatibility, math-gender stereotypes and
self-concepts in math and physics. Physical Review Special Topics—Physics Education Research,
12(2), 020115.

Poondej, C., & Lerdpornkulrat, T. (2016). Examining the construct validity of Thai version of the 2 x 2
achievement goal orientation scale among undergraduate students. Current Issues in Education,
19(1), 1-9.

Poondej, C., & Lerdpornkulrat, T. (2016). Learning management with the gamification concept. Journal of
Education Naresuan University, 18(3), 331-339.

Poondej, C., & Lerdpornkulrat, T. (2016). The Relationship between Motivational Goal Orientations,
Perceptions of General Education Classroom Learning Environment, and Deep Approaches to
Learning. Kasetsart Journal (Social Sciences), 372), 100-103.

Poondej, C., & Lerdpornkulrat, T. (2015). The reliability and construct validity of the critical thinking
disposition scale. Journal of Psychological and Educational Research, 23(1), 23-36.

Poondej, C., & Koul, R. (2014). Confirmatory Factor Analysis of Thai version of Achievement Goal
Orientation Scale. Paper presented at the Conference on Education and Human Development in
Asia, Hiroshima, Japan.

Poondej, C., Lerdpornkulrat, T., Sriarunrasmee, J., & Mebusaya, P. R. (2014). Analyzing the contents of
Thai public station's television programs as a medium to enhance general education teaching and
learning the subject class of information literacy skills (SWU 141). Paper presented at The 8th
Srinakharinwirot University Research Conference, Bangkok, Thailand.

Poondej, C. (2014). Development of causal relationship model of the achievement goal orientations in
learning, perceptions of general education classroom learning environment, and approach to learn
toward critical thinking. Research Methodology & Cognitive Science, 12(1), 1-14.

Poondej, C., & Koul, R. (2013). The influence of belief about the nature of learning to the achievement
goal orientation of undergraduate students in Thailand. Paper presented at The 3rd Conference on
Creative Education. Beijing, China.

Poondej, C., Koul, R., & Sujivorakul, C. (2013). Achievement goal orientation and the critical thinking
disposition of college students across academic programmes. Journal of Further and Higher

Education, 374), 504-518.




Poondej, C., Koul, R., & Sujivorakul, C. (2012). The beliefs about the nature of learning and the
achievement goal orientations of college students. Paper presented at The 4th International
Conference on Humanities and Social Sciences, Faculty of Liberal Arts, Prince of Songkla
University, Songkla, Thailand.

Poondej, C., Lerdpornkulrat, T., & Koul, R. (2012). Self-efficacy beliefs in computer programming of
computer science students. Paper presented at The 38th Congress on Science and Technology of
Thailand (STT38), Chiangmai, Thailand.

Poondej, C., Koul, R., & Sujivorakul, C. (2011). The influence of epistemological beliefs on motivational goal
orientation. Paper presented at The 3rd International Conference on Science and Technology for
Sustainable Development of the Greater Mekong Sub-region (STGMS), Luang Prabang, Lao
People's Democratic Republic.

Lerdpornkulrat, T., Poondej, C., & Chatthin, N. (2010). Motivational goal orientation and self-efficacy
beliefs of computer science undergraduate students in Thailand. Paper presented at The 9th
International Conference on Education and Educational Technology (EDU'10), Iwate, Japan.

Poondej, C., Koul, R., & Sujivorakul, C. (2010). Disciplinary differences in personal attributes: A review of
the literature. Paper presented at The 9th International Conference on Education and Educational

Technology (EDU'10), Iwate, Japan.

=

A5/ NWIAD

Yne wuay. (2560). FInlulanadna. n3enWe: 1UNUIRNTINNSSELS, INTINedeATuATUNTILIw.




	 ตำแหน่ง: ผู้อำนวยการ
	 สังกัด:  สำนักนวัตกรรมการเรียนรู้ มหาวิทยาลัยศรีนครินทรวิโรฒ
	 ตำแหน่ง: ผู้อำนวยการ
	 สังกัด:  สำนักนวัตกรรมการเรียนรู้ มหาวิทยาลัยศรีนครินทรวิโรฒ
	 ปริญญาเอก
	ปรัชญาดุษฎีบัณฑิต สาขานวัตกรรมการเรียนรู้และเทคโนโลยี มหาวิทยาลัยเทคโนโลยีพระจอมเกล้าธนบุรี
	 ปริญญาโท
	ครุศาสตร์อุตสาหกรรมมหาบัณฑิต สาขาคอมพิวเตอร์และเทคโนโลยีสารสนเทศ
	 ปริญญาตรี
	 มัธยมศึกษาตอนปลาย
	 2566 – ปัจจุบัน: ดำรงตำแหน่งผู้อำนวยการสำนักนวัตกรรมการเรียนรู้ มหาวิทยาลัยศรีนครินทรวิโรฒ
	 2567: ผ่านการอบรมหลักสูตร นักบริหารมหาวิทยาลัยระดับสูง รุ่นที่ 3
	 2563 - ปัจจุบัน: อาจารย์ระดับ Senior Fellow จากสถาบัน The Higher Education Academy (UK Professional Standard Framework)
	 2561 - ปัจจุบัน: ดำรงตำแหน่งรองศาสตราจารย์ สาขาเทคโนโลยีการศึกษา
	 2562 - ปัจจุบัน: รองผู้อำนวยการสำนักนวัตกรรมการเรียนรู้ มหาวิทยาลัยศรีนครินทรวิโรฒ
	 2559 - 2562: ผู้ช่วยผู้อำนวยการสำนักนวัตกรรมการเรียนรู้ มหาวิทยาลัยศรีนครินทรวิโรฒ
	 2558 - 2561: ผู้ช่วยศาสตราจารย์ สาขาเทคโนโลยีการศึกษา
	 2555 - ปัจจุบัน: อาจารย์ประจำสำนักนวัตกรรมการเรียนรู้ มหาวิทยาลัยศรีนครินทรวิโรฒ
	 2562: บรรณาธิการหนังสือวิทยาการคำนวณระดับชั้นมัธยมศึกษาตอนปลาย ของสถาบันส่งเสริมการสอนวิทยาศาสตร์และเทคโนโลยี
	 2561 - 2562: ผู้เชี่ยวชาญการพัฒนาเครื่องมือประเมินผลผู้เรียนหลักสูตรวิทยาการคำนวณ สถาบันส่งเสริมการสอนวิทยาศาสตร์และเทคโนโลยี
	 2561: ผู้เชี่ยวชาญออกแบบหลักสูตรออนไลน์ สถาบันส่งเสริมการสอนวิทยาศาสตร์และเทคโนโลยี
	 2557 – 2561: กรรมการหลักสูตรศิลปศาสตรมหาบัณฑิต สาขาสารสนเทศศึกษา คณะมนุษยศาสตร์ มหาวิทยาลัยศรีนครินทรวิโรฒ
	 2543 – 2555: อาจารย์ประจำสาขาวิทยาการคอมพิวเตอร์ คณะวิทยาศาสตร์ มหาวิทยาลัยสยาม
	 2546 – 2549: อาจารย์พิเศษ มหาวิทยาลัยเทคโนโลยีราชมงคลรัตนโกสินทร์
	 2548 – 2549: นักวิเคราะห์และออกแบบระบบสารสนเทศ (งานพิเศษ) โครงการพัฒนาระบบ Human Resource System, E-Submission System, Helpdesk and Management System กระทรวงการต่างประเทศ
	 2557 – 2558: นักพัฒนาโปรแกรม (งานพิเศษ) บริษัท Versoft Solutions จำกัด
	 2555 – 2556: นักพัฒนาโปรแกรม (งานพิเศษ) มหาวิทยาลัยมหาจุฬาลงกรณ์ราชวิทยาลัย
	 2543 – 2544: นักพัฒนาระบบลงทะเบียนเรียนของมหาวิทยาลัยสยาม

