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nseenuuuanmwIndenasiiusiuateuluguuuusingg aseuaauluauisansnuiiieddes Inedinguszasdde
1. Anwsuruteyaidesssduszneunisesnuuvanmuindenauduaiaaiou 2. ihdeyauniiaszsinigd
Uiduiussevinyediumaluladarundusiaaiou Inenguiiegsusznause dnAnwidusenuuusiafiified
sgaelunminendeusms wadliiderny 3 au tndesleflflumsideuseneuseuuuasuany, wuuduniual
fiemgy ssdusznevanwadenmufuaiaaiiou Ssamnsauuszgndnisldonldaiuasianndesenly
MATele mansUsudiustu ssrusynevannwnasuanuuaiuaiiou (Elemental properties of virtual reality)
Tagsawoglusziufiunn dunm (mage) uazanmuindes (Simulate environment) lngiiaade 4.6 Tuvaigiian
\eauuannsgIu (SD) Ae 0.54 sduszneufindnun anusatiglviinesnuuuyhnulsegiamnzan ielviszuy
anudussuatioutiansianniigauasnaunduiulanidnealuanimwndoussuatioutlldegvaysal

Ay : anwindeunuiuasuaiiow, ssdusznevanmndeuanuiuiiuaiiou
ABSTRACT

This article discusses the knowledge and design elements of a virtual reality (VR) environment that can
be used to guide the design of a virtual reality environment, as well as techniques for employing different
types of virtual reality environments. The objectives of this study were: 1.to study the elements of virtual
reality environment design; and 2 to analyze the interaction between humans and virtual reality technology.
The sample comprised of Naresuan University students majoring in multimedia design. Three specialists were
utilized to gain insight. The research instruments included a questionnaire, an expert interview form, and
elements of a virtual reality environment that can be applied to practical applications and further developed
for research.In terms of the visual (image)and the environment (simulated environment), the average
evaluation results for the elemental properties of virtual reality were very satisfactory, with a mean of 4.6 and
a standard deviation (SD)of 0.54.The elements mentioned can help designers work properly to make this
augmented reality system as realistic as possible and completely blend in with the digital world in this
augmented reality environment.

Keyword: Virtual reality Elemental properties of virtual reality
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Oculus Rift
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Practical Kinect Tracking Range

AN 1 SpaceWalk: setup of tracking station and user. Stefan Greuter
7w https://theconversation.com/how-to-build-a-virtual-reality-system-in-your-living-room-28598
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ssdUsznavluammedensiuaiiou Usznause dnwaizn1m (mage), JULUUMSIENE03 (Narrative mode), 3nq
Aw Awed a1n (Virtual reality graphical elements), Fnwmeialy (Simulate environment), UNUMLazn#anI (Roles
and rules) 1FeuledliiAnnsuivesiaunaziilugnisaiangfinssuvesdildiuson iunmsiaisonmnnisaid
\Antu asdUsznoufina1aun awnsataeliiinesnuuuanwuindonarduaiuaiioussnuuuldegramzay
dielisruuaruduatuatioutausiunniigauaznaunduiulaniinealuanmuandouasuadoutldossauysal

Learning style

Kinesthetic Percepters
Auditory Percepters

Visual Percepters
HX 29 30 31 32 33 34 35 36 37 38 359

wnaimsUszdivanmadeuanudussaatiou du n1sdeuivesyed (Learning Style) nuindnaunuuasuaiy
dailngfinnssuinanenilaenisueaiu (Visual Percepters) agluszaugs (x = 3.71, S.D. = 0.81) MULIAIENIS
FuimalanUszamlaenislagu (Auditory Percepters) (x=3.4, S.D.=0.80) LLazmi%’Ug”mqiwmalmamsmﬁaulm
wagnn338n (Kinesthetic Percepters) (x=2.99, S.D.=0.76) axadiy

Elemental properties of virtual reality

Roles and Rules

Simulate environment

Virtual reality graphical elements
Narrative Mode

Image

WX 35 36 37 38 39 40 41 42 43 44 45 46 47

wnaeinsUsziduanwiandounnuidussaaiiou anu esdusyneumaluladanudusiaaiiou (Elemental
properties of virtual reality) WU naUKUUABUINAIUINGY AU (Image) WazdanINKIAG 83 (Simulate
environment) agluseuga (X = 4.6, S.D. = 0.54) ALY JULUUNTSLE1F 09 (Narrative Mode) (X = 4.2, S.D. =
0.44) UnUIMUaEnANT (Roles and Rules) (x = 4.0, S.D. = 0.7) uazan¥ine Tng Ay 49ve9 a1n (Virual reality
graphical elements) (x = 3.6, S.D. = 0.89)
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a@onAdesiu Sharad Sharma, (2014) finaliih msasamginssuvesidrusau ‘wqaﬂismm@ﬁﬁ'suémﬁuﬁngﬂ
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