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5.2 Sisamud, K., Chatwattana, P., Piriyasurawong, P. (2025). The Outcomes of Project-Based
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International Journal of Engineering Pedagogy (JEP), 15(1), pp. 56-74.
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5.4 Srikong, M., & Piriyasurawong, P. (2024). Eye-style model using intelligent virtual reality
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Apprenticeship Model in Smart Agriculture. International Journal of Interactive Mobile
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Applied Information Technology, 102(4), 1565-1573.
https://www.jatit.org/volumes/Vol102Nod/22Vol102Nod.pdf [SCOPUS: Q4]
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5.1 T. Kaewrakmuk and J. Srinonchat. (2024). Multisensor Data Fusion and Time Series to Image
Encoding for Hardness Recognition. IEEE Sensors Journal, 24(16), pp. 26463-26471.
https://ieeexplore.ieee.org/document/10600105 [SCOPUS: Q1]

5.2 C. Chansri and J. Srinonchat. (2024). Utilizing Gramian Angular Fields and Convolution Neural
Networks in Flex Sensors Glove for Human—-Computer Interaction. IEEE Transactions on
Human-Machine Systems, 54(4), pp. 475-483.
https://ieeexplore.ieee.org/document/10551549 [SCOPUS: Q1]

5.3 A. Prommakhot and J. Srinonchat. (2024). Combining Convolutional Neural Networks for Fungi
Classification. IEEE Access, 12, pp. 58021-58030.
https://ieeexplore.ieee.org/document/10505294 [SCOPUS: Q1]

5.4 S. Pohtongkam and J. Srinonchat. (2023). Object Recognition for Humanoid Robots Using
Full Hand Tactile Sensor. IEEE Access, 11, pp. 20284-20297.
https://ieeexplore.ieee.org/document/10054050 [SCOPUS: Q1]

5.5 C. Chansri, and J. Srinonchat. (2016). Hand Gesture Recognition for Thai Sign Language in
Complex Background Using Fusion of Depth and Color Video. Procedia Computer Science,
86, pp. 257-260.
https://www.sciencedirect.com/science/article/pii/S1877050916304501#bibl0005 [SCOPUS]
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6.1 Dumnil, P. and Buranasaksee, U. (2025). Enhancing Thai Text Clustering for Performing Arts
Through Domain-Specific NLP and Clustering Algorithms. In Proceeding of The 9th
International Conference on Information Technology (INCIT), (pp. 14-21). IEEE Thailand

Section. https://ieeexplore.ieee. org/abstract/document/11276105 {Conference]

6.2 Sae-bae, N., and Buranasaksee, U. (2022). Sample selection for Face Identification System.
International Journal on Electrical Engineering and Informatics, 14(2), 392-410.
http://www.ijeei.org/docs-141893677062d2bde1aad68.pdf [SCOPUS Q3]

6.3 Tangsombatvichit, P., Buranasaksee, U., Mangkala, S., Naowanich, E. (2022). Trusted
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5.1 Suksukont, A. ., Naowanich, E. ., Sangpom, N. ., Jongruk, T. ., & Semsri, A. . (2025). Non-
intrusive load classification for energy management of electrical appliances using
convolutional long-short term memory. International Journal of Innovative Research and
Scientific Studies, 8(4), 468-474.

https://ijirss.com/index.php/ijirss/article/view/7873 [SCOPUS: Q3]
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5.3 1enini quaaus, wende Wity Lazgidl gumea. (2566). MIANYIAIUABINITIEUUATIIRY
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15815399775 AN ITuanufinyenruwaUszvalve (Inermansiuazialulad). 12(2),
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5.4 Tangsombatvichit, P., Buranasaksee, U., Mangkala, S., Naowanich, E. (2022). Trusted
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5.1 Tumthong, S., Samakthai, N., and Tasatanattakool, P. (2025). Development of an intelligent
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framework. International Journal of Innovative Research and Scientific Studies 8(1), 1188-1195.
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1. anudunuazanuddguesiym

Tunissud 21 ﬂa'uﬁﬂwvﬁa‘l’ﬂﬁ’m dwiun1siSeus n19vineu anuamnsalunig
AATERdeya ayunaInuangIu Lwammsmau%mﬂmaua Tt IUssliuteya uay
vuvnuuvasdeyainindefionioli Ao nisAnuis3ersel (Critical Thinking) MsAALEIRTsNY
(Logical Thinking) n15uAUgyun (Problem Solving) wagnsandula ( (Decision-Making) [1],
2] ﬁ'ﬂwsmdﬂﬁ'yé'uulﬁenst'faaﬁ’umsLLﬁ'fJﬁymﬁ%’u%'auaemLﬂuszuu waziiteveliiden
yadeniipfigaluaniunsalsing Fetuduinvzidenssuunmsinanieuidaidom
wazdlruaenndedlaensaiu “nm3fadeiiuin (Computational Thinking)” 'ﬁ'ﬁmmd’wﬁm
IUUiuwmaaLﬂiwﬁﬂ%’mmmmavmﬂumﬁa (1], [3], [4] TuﬂﬂﬂuuwiaﬂLmﬂaaﬂﬂﬂwa Vil
mmanmm‘lunauuu‘ummmmm mmmmm‘[ulaamaq “meummsrjwau‘uawam
wagn13fndula Fedndudesdinsy gsiuu ugiuveateifinas suay nangu [5] LLav“Lu
ANINLING DUN Lmﬂiuiaaﬁagmﬂﬂsumwg (Artificial Intelligence: Al) Lagszuusnlul?

(Autornation) Sunuwddy vinwgldunglinywdanunsaveusiufuirissdnsliagied

s

Uszansniw aniinanunineeiiddges9d e ugruvesmadsulusunsuuaznis

o

=y

widymimanalulad laun n1sAadsduin (Computational Thinking) wagn1sAnLEs
n33ne (Logical Thinking) [6]

31N71897U The Future of Jobs Report 2020 489 World Economic Forum (WEF)
Fhduiwinueitmmdeimsiiniusdrseiiosauid A.61. 2025 leun mMsAnidaiiasient
wazuinngsu mMauitymiiidudeu nishadaining rhﬂ‘nmmwa WazN1INIUTINAY
wieluladuazszuudnlulf® femsdnddinmsiuasuimnssuduniduinueisududmiu
sunAn AmnuAndaddaenssiunsia v nauidgm (Problem Solving) [7] usi
enueldldsryiansAndsiuinlaenss uwideRansanluddasadunuia msaa
Farmnalaiunissensulugiusiinesiununans (Core Skil) Aideulsaiunisindanssny
nsufdam wavmsvhenluusunasvaindieit andindauinisandesunady
ﬁumu’tumiﬁwmmmﬁﬂLﬁ“ﬁﬁlmwﬁ mssindula uaznsufdymesiadussuu Asndu
dmsunisiseuguazmsvihaulusuan lunisven ‘Vlf‘l‘iﬁ"U‘U’JEJIMUﬂa’lﬂimiﬂiﬂiU‘u’e]ﬂU
ailiutiveunaranumsaifigudouldifuagned 3 amsaeadimaysanmsdiiundngns
NIIANYILASNTZUIUNITISIUNITAOU Lw’eﬂ,mLsaummmuﬂﬂlﬂummnﬁigmlmaemm
Uszansan [2], [8] weN91NTl $78971UBAS World Economic Forum §43liiug v aeing
vinwe (Skills Gap) TAntuog1edaat lngasdansinuiugnUssaudgmeanulidaenndad
semainurYsILsIuiuAudasnisveseulusuan Banumsalfinanaseuldiiuss
unumdAnasnsAnwseiiugaudnmiunisesngiuineednszsuiuns leglawienns
ARLTIAIUIN Lﬁa'lﬁﬁl,'%auam'ﬁﬂﬂ%’uﬁ"gLLasL§8u§maém%3mlﬁaﬂﬁq§a§u [7]

Iumumiﬂnmmsﬂi“mumsljﬂuﬂuiaﬂmma Tay PISA 2025 lapeanuuunns
U5z Luumemmmmmm*’umwL'ﬁauiumﬂ‘m,ﬂsawamwa Wonsuftlymuas n13i38u3
sheaules Tsasveuiiinuddgyresinusfidanudonadostunisandeumduatis



aly Imammuwﬂsvmummauma gnsuitgmiluuunisudou wu nsldindedle
peufiamasiiionisdiaouvnnisal MvaassuuaAn nsensualatynimsineeans (8]
nsuanyAaInInsreuinesuazmalulagasaumealilldnenmioldunisisddyves
nsAnwseivgaudne Taslawizeded dluawrivndin sadeaiuinenisrouiinnes
wealulagfdsa uasimnssumans Fesndugedldinuensandefmuinlunisesnuuy
ganeinu nsulgvimunaila msaugensduls n1simsievideya wagnisaing
winnssudavia [71, [9], [10], [11] LL‘LJ’Jﬂﬂ‘uLmlﬂﬁl’mﬂaﬂLWENﬂ’]SL‘UEJuIUiLLﬂi&JﬂSNW’JLﬁ@i W
ﬂ‘i’e)‘UﬂﬁlmGﬂS”U’JUﬂTﬁﬂﬂaEJNLUU’iuUU Taun nswefeastgym (Decomp05|t|on) n13
fﬂﬁlﬁ)’liULL‘U‘U (Pattern Recognition) NM5AALEIUILETTU (Abstraction) LLa“’ﬂ’ﬁﬂﬂLLUU‘UUM@u
35 (Algorithmic Thinking) Ssanunsavludszyndldlaluvarnuansanuivuazaniunsed
339 MR WinwensAalsnaidsliunumdAyrentsnisu S eulinSendmiuau
wazgnsiseuslueunmn

TuuIunvesmsdnnisiseunisasuseaugaydnw (Higher Education) wiiin1sfin
W@emwanazlasunisnanfseyeandrening wasdannuddyes 198 swen1s@ne
SEHUQALANE IuﬁfluwwLﬂumwwwumummuﬁmﬁw 21 mlulmmmaaLWENLLﬂ'Lum‘m
Ineinsreufiamesingu wigasauaguludavnatansaivnivn [12] meuaﬂmlﬂ
‘Uss&mm"hjaman’mmw‘lwmnwmam‘m W 33Tnen, RAnd, swgaans, Inenmans
N33 UazInInen Lﬁa‘dw”lumsﬁ']mmL%’ﬁlawqﬁﬂiimamqwﬁuasmiaaﬂquszwﬁ
Fudeu [12], [13) fwddndnwiazidilandnnsnisAndeiuin urfnnudgmilunisii
vinvewaniulugnaudtgmaie ludemiviamemadenisdeulusunsuiiilassadn
%’U%’au fnnudrfidutslunsuidguiluideniviamemddtes wnlildsunstinduly
Usunilngan [14] Tnsawigluaniilildreufiumesuieinemans :mmmaau’tumﬂwv
ﬂ’]iﬂﬂL‘U\‘l‘tjum’a‘uLLauﬂ’]SLLEJﬂEJaEJﬁﬂmW uinvedvinuelududuia [12], [13] aﬂmmsLisu
nsaeuTIuINngnsfsiumsaieneannuifmeul vensinldiaiesilauazniw
TUsunsudundn aawa‘hﬂwLiaumm‘lama‘luﬂﬁﬂﬂﬂslw’mmiﬂﬂmmu’smmuﬂmmﬂmm
Tuanunsaififimnuninsuazlndifvsfuuiunesds uenainil auwpnFsdIusEHU
mmannsavestissudadudnilateviaiviilinisdaniseunsasuuvuieiuliannse
mauauaaéﬂ%aulﬁashqﬁ"ﬁq [15], [16], [17]
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