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Abstract 
     The purposes of this research and development were to 1) construct and measure the effectiveness of 
multimedia mobile learning courseware on honesty for early childhood 2) compare the learning achievement 
on honesty for early childhood pre-test and post-test learning with multimedia mobile learning courseware. 
The research was conducted with 40 third level kindergarteners Samrejvittaya School from the 2nd district of 
basic education commission Sakaeo in the second semester of the academic year of 2014 and were selected 
by cluster random sampling. The research instruments were 1) multimedia mobile learning courseware on 
honesty for early childhood 2) achievement test for pre-tests and post-tests for learning evaluation and 3) 
questionnaire for quality evaluation of multimedia mobile learning courseware. The data were analyzed by 
mean, standard deviation and t-test for dependent samples. The results of this research were 
     1) The effectiveness ratio of the multimedia mobile learning courseware on honesty for early childhood 
stood at 80.00:85.00 in accordance with the required criterion at least 80/80. 
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     2) The post-test scores after studying the lesson of multimedia mobile learning courseware on honesty 
for early childhood were higher than the pre-test scores at the .05 level of significance. 
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