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I Abstract

The purposes of this study were 1) to develop game-based learning management to promote innovative thinking skills
in business management, 2) to compare the innovative thinking skills of learners before and after learning, 3) to compare
learners' knowledge of innovation design, and 4) to evaluate students’ innovation performance. The samples consisted of
38 fourth-year undergraduate students majoring in tourism and hotel, selected by purposive sampling. The instruments used
in this study were an assessment of innovative thinking skills, a test of knowledge in innovation design, and an evaluation
form of innovations. Data were analyzed using descriptive statistics, including percentages, means, standard deviations, and
medians, and nonparametric statistics, including the Wilcoxon signed-rank test. The findings revealed that the developed
learning management comprised six components: 1) gamification learning environments, 2) game-based learning, 3) students,
4) teacher, 5) resources, and 6) content. There were five steps in the learning management: 1) challenging goals, 2) brainstorming,
3) creativity, 4) presentation, and 5) evaluation. The innovative thinking skills of learers after using the learning management
was significantly higher than before using the model at the level of .05. Learners’ knowledge of innovation after using the
learning management was significantly higher than before using the learning management at the level of .05. The innovation
performance evaluation results showed that evaluation scores were at a high level. The study's outcomes can be integrated
into teaching curriculum and training programs to create engaging and challenging learning experiences to enhance innovative
thinking skills for working in the digital era.
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B an152498 (Results)
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Winwen1sAndauinnssulun1suimsdnnisgsia §3dula
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Table 1
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2. namsUSeuigUsEAUTinYeN1SANTILInNTIY
lunsuImsdnnisgsianaunasnaen1sdanisiseus
RTIEH

The Comparison of Pretest and Posttest Learners’ Innovative Thinking Skills Using a Game-Based Learning
msiSeuiguinyensaaieuinnssulun1susnsInnIsgsNaneukas ainIsInNISISE U I8N

AMUIUAIDEY

Mean Rank Asymp. Sig.

(2-tailed)

ANANVBWINWENTANDIUIANTTUNHAUSIY - AINANVBIVINYENSAATUIRNSSUNDUS U

ANANNVAISEU < NOUEEU 1 4.00
ANANINAILSEU > NBUSYY 21 11.86 -4.149 .000*
ANANINAGSEU = NBUSHU 16

T2 38

*p < .05
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The Comparison of Pretest and Posttest Learner’s Knowledges of Innovation Using a Game-Based Learning
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(2-tailed)
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Evaluation the Student's Innovation Performance
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13 g3na Best and Bar 2
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20 gshehuiien 3
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2 3 2.5 fun
2 3 25 AN
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3 2 25 AN
3 3 3.0 AN
3 3 2.5 funn
2 2 2.0 f
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3 3 3.0 AN
3 3 25 AN
3 2 3.0 Aun
3 2 25 AN
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Table 3
(continued)
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21 §37A Perfecto Clothing 33 3 2 3.0 AN
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26 37U Softy Mekery 2 2 3 3 2.5 fann
27 gsfasnwdd Good Skin 2 1 2 2 2.0 0
28§37 Narizy Brand 2 2 3 3 25 AN
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