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Abstract

Experiential learning combined with design thinking enables learners to engage in self-
directed study, which aids in the development of their learning and creative product design
skills. By utilizing the experiences of instructors or creatively employing existing works,
learners can effectively address the needs of digital-age students. This approach fosters
meaningful learning, enriches experiences, and promotes valuable outcomes. This research
pursues the following objectives: (1) to design an experiential-based learning process utilizing
design thinking to bolster innovator competencies; (2) to construct an experiential-based
learning platform that integrates design thinking to foster innovation; (3) to evaluate the impact
of the experiential-based learning platform on student innovator competencies; and (4) to
assess the level of student satisfaction with the experiential-based learning platform. The
study's population comprises 15 third-year vocational certificate students from Ban Pong
Business Administration Technology College during the second semester of the academic year
2023, selected through stratified group random sampling based on predetermined criteria. The
statistical analyses employed in this research include percentage, mean, and standard deviation.
The findings indicate that (1) the applicability of the experiential-based learning process
utilizing design thinking to enhance innovator competencies is rated at the highest level overall
(Mean = 4.51, SD = 0.22); (2) the development of the experiential-based learning platform
within the Metaverse using design thinking is rated at the highest level overall (Mean = 4.67,
SD =0.32); (3) the assessment of innovator competencies yielded a high level of effectiveness
(Mean = 4.65, SD = 0.25); and (4) student satisfaction with the experiential-based learning
platform is rated at the highest level overall (Mean = 4.65, SD = 0.44).

Keywords: Experiential-based learning process; Experiential-based learning platform;

Metaverse; Design thinking; Innovator competency
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nszaulwivasaaiiou (Virtual Whiteboard) &wsunisantuiinuaginsies

Joua

o fiSpuuanidsuarudniiuiuiiousiunguuazdaeu Weswiulnseideya

o

wazszylaymnddny

2.2 Myuavauundeyn
(Define Scope of Issues)

Space: #udmsUAINTIUNGY (Collaborative Spaces)

a

o fissusauniuimuaveulnveslymlasunsinsest lnaldia3ediowu

eXe

Mind Mapping %39 Diagram #i1¢ 9 vunszaulwivesaaiiou ieliveuiun

yeslgmilanudanuiasimngaudmniumaiauituwimadllutuneussly
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N3TUIUNITFTBUSTS
Uszaunisalflenisan

LY999nUUU

fanssun1seuinisieuiiteussaunisel

NIUINTAUGRARIBNNTAALTIDDNULUY

3. @5UUUIAALATTEANAD

uAn (Conceptualize & ldeate)

3.1 asyuuifn
(Conceptualization)

Space: ﬁaaﬂs:@maﬁauﬁq (Virtual Meeting Spaces)

= 1%

o Jsudngrosssguiaiioudsuiioasuunfnilaanmsieseitym lngly
nszalwivesaaiiowiioTiusinkuAnuazteslesiunguiseaus
NleiSeuan

o Japuuugimietiglunisdanguuuifnlilanudaaugdy

3.2 STAUAIUAR

#519655A
(Brainstorming ldeas)

Space: vieaUseyuiailouass (Virtual Meeting Spaces)

o f3sldiuiifesssaplunsssauaudn lnefaouasnsanseuligido
Tomalinn1sseauauAn WU Brainstorming, Mind Mapping 58 SCAMPER
Kuasesiieniludnmauninifieatsassduuimadledgmivainvians

o {FouauenuAnlsoindasuazuandsunAaiiuiuiiiousungs

Tuaass

4. a519funuuLaZNAaaY (Prototype & Experiment)

4.1 WAUAULUY
(Develop Prototypes)

Space: vipaufjURN1stadowa3s (Virtual Labs)
Aspuldiuniesdfifinsaioudssuiieaddiuwuuveuifailasunmsdnion

o Jisouldinsosdiooanuuuauiiiludnsnauglaieaidlumaveswiuiuy

4.2 NPABIAULUU (Test
Prototypes)

Space: vioaUjjURin1stadonass (Virtual Labs) visefiuiivieasdaiiou (Simulated
Testing Spaces)
o wdINHRWIAULUUESIEY HiSsunnassiusuuluannwndeuaiowsss

eXe

ISHUNAFDUAINAINITAIUNITTNNUTBIAULUUTABTIADIEIUNITAIAN 9

yl

D

p1aiaTuluan uNTalase Inedaeuaunsaldngislvdwugdilunis

USuUsaiusuumunadnsnliannismaaes

5. nagauazUIuUse (Test & Iterate)

5.1 naaaulu

ANTNUINADNTY (Real-
world Testing)

Space: WundnssAnsiaiion (Virtual Exhibitions)

a

o fEpuihfusuuiiauasduluneaeuluanmuindeuaiioussafisiaes

Ashanululanass

a

riseuiauesuuuulviiungudldasandiaedlu Metaverse lneglildneu

Y% '

AUAULUUNTIUBDINTITUBIAULDN

o Jaouliinadaunduiiousulmany
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NITUIUNTSFBUT fanssun1sEeuinisieuiiteussaunisel
Uszaunisalfaenisin NIUINTAUGAARIBN1TAALTIDBALUY
SRELLNT
5.2 USuugauag o Space: fufidwmiuRanssungu (Collaborative Spaces) n3evosfoans
(Refine & Improve) \@ilouasa (Virtual Labs)

o naNlasunaleunduannisnagey fiseuuulaasiamnfuLUY
luundwsuRanssunauvisereslfiinsalouss
o JssuliteyanliannisnaaeuniiveyTuniswiuuuuliiuseangam

AN UAUBIAIINADIN SV LT lARE Y

n15ld9nsaugdalunisifeusidelszaunisalatonisAnidseanuuuy eI 1oy
Wawwinnssuldegresdusedniam fiSouauisanaaesazUsulsauinnssulaegiasinss
POUALDIRDAINNABINTTVO LU liaEsliUssAnsneg
1.3 nszuunsBeuiifassaunisalftenisinidesnuuuiiiaisiuaisaussauzuinng
JuedesilolunsdaaiumsiBeudiiiudnsnaugiiaysannistunsiaianssunisisou
nsaeusgUwuuNSSeusBsUszaunsalienisAnidasanwuuiduwuivisdunisesniuunis
Founsaoulunisiamnanud tesuaduanudiladfiensvaussanudesnisvesiSouldegis

NN

1. Engago & Empathie 1| 1.2 Collect User Data

“ES“;N T"’”/(/A' — 1.1 Explore & Identify I
‘\%\\ 6' — 1.1 Explore & Identify Issues

— 2.1 Analyze Data

. Reflect & Define |
& Define L. 2.2 Define Scope of Issues

5 * 3.1 Conceptualization
3. Conceptualize & Ideate |-

- 3.2 Brainstorming Ideas

—4.1 Develop Prototypes

4. Prototype & L.4.2 Test Prototyp

ace
Y it

Student 5.1 Real-world Testing

S Tast & tacats ts‘z Refine & Improve

ade

A 3 NTEUIUNSISEUIIBUTEAUNTSalaIEN1SARLIeRNIUY

WiBLESHES9ENTTOUTUIANS
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NAMA 3 nsrUIuMIBsuiBeUsraunisalmenisAndseesnuuuiiielaiuainsaussauy
uinns fesdusznoudsil
(1) Uadeiindn (Input)
(1.1) &{138u (Student) (1.2) s@ou (Teacher) (1.3) malulagnisiTeus (learning

technology)
(2) nszmumiﬁauﬁ (learning process)

(2.1) nM3i3gusLBaUszaunisal (Experiential Learning) Usgnausie 8 Fupeu fail
1) dumeuatrsnrwaula 2) funeuadrssraunsaizussa 3) duseu numulszaunisalsussay
8) FuneudaunaufAzonazasiiouniudn 5) Juneuairaluimi dunsuasuniuAnsivgen
6) vianmIuazasiamg 7) SuneunaaountsUszgndlinimg 8) dumeunnsununisufiRnuludy
naly

(2.2) A2UAUNITAALTIODNLUUDENTIYaIn 1 3 d2u Usznauaiy 1) nouliou
ﬂ’]iyjimﬂﬂ’]iﬁ‘uLL‘LDﬁ@ﬂ’]iﬁ@ﬁﬂ@@ﬂiu%ﬂﬁﬂﬁ]ﬁmﬁﬂ wazmvuadgmlitalau 2) seninassu
MIysanMsiulaAnnsAndsoonlunsssauau@n uazaisduuuuiden 3) vdadouysannis
AUKLNAANIIAALTIDRNTUNINAEDY KaTININAUYL

(3) wawan (Output)

' v
vV A a =

WunadnsAanadu Tawn 1) aussausuinng Auaiunsalun1sAnas19assh wagimun

unAalnd 9 2) nadugrisnieimsFeu WunsineivesGouneuSeunasvdaden
(4) watounau (Feedback)

Lﬁumiﬁﬁayjammﬁguwawﬁm (Output) ihnsulUidudeyaloundu (Feedback) lud
nsUSuUsansEuunsiseus (Learning Process) waytadeindn (Input)

1.4 wamsﬂizLﬁunsx‘u'mmiL%'Eluﬁfl,%aﬂizaun'ﬁaié'aamiﬁﬂL%eaamwuLﬁal,a%ua%"m
aussauzuians wud idrvgydanuAaiud saduanumisanvesnszuIunsT sud
Fauszaunsaimenishndesnuuuiiedsuadvaussauzuinns fanumngaulneinegluseau
1niiga (Mean = 4.51, S.D. = 0.22)

noaufl 3 HANITWAUILNAANDTUNTITIT B U LB sUsEaUNISAlA28N1SAALT 19D N WU
\elEsuadsaNssauzLIANg fiswaziBen feil
3.1 LLwaMWaéun’mﬁ'&mi’@eﬂizaumsaié"aamiﬁﬂL%eaaﬂLLUULﬁaLa'%aJa%'Nammux

UINT USLNaune
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(1) “ieaiseutadiauass (Virtual Classroom Spaces) lddmsunisussenedn n1saeu
Luungy N3daRanssunsiseus nedileddunisidnsunuuiealndity nsuen n1suysuiiee
wazn1slinseanuliveiaaiiondss Faieiiudssdnsamlunisdoasuasnmaiious

(2) WosufuRnisiaiiouaie (Virtual Labs Spaces) lddmsun1sinufdd nsasna
lunaauili viesufuanisialousisdrglviseuanunsanaassazinjudluaninuindoy
aenduuazlidanudsnss fissuanunsanaasinsidnunioowazgunsalsing 9 191809
= = G - = 1 = P
Puulu Metaverse Fehsanaldinguaziiunnugavegulunsiious

=

(3) vinsayaadiou (Virtual Libraries Spaces) lddmsunisauain n1seu n1sfine
AIEAULDY YsaRAElioudnAuNSNeININITFEUsA1N 9 W nilsde uneiu Idle wielafilife
ﬁﬁaummmLfi’hﬁaﬁamt,ué'lﬁlﬁdwmamummﬂammm LAZENNTOANYILAZAUAIINIYAULDY
Tugnnwandouildeuasy

(4) ﬁuﬁﬁm%’uﬁanssunzﬁu (Collaborative Spaces) ﬁuﬁﬁm%’uﬁamsmdwﬁwlﬁ
Aespuannsaviusuiuldegediusyansam

(5) fudianssanisiaiiou (Virtual Exhibitions) Td&@1sun15dL@uanau nsInuLans

Wadafiey n1sUszliunanu issuanunsodnauenanuvemulugluuuiaseassd

] Doy 28 CI
b )@ |
| A i

|

A 4 unanseiunseuddeUssaunsalienisAndeenku Lo ua sauTsausEInng

3.2 wan1sussiduunanwasunsiTeusidussaunisalalen1sanldeaanuuy

W BLATHASI9ENTTOULUIANT WU WnanasuNIsSous s TEaun1salaien1sAnliseanuuy
Walasuasanssouudnng dauninlassineyluseauuiniian (Mean =4.67, S.D. =0.32)

Ueeiianfe mMunndsenauvesde (Mean = 4.50, S.D. = 0.59)

P a (% v o o ¥ 3 [~} 4

aauf 4 nan1sussiduanssausuinnsvasdnifeuniseulagldunannasunisisous

a 33 a a o) = o & ! v A = 4 3
Wauszaun1salaqenisAnideeanuuy dsieazdencil nudn dnissuniseulasldunannesy

= v a %% a a = 1Y) [ Y -

N3REusIsUTEauMTalalgnAneeniuuiiaussauruinnsagluseduuniiga (Mean = 4.65,
S.D.=0.25) wazdesiign As n1saawnuntsandulassusuraduszuuiidunaunisaniua

¥aau (Mean = 4.40, S.D. = 0.51)
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paufl 5 wan1susziiiuadnuiawelavesiniFeudi s oulasldunannadunissoud
\BaUszaunsaifaenisAnids wuin thieudiileunanosunisiioudideszaunisalsionisan
\Feoenuuuiileladuaiaanssouzuinng damfianelalaesimeglusefuanniian (Mean = 4.65,
S.D.=0.44) LLazﬁaaﬁqm Ao mun1sled (Mean = 4.40, S.D. = 0.74)

anUsI8eNaN13INY

1. msUseidiuanssauzuinnsvetiniSoudiSeulagldunamie sunsSeuiideszaunisal
ArEN1sAngIeankUY WUl nansusziuaussauzuinnsvesdnieulunisiduuinng daiy
wanzaulaesmegluseduanniign (Mean = 4.65, S.D. = 4.65) flosang3duldvinnsdansgs

a a

a Y . e{' Y & aa Y] =
nrUIuNISisews (learning process) MUsenaudie 8 Tuneu NilUsyansamlunisdanisieuslag

(% (%
vYa o

W 3orvglunsussiiunagliduusilunisesnuuuligide Tasfiduneuduldud dui 1 a¥s
awauly Tuil 2 afeUszaunsaizUsTey Uil 3 TunumiulszaunisalgUsssu Tudl 4
Tudunaufisenavasiiounnufn dufl 5 Suaireluimiussse duil 6 SuazuauAnsiugen
nannsuaresdand duil 7 dunaaeunisuszgndldaiud dudl 8 furaununsUfoRnu
Tutusioly Fadenndastuauidoves sed idead (2564) Aldvinsideideafunanisdafansau
duasunsiduuinnsvesfiSoudionszuiunisansulnsdulunnes (STEAM4AINNOVATOR :
S4l) ian1539s nud1 Aenssuidnadunndnvauzniaduuinnsfunadufuasnuianssy §nd
Aandi AnnagndidsuinnssuuazAniingie fnandnvesngusitunnngy Tnefidnaiansn 35w
uunAnieosnuuukaradelusunsy nasu-guuanmsailuldould asdand way devenld e
fndunanisSounuinidninadugnsnmsisousgluseaud

2. wansUszifiunnufianelavesfiSud v suwannesunisiFouiidsszaunisal
fennsAnldsesnuuuiiioladuasanssauuinng wuin miufanelavesifeulagsu dadny
wvauegluszduuiniiaa (Mean = 4.65, S.D. = 4.65) 11l pa971ng 15 suldldaruausa

MUNsEUIUNTSeusNIdelaeenwuuliludnuuzreintsiseusuuuiinues (Active Learning)

Y

ada

anunsaimuieenuuuuinnssuliegassaTdwmalvgisouiusqilanasinuainadenisisous
doaistunuuinnssudaduguanifvesinuinng aonadestuemidoves fissing Sunga (2566)
filddaRanssumdousmeuinnssunszuiunisuims KCNPB Model Liledaiasunisaiiauinns
dvioatuvaaouuaziinisey Ingnan1susziliunnuianalasenisldguuuunsuimsianising
pelAn KCNPB model LﬁaLa%ma%’wui’mﬂimEJQQ’aauLLazﬁﬂL%au 15UF8UNMYIUIALYNINY G

wsysal wudn teenmsiuenuianelavesdaen ypains wastiniSeusgluseauuniige
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VOLAUDLLUY

Jarauanuzlunisuinalaeluly

Y a

1. aoudnwiadsaduayulunisnisiieus i8euseaun1salnun15AnE 990N uY

Y

v =

Y03 138w Fenrsidumnudainisuazanuaulavesdndnwies lnglidndnwiinnszuiunis

YBINIFYUSLNOUTIAVTRAUG VTN

YV a U

2. anufnwadsinisldvnalulad Siudunszuiudanisseusineligiseudunnsua
174 o0 Aawv g’l 1
Jarauanuzlun1sniiveasesaly
1. A3ANYINANITITeUS U TEaUNITalAt8n1SAALT 00N UUT denasaausTauy
AUBY 9 VB ITEU LU AuausalunsuAdann anuAeaseassa nmswnlynidainassa
Wuduy
2. AsinsiiuEeifleludrudavunssufiaiuauttaulaliwassieasd un biwn

=

AT RLREY

LNAITD19DY

Ly

dinauaniznssumssinmduitugiu. (2562). uwamnsdmamiemuiuassuasunsiSous
(%930 (Active Learning) milulfvaaﬁmmz?ymﬁilwmj Annflman nsEnTIsAnedns.

fiszing fumga. (2566). MaWALILIANITNTEUIUATUIMS KCNPB Model ilodaiasunisaing
winnsgvieassuvasaounarinioulsausosunmgyauiwninerdemysysal. 295575
AgmansUye. 2 (5), 26-38.

59 1dee3. (2564). nansdananssuduasunisiluuinnslegldnssuiunisaniulnsduluiimes
91 nsFeulusunsumeufiamesifiensdnun. 275915998uazUTANTIY G070UN75

9172 ANYINTUNUNIUAT. 4 (2), 37-52.
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