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NMIIYTNR N AR A 2T ANM2"TN

, TN 12 D220 IR DIOND LPMIIN DY D'YIND DN IN
NNOND NT 9NIVYD WP .DNOY WP NXR D'IOWUD D
NN T NY'NN N5YIdN NMIYPNTILD NIDIDY
W DI JUDNI) INRD DY NINIWD DIVTH NI2WNDN
XI2PN 2N N2V ,ND'Y NPDIN'Y N2 TO'N NIYNINN
nnM2n 17N (Kuhn, 2015) n1H N1 D201 D'2'WUPD
DIWD DDINDI DAIGBD DTDINT TPTIIX XD DTV
JIIWDY DRNNA 1PON DR DIN TNIY DD DT JPIRA DY
JRODI YR NIYPN DY NIYIDY NDNIIND NPoInY

J12 0T N215W NHOR NIMNDIDY

19 HUd DXV IR UINY DTR HW NI RN MIWPD
JIWNDI NPV 99NN 10D IR UTD 12UnY 2000 IR
NIV D'ON' NIUD HW 1Y N'DNIP XN 1T N'0'02 NHYID
Ananiadou & Claro, 2009;) N12N2 NIYNINNS NNADI
NI0IVINI WTND NINID 1T NDID .(Huang et al, 2010
DYIV2 NYU'PWN ,JONN DID 1920 JUD NMHY DY 12
NPNI2N NPYPRIVIRD NIVUIDN NPIDTINN ORIV VIN
NPNI2ND NIYIDN NINNDNN NVUID 'TD TU ,NI'UDD
nnM2n 17N (Hadlington, White, & Curtis, 2019)
NITUI MWPN YR NIIYPN NN NIND NTIY

JYPNYUDN NIYNINNN DR DTPY "1 TN

5U21 IPD YUY NPDN IDIDY N2'UN JHNN RN DINYN
JIM2WUND MWD SW Nprm NHY%1n RN .N12anY v
DY D'DINN 2 DYTN DIWP XD NI DT NN
53N0NY DTRY DIWORD NYR 91 .(Runco & Jaeger, 2012)

JIDYIV2 DINDN DMWY

NMIDPD 951510 120INPTNOD PHNN NN NINIP NDWN
JTU2 ,0D 2N NN ,Npon HYWDY N1 MWD
TNID2 NAIVWN RN IMIIPA N2'WN ,UTDN NINNIOND”
VUTDN DDV DY TTIDNNY DTRY NIYWIRD R'NY DIUD
0OY UTD NTN2 DOWUID NING NIYXDRY NNONDN
N JINDI MOYNN NY2P 0PN 1DI07PRN YTDN NN
nnM2 TN (Dwyer, Hogan, & Stewart, 2014) '20'D
nrOMP |0 T NIMIIPA N2WNI NPNTY — 19X NP MY
:0 |2 DPWD D'IDINY DIYD ,D'TDINI NDIYUNN NINDY
DONNYDN IR D'XORD DN PY ,0"T D'WIOD DIN
T0MIR JOIN2 2WNY 722 T2 "NODIPY NIND” 21WNH

N nIn Inon NHaph

MAYN NIDPD XD R 1H0T NiR,Cs™n NVU2IR HY 9on
woNY NUTHY ,D0WIND IR T2 WDNWNY NYIDN NR NHYOID 1T
M12N2 DN2 WDNWNYI DMHUYT D'WID D'UoNY ,0IDIN
INKRD .(van Laar, van Deursen, van Dijk, & de Haan, 2017)
J15W NDPTDrN NIR'NDAN 7191 MY pON DN DYWIDIY
DMIND DTDIND PYN NNMIAN TN NI NAIWN DN NVHWN
1902 DN WRNWNY NUTH D TDIYN YUl ,TIPI2D IX 2WND2

DY TIn NMIX

DY H90NWUD NIN IR WTN IR PRYD 0T NTDY YW huin
DT IDKRD DY INILD NI JPINN DR 2NIND NI DIYN
XIDW 'MI2N PRYUD N2YWUDN NIWTN DIRTO TRND XD
NN N12INY SNHYN MIINNRD DY 115Y 'R190 NN
Mpn .(Escape Room) nnm2a 17n” X1p1 N1 'MI2IN pnwn
INXYY DNIVD .DONNWUD 54739 TUIMD RN LJ9 pRUNN YW
55N DWIdN DD NITN YW N NIYYDXRA DIV TN
D INXRD NN NP DD NN TN IRV TN
DIV 'YX D'UTIND D'ONNWNNY NIA0D W90 NHYID NPV
Ty DTN VIR DDA (Nicholson, 2018) 1T DNO'1D

JWTN T HID WDWH D10 NN TN pnunn

002 D'OIN DN TID'N NNDY 0’0101 IRIND D'VITIVD 11'DT
JTNI IDIHUNY TID'D RWIN IRNDN IXP 90 D'RIP IR INP
IR N9 D'YUPIND DI ,NII0NN D02 "T'PON” D'0ITIVDY
55N D'U1 DN XRHR ,NIN2AND IR NIRDD ,NINYIY PR .NDIYVUNND
D'XINIDI DWTDN DD INR DN ,NN0P NINRP IO
D90 ,00DID ,D'¥ON D ,DITIPIA ,NIVIVI NIDDIP — NN
D'TDIN 2 DYPD NITNN NIR DINID D'0ITIVON TVl
NITNN 9% .ADHUNN NNDY TU pnwnn YY1 DDTPNDI
]2 DIINNNI JODN 23 YU YIW IUWn 7w NNXRD NIY2IDN
TINHY NWUDHI YDA TI2UH D'OITIVON YD X DI NINIPD

JTDHY 1WIINY 1HID

TMRIIN AT AN ITHYW AR 1T NID'UDD NIIRNID
N00IN NTDY” XRIN JUXRIN :DMDID D'VINHR W 2OUD
’DIIN" NaIRDN NT'NY (Game Based Learning) "pnwn
SWnY ,0r0'02 0D AN 1T NT'DYY PNYUDY TN IDINN
NYDINDN TNVVPRIVIRI NVNIVIND NT'DY ,NYIN N20DN ININ
NN NTI2V DY RO TND TDIYN YW NIRDXRYI 'TD 21WDI
TN 21UD D TRIYY DDA 19N D207 XD JTIRD
7IND 12202 NXRT 9 NMDID NN9Y VT widIY ipnd
Jabbar & Felicia, 2015; Perrotta,) 2w'n YW np'v1 nwINN2I
Featherstone, Aston, & Houghton, 2013; Qian & Clark,

(2016

Pan, Lo, &) 2170 NxpN NPRDID NI RN WUN DIDHRN
noN norp .(Neustaedter, 2017; Soulé & Warrick, 2015
NIVINPDY NNIDN NIMYIVA NINIDN IIRD IR ,NIVTN IR
ITOW NN ,NNIDNA DAWNNI 19501 DIV D 1DHYY D)
NIMDIRDN NIMPID DTPY W ,WTNN 7'V HIN0NI1 TWH
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N2IN1 R'N NN IR AWND 195N YN NINIDIDY NITI0NY
oIy :Cs4™ NNID 19X NNIDID (2016 ,p2A NHNTD)
Yy (Communication) nwwpn (Collaboration)
:(Critical thinking) n'napn na'wni (Creativity)
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