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Abstract

Currently, education must be designed to suit learners and promote
students’ creativity, leading to the creation of new innovations. Therefore,
teaching should be tailored to meet learners’ needs, developing them with
essential future skills. This research is an experimental study aimed at exploring
teaching theories and designing learning activities that foster creative character
design, and summarizing the body of knowledge.

The research found that a combination of three instructional approaches
is recommended: 1) Project-Based Learning, 2) Creative-Based Learning, and 3)
Brain-Based Learning. Subsequently, learning activities were developed, divided
into three main components: Activity 1 involved selecting topics to create
projects, practicing analysis, exploration, and addressing personal and social
needs, utilizing principles of effective collaboration, problem-solving, and
inquiry. Activity 2 focused on developing ideas, evaluating approaches to extend
characters into creative works and multimedia, and enhancing thinking skills.
Activity 3 aimed to refine projects through personalized learning. Among the
38 participants, 19 (50%) chose topics related to character design, with the
greatest interest in creating concept art, followed by animation, same design,
corporate identity, art toys, and keycaps. Crucially, instructors must serve as
mentors, providing individualized attention and fostering personal development
based on each student’s potential.

Keywords: creativity promotion activities, teaching management, character design
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= m

w3 TunaaifaeAnNiLUININITeRNIUURIazATENTaE19ETIANG
U

maammﬁ%’aﬁﬁalﬁwﬂ’uﬁnmaﬁLﬁ@ﬁ?jguuazé’qLﬂmmizﬁ(ﬂ'w 9 lonsaeu
unmmmamvﬁwammumﬂ 9 mwaﬂmsmquwgﬁiﬂmLquVL%f’LummsiumsLiau
nsdey Wetunounisadramanusia 3 m]ﬂismLaiaaumﬁ]&Jlmaiﬂiw,maamﬂmm
LmeamﬁaaﬂLmumazmqmiaiwqaisﬂmamulmmmalﬂu
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AT 10
LmanangsunIsiSsuaouiaauasunIIURRaT NG TIAA IUNITOONUUYSIALAT

Gﬂn“ﬂ 1 dndenirdaiioairsmacu Sinms dum

noulandnuioauazdn: _%1"
- AnmshawdauiuiBusdieiivszdniam (Effective
Collaborators) arﬁmninmwwnquuuu uanidsuuuadn
niuanIAY = 2]
- finms@nuditym (Problem Solvers) FAnbiinAnyy fanssunsiFeudouiive
it elopnis niwmann W duddunrudnadreassanu
waule

o
159

- Anmsfuidnzdum (Enquirers) = AnTiitinAnymaass DL RLEL

num’wanﬁn'znnulm W'\l'|la\)llu’l“’N‘lﬂﬂ'Hﬁi'NNﬁ#1“1“

Qﬂu‘lwa"mm*ﬂuﬁwnum

/RanTudl 2 simn 3 Ea—

uaireassAkazaulafiliiy
- Anvinwrdunisan (Thinking Skills) = AnlitnAnwiAnuan
N3y nnuu‘nn Concept ioulsauuafnuaznasu Lidads
uanuiiaei nddenuazassddlmi
29AUSINBUTRIANUANASINETSA 1) nisAnadas
(Fluency) 2) miﬁﬂuwuu (Flexibility) 3) mfﬂna,muwaaa
(Elaboration) 4) M3sAn3GuvaAnduuuu (Originality)

learning) = ¥imuImaIY

o > v
seyaramudnenmildululfvesdiFou

uagnudmuImImniazATiaug

wasuifaRiiiie Ussumuaauilévinezns
oanuuudazasla 1) Concept Art /2
2) Animation 3) Game Design  [f
4) Corporate Identity Design
5) Art Toy 6) Keycap

y<—

NH%IIIH‘IM""'I“M\‘\’\’W'I‘\“!W 3 wuw

um guarudeaiasn
1) m3doun 1s9nn1sEeuiuvulasee (Project Based Learning)
2) n'|wnm1ﬂwfmvauuuuuﬂ§1mﬂi Creative Based Learning)

3) m3dnioudlngliausaiiugiu (Brain Based Learning)

i

Pnlea AnssunsSeudeuiiodaaiuauAnasasIAiuNIToaNwUY
fhazas {Hforaumauvdnmsinmsieumsaey 3 sUuuy ledaaSuvinugsuns
PONLUUMALATENANUTIETINATIA 1) MIFEUMIaRULUUNSIANSRguiIuUlATIY
(Project Base Learning) 2) n1sdan1sieuinisaeuluuaieasse (Creative Base
Learning) 3) n133ni3euslngldauealugu (Brain Base Learning) Inganaunun1sdn
Aanssu 3 Aenssuadl

Aanssudi 1 fdenthifarieasimanu T dum aeulandmueuas
sau nuuasuumandnnisitlie

1) Fnmshausniugduseaiisyansnm (Effective Collaborators) Tng
Anlvindnwdnguees wanidsuuwifn nduansaudaiunassuilausudse
unly

2) AnmsAnuAdgm (Problem Solvers) TngRnlsitinAnwineaiudsteym
udhuanmseenuuulilevseduaiulinuiiaula

3) AnnnsduianzAum (Enquirers) Tnginlvitindnumaaesduaindeyame
AULDY MIANDULLINIID NS INaUlaulalaz s aumMEAULDY
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Aanssuit 2 auwAnUsziiuuumsieeniaasgnuaisassALaz Iy
aRdllAe
Hnvinwza1unisan (Thinking Skills) laglitinfnwAnuennsou Anaened
Concept Wenlowwmnnuazaany lidndenasuiiinerh nédenuavassadl Vil
Haousodingi3ouliAnaniiugiuesdussnouresmuinadieassd 1) msfnades
(Fluency) 2) msAntiangu (Flexibility) 3) nsAnazidenass (Elaboration) 4) N13An
Si5unseRnsduuuy (Originality)
Aanssudt 3 Wannanulvauysal
AnnszurumsiFeuionzyana (Personalized leaming) fasuazdoaiiuii
Unwlviiugiseu sedvinuaulawigiseunsyanansauinuinanugyanany
FnenmidululduesgiFou wagnuiunmanisihiasasiaunguacusiaisiie
Usuinvmanuiilivinenmseanuuuiiazastéd 1) Concept art 2) Animation 3) Game
Design 4) Corporate Identity Design 5) Art Toy 6) Keycap

dsduazanusena

NnuaM SNy ImdMIMgEinsEumsaeuiansndudiumuAnaiassA
Fdelsimauinsieumsasu 3 BeadugrumsianisBeunsaou 1) msBeumsasu
wuuNMsdansiseusiuulasanu (Project Based Learning) 2) n1sdAN1sisgusnisasy
wuuaiieassd (Creative Based Learning) 3) nmsdniSenslagldauelugu (Brain
Based Learning) InegidiiilmuneiatuasnelidiSeuiuuifnlunsasianaauigs
@379853A Creative Thinking WareankuunszUIUNSIEUNIsaeuLIdelAlduwImMe
mM3i3eunsaoulusuAave OECD Learning 2030 Tnesluuamsfianunsoaguuazihly
UFTRa3elaaE 1) fiFoududveatom 2) domideadudu 3) iomiosiiyaluia
0) flomdasiinindonles 5) evmarsaenadesiunsuszdiugFou 6) iemens
whufinsuaurany 7) emenslimadenurtnideu (The Organisation for Economic
Co-operation and Development (OECD), 2023) Tneitimunenisaousiionmu
HiEeulvilndunoyaddn aumguimsainsanuifenuies Aumaud uagiia
vinwpanmznamuawaula fensdeudiideidediissufneadeulssdiduney
WieasaranuBamuAnaassAlassinanWeNsTiUINASEIL deRRdastuLLIMS
M3ase nszUITiminTsFeuseaseassdainn1snsedu (Mastering Growth) 84
Ay 29¥lng) uazuge Waka (2563) Uszneudie 1) dannsieuiinaenndesiu
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sssuAgieu 2) MdeRivaatvayy 3) WiSeuliszaunisalnss 4) 1WESeun
Concept WUGTR 5) Wiidsuuaniudsueus 6) faoulisnduuyisniagou 7)
Ussiiluuaginmuauinivih 8) Wewariaminnssunsdanisiseus
NnNanIIIILNTIdEnINsesnLUUAINTIINSEBUNSADUTIAIN S0
iuANLARAIIATIAGNUNSERNLULFAEAT BenuwaAnnTIdugnssuiunsasu
masUnUTINNgufegsidenihdefiistesiuniseenuuuiazasinau 19
AU Mnd1uugiFeu 38 au Anduiesay 50 MnThieduy waingruawadlaly
N1380NKUUAIYATUBIRLLBITINAUTINYEAUANANAT AT IAgN TTRIUIAIae AT
WunenufadtidedlefFoudrimaanssunsBounisaouinianssud 1 daden
vhdeuiteadnananu Ainsigi fum aeulandaueaazdiny Aanssy 2 Wannwunde
Usziiuuumnedesendiazasguuainsassatasausiafiiie Aanssud 3 Wamna
nulvianysal Wngilnnszuiunsieudianzyana (Personalized leaming) wuinisey
AU130FABEDAANUYBUIINGIALATIINAUTINYEMUANUANATNETIAGNTATNETTA
naulavanvaneyszLausznaunae 1) Concept art 2) Animation 3) Game Design
4) Corporate Identity Design 5) Art Toy 6) Keycap Founaiildaenndomusya
TRIATNARESIEsIAves Wiiaes (Taylors) luszdudi 2 wax 3 ¢ Tnewdians (Taylors)
Iiudesesul37 5 sesusall 1) seduadneassdvesnsuansean (Expressive Creativity
Leve) seduidumsuaneenvasnnudnaiassafivnauilegudilansssumiiiios
nauanIoenu 2) sysuainsassamiamaila (Technical Creativity Level) 1upanudn
awassAnldanumadnnsuagmamaia Jeyanaeadedddvinurildiiousinge
TinsuansoenvesaruAnainsassdifnduldunuelaglisndusenduddn 3)
sefuadsassduasAsseAvg (Inventive Creativity Level) sduifasusnguasuds
UsziwsuansdsrnuadeaaniuunanufnueswmuiesaiaassaawseAugln
sheguuuusagismsiilioglunginamivuuiiy Tnglilldaenideunuuinainlasusii
nutuarilaudufoudafing 4) seduatisassduesuinnssy (nnovative Creativity
Level) unsU3uss dinudas Tngldmnudnuazisnisitothiausrudndisuaing
winnssulyal 9 Sewiuats uandifufinnuannsafiuanssanidu 5) seau
a$19a93hv03UTINgN190] (Emergent Creativity Level) sefufifuaufnasisassd
fugeaniisnunsanios duwuiigdlsiflasmuintou (Taylor, 1959, §1sdlu Lestie,
2014, 91985lu Yeyaung) 15t 2565) éﬁ'&fuﬁqaqﬂiﬁinmnﬁaﬂssmmiﬁﬂumsaau
w3 3 AnssuaansndnaSuANLARaisaTIRiuNseenuULRazAsesl Fould
wioiluduvesfianssugesiifeatesionmunmuesnanusiasasiifiduasneiu
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wu WifSeufnvmanuiluFesiinuesauls Inlilesed Aumiuimsaiiona
nuwdrhausuanidsuunfanielundy MnduasuaUssdiuuuAnveines
wiouaiauIuAn faouassairilandfiimeniuendosnaifinuamligFeu
Anvuvuneyanaiitenszduliindnds ulhAnnsFeudBsdnuasdnmnwmon
TiAnogs Weales fsvuuduneunasyinnisnmasouauamuamanuegiudumm
\uszey Fsaenndosiunszuiuniseenuuufiazasyes Seegmiller (2008) i
navUIuNTEeNLUUIaEAS 5 Tuneu Tiud 1) nsseytlym 2) Meleseiuagnisan
anududouvestiamilliaiiande 3) denwnfAniiffiga 4) M3nediazas uaz
5) MIUTHUNAINS UaznTEUIUNSIEUNTAUADARNDIADN TOULLIAANTAT9ATIA
nussnuUUMazAsYas 95561 ngledu (2564) 4l ewdiniusuasesdusznautis
a1 1) msadeiazas Afeshiliadessn 2) msuanseenvessiazas Adedls
anuddaidluniuagiins 3) Sunsumsesnuuuiidesdumdeya fvusdidn
wwifinag 4) asAusznevfaluagnannisesnuiuy
MnransAiunATeidelsasulnaianssunsSeudeuiioduaiuni
AnasneassAmuUNITeRNKULMAZAT tnnsNaNkaunannsian1siseunsaou 3
sUuU Lledaieduvinugiunisesnuuuiasasganuisainsassd tasdnfanssu
3 Aanssu Aanssudl 1 Andenvhdeifleairamaciu Ainsizdt dum aeulandaute
wazdaen neflnlvigiFouwihansmivgdusgrediuszansain Annsaauddym fin
nsdulazAumteyadienules Aanssuil 2 auuuiAaUssidiutumasiosen
farATdnuassaTsALaznulaiiielagindTouiurinuvedunisha (Thinking
Skills) ﬁyﬂﬁﬁaauﬁLi’jmmaﬂﬂQL%‘&JuWﬁmmﬂ'ﬁugmaqﬁﬂwﬂaumaqmmﬁma%qaisﬁ
nsfnndes NMsAnBavgu MsAnazdeaase MIARTELMTeARULUY Aanssui 3
Aauranuliauysel Inginnszuiunisiseuiianizyana (Personalized learning)
FsaonndoatusUuuunsBeunsaeulUUNALNAY I AaUAnmmauuImansan
WavankuusIniunIsiseualsUjua ﬂyimﬁm&ﬂ%"aqﬁamaﬁmm WA
ANNARETETIAlUNTES NN URaUrvesnSsulsaNfAnY) neulaty ved algissu
\ANgY uazAny (2566) Usenaudie dumeu 6 dunou fuil dunoudl 1 n1sata
wssdumalauaziainnaug (M3sud) nssviunisaiieasse Jevnnsasienufads
wadlansaimany wazwumamsidenldgunsallumsaiiaasse enseulsiiSeu
fonsdududeyaly sunoudl 2 nmenusuiandifeenng (Mssud) Ansandae
mnufianudnle TinsziasimalnemsesnuuuAnnsyuumsitowtlamii
Haeulifidoufinnsandoyaguuuuilazinausdunoud 3 nisnszduanufaveny
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mwm (mimauauaamaqmm) (St|mulat|on of Ideas, Expanding Knowledge) An
LLavmammmu Fumeuit 4 MmeSisuadvassArany (MRNUJUR, n1snsevineens
F1ugy) (Originality Creative) Ynn1svageuaNufgIuauansanuAney awleUfun
nausasRinduvinue ienadeumaliauaziEnsTivanzay Suneuit 5 WannUsegns
HaU (N3UsEend) (Applied Development) aslliaufjiRasismanuanmelinuay
s Mmnzauilan WevundssgndresenuazaivassinanuAalznuuuifn
Wzau Juneui 6 Inndinnsal-Ussdiuna (Assessment) Wumsinndianse]
SAusEnINGSeuiuiSou uashaouiugitou

AnmRnssudsend

UNAIRTBE8Y NSANIUITINSAO UL AS A UAS 1 9ATIALAZIY
SARfFeTninwenseenuuUiiazas Wuduniwedasinsidodes sonuuumsideu
nsaeulanlmifionisnaunaunszuiumsiousianzyanariiogsimunindng
PMUANLARES19ESIA (Designing a New World of Teaching and Leaming by Combining
Personalized Learning Processes to Focus on Developing Students’ Creative
Thinking) Fsléuyuativayuanmeau Ieuasuinnssu aatiumalulad ne-guu
Ynsfinwn 2567 HeiliseromeveunszauAnzns MR UATUAuMsTavh
Tasemsiseun o Temaiisne

Jarauauuy

1. fanssumsiSeumsaswii 3 Anssuanunsathuiuldfundnnisiseuns
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Suwuulasenu (Project Based Learning) 4AN15i38u3NIaauLuUa319a536 (Creative
Based Learning) LLazmif{TmL%'&Juiimﬂ%auauﬂugm (Brain Based Learning)

2. AvddnfedintanssumsisounsasudesazdoaduiiuinuiliugGeu

foslinnuaulannfiSauneyaranieuimunanuseyanamudnen midulula

VBIIYUDY U
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