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Abstract

The objectives of this research have been divided into two parts. 1) To study the content of
shop assistant manager using Knowledge Management method in SECI Model in order to gain new
knowledge for Game-based learning development and application. 2) To measure learning efficiency
through Game-based learning.

The study has involved 44 newly hired CP Fresh Mart shop assistant managers in Northern
area by utilizing the company’s standard training procedure for shop assistant manager in the
experiment. The content has been thoroughly distributed using Knowledge Management method to
design and produce game-learning application. The research has divided the employees into two
groups which are fully conventional instructor-led training group (22 people) and combination of
game learning in particular parts and conventional training group (22 people). The tools used in the
research are learning toolkit, game-learning application and specific knowledge testing exercise.
Subsequently, the test results are used to assess, compare and summarized statically.

In summary, the research found out that diverse approach learning methods made
insignificant statistic results. Thus, game-learning activity is as effective as conventional class room
method in terms of test result and hands on job performance. Moreover, this new learning from
Knowledge Management method helped provide a wide variety of learning experiences, such as

observational learning and trial & error learning, to the students without realizing it.



