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Development of “S.C.A.M.P.E.R” Cards Game for Innovative Thinking
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Abstract

One of the important study skills in the 21st century for students today is learning
and innovation skills, which is a skill that allows citizens to live quality lives in the 21st cen-
tury. The objective of this qualitative research are for: 1) to study the results of use Cards
Game S.C.A.M.P.E.R. develop an innovative thinking system, 2) to study cards game de-
velopment guidelines to be used in various target groups by studying in the playing style
of the cards game or by participating in thinking, connecting ideas to create prototypes
and creating a learning environment, which tools used in the research study are Unified
Game Canvas (UGC), Student Feedback Form, Cards Game S.C.A.M.P.E.R. Usage ques-
tionaire and self-learning assessment questionnaire. The analysis of the data showed that
1) Cards Game S.C.A.M.P.E.R can help develop creativity and innovation skills to agree
level. These skills are fundamental to creating innovation. 2) Teaching and learning pro-
cesses that help develop innovative thinking processes should include: activities that build
cognitive skills and foster behavioral skills in questioning, observation, interaction and ex-
perimentation 3) Good application of cards game S.C.A.M.P.E.R. should have three ele-
ments : Teaching material clips, Cards Game S.C.A.M.P.E.R. and activities 4) Guidelines
for cards game development for the application of various target groups should have ad-
justed the flow of the game (Game Flow), Game Core, increase the interaction of the game

with the players (Game Interaction) and Game Impact.

KEYWORDS: Innovative creativity skills, Innovative thinking process, Card Game
S.C.AIM.P.E.R., Game Design
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7 gade

PRE-TEST POST-TEST
Urmillumsfaufioenues Amnlandiu (dan > 1n) fAlsziiiu (few > Jn)
Mean Meaan
HEREEERE HERER R

AustARTY (Knowledge)
1, un nmrn\nindﬁ'.n'.ﬁi{u (Remembser 42 5.1 455 258 95 an 21 73 ) 422 33 3
2. um g0l TR (Understand) 34 6.2 0.7 22 105 3 19 48 29 436 e am
J.um nmvm.'pnqmi'hl:h:'qnu‘lmi#n (Apply) 44 159 365 28 134 332 1.1 53 184 433 08 397
4. un sunclan oAy {Analyze) 44 151 408 276 123 328 19 43 2R 43.9 mE 383
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6. un s oA TRl (Create) 35 | s | 375 | zes | 150 | 338 | a2 4o | 200 | as | s | a0
AN ATHNET0 (Skill)
T ifms:m'\mﬂué\mnaun'mﬁmmneun 59 19.9 arr 255 1 218 21 53 239 417 271 ags
8. MinszarifnsrartiunsuTanri (Creative & Innovation) 45 158 are 282 135 33 2 5 18.7 41.8 26 age
4. inznmiemduita nuhumiﬁu (Teamwork) 49 152 333 32 152 aar 22 EL] 206 nr kL2 401
10, Freensifemalulad (Technalogy) 42 159 327 3.2 16 339 13 33 10.4 42 <k} 404
11. irrenafienns (Communication) 35 144 385 u 126 338 13 44 208 401 318 4
12, fmrenvnafiladgmoancniediaiula (Critical Thinking) FR| 139 343 3z 157 a4 2 41 176 41 B4 404

AR AR . . X
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