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Abstract

This article analyzes the development of employee competencies and resocialization in the
post-COVID-19 crisis era. This necessity arises from social distancing measures and work-from-
home policies that have impacted crucial competencies such as collaboration, communication, and
adaptability, all essential for enhancing workforce resilience and organizational transformation in
today’s environment. The authors therefore propose board games as an alternative tool for
experiential learning, which have outstanding qualities in fostering engagement and enjoyment, and
in simulating real-world situations. Board games concretely help develop important competencies
such as problem-solving, collaboration, self-management and management skills and also
transmission of organizational culture. This approach is framed by Lewin's 3-Step Change Theory,
emphasizing unfreezing old behaviors, learning and behavioral change, and refreezing new
behaviors for sustainability. It is coupled with evaluation using Kirkpatrick's 4-level model:
Reaction, Learning, Behavior, and Results, to ensure that learning through board games yields
meaningful and measurable outcomes.
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Junaulsasiaennll

Uil 1: Yuazany (Unfreezing) nendasiumsiinsizviuagitiadeasinsinedideviglunsiaun
BIANTIINNTVIUUUABUNNY dunwal nsdane visedeyanienil TuilifettesiumsuSuldsuinuniuay

noAnssULeasenuIAndsanudanislunsivasuwdasising q dadu nsaglduesanulunisdnnis

SeuslussAnsagaesyiminnureinuviauaaueslsfidesnsiaw vseenaieaiisnuntiounatgliiu

NIAINGANTIUAIENS TN 31 aUud 2 Suaew 2568 dvandlay anduddengRnssuenans unInendeesunsunsilaa



The Periodical of Behavioral Science (PBS) ISSN 3027-8805 (Online)| 101
Vol.31 No.2, December 2025

wilnau seundedenviseaisuainnulidenndoiuingUsrasity 9 laglunisasisueiainuiasinluly

Y

wieiveianudegualuiswmaiaiigauailidmnusudnudadvivansaunuilenasendenisinnig

Y

= @ =
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(Dynamics) uagaAmAUYREY (Aesthetics) aztheliuasanuiuivsanuaynuaninnsdoud mnuosauny
satuissnuaynlnsaziaadimnensdsudasisely inudufonduitesnsasiduitaly (Hunicke,
et al, 2004) M3EenNLTLNzaNSosRTaN 4 du laun
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nsfnuanginssulatneniaindnaziinainnislduesany dmsunisussliunanssnuiiafianiuneliiiin
NafmanulgIuagals suadansmantuluaunseiuau Tussezdaruisaialeananeds wazan
wanviaemas nanafe Ialdvane slngldluuaeuniuiionauAtegTaEIRdeINITIALT Luunageuin
1 % A o a d‘ v v 1 Y v 1 o Y A '3
Aouuazvas vsedauUaneaiiabidiaw/ndnaulaidszaunisallunisinanuivieUszaunisaiain
1 6 v dgl 1 v a U 1 Y o [-¥) 1 1 % d‘ v 1 4
nsiauveianuluszendld wenanil uwaseyalunsussdiudililadndneguandnauilaauuesany
WY LAEENNNTAIUNNNANENDUIINNY FUTNU SanSiUAsULUaI e uA UL
dmsunsusslunadnsmiAndu Useiliue1aioniuileauagarsauasseenIlA AL s ALYDs
[ I3 a . A A U ! a 2/ LY A v o 1
MOUSTANA UAZDIINTIVADUNTAINGRANTIY (Refreezing) LiveBuduINsiSeuiuasinweainuiazinlug
a 1 1 d' o:/ a I I3 a o a 1 [~3
nsUssynaldlunuisuaregiwaiouasdstiy agelsinig Missukuumsdssliveradiliunisegnadu
FTUUMILANDU TENINE LAZUAINISHEY A5 INadnsNludnaulud SN wasdnsSnavesaisuaiain
Asayn MTlEsUsliuvanvany uarAilinnuuwanssvesiau/madnnumuusunmsahluldes
nsalAnen N13dRANTsSEUIAlsUaTANULAsNITUsEIEUNG Y89 McDonald’s UK @3suaiany The
Welcome Game TduUguiimemsinaulvy iveduasunsidiusuiavasennuduiusluinvousiagaiu vosa
nududusdligissuasiofauaslinauununmsgaladiiesedaufes vesanuiiasinnuinme Jaym uas
anun1sallun1sNUIT Bmadnsvesuatanuneulandimtnau Nl wazesrnsludiesuijus (Focus Games,

2016) WenenunSeuwiuunin 3-Step Change Theory uag Kirkpatrick Model S51eaz18ensan1s1e 3
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M54 3 FIagNnsaAN®Y) The Welcome Game %89 McDonald’s UK

3-Step Change Theory Kirkpatrick Model

Whvane: 1) McDonald's diesnisidsunisuguimandnaulng Tnegiseuldiusiu iiuuseadnsam wazdny

fan15U L UTETuS U 1,250 @191 AU Ul UIgwaEsTUABUNISYINY 2) Aaanishantnauludasng

Ao v

Uszaunsaliafiugnan

[y 2

Uil 1 Unfreezing Maduesans wuan wilnoulnddilng

Wanny: The Welcome Game aaniuuinlininaulasunisasusy  1Duenivuwazenaduauwsn

wva o

98 9eUgU R udeslf URtugna nsUguilnanineu

Y

Tyiuuuiay
fiins: People Manager Stunummlumsesuiewny uasidosloailom

wriusdmisng McDonald's wagdanangingsy
{4fi 2 Changing Reaction-sevin: funnudunaliludaya
M3AIuNE: The Welcome Game gnintliuguiimeusiaganan WannmsSeusuasdonledluss

4

n1safrauszaunisal/naln: Judnsiuladnadunislineunazasne  Leaming Reaction-vdansiau:
UszaunisaignAnda vesanuaiienisideuiuvunaunaiy  Yevas 67 flauddnausuuas
(blended learning) it lWiauiilansduszneugesiidudougnmsin  nszfiodeu
andlalun e nefiuanuaynudnnniaule watnsves  $esas 77 senuiiueianu f/een
insumseAunglumsinuduiiy Jgmnstinsgnd Seas 18ew
Tirwulafninset Ussyndld uavassassdwwamdninewdly  Learning-vidanisiau: Sevay 84 1dla
UfjuRasa uumAtudlefieuiuron
dunuaunsadunaujiseuazngAnssuseninanisiau uagldilu

JoyanauMsiseu;

2
[

U7 3 Refreezing Behavior-masnisiau:
UftRegnaflanumne: inudaaialifiaanslimey Ssadummidndy  Sevas 96 Fandulalunslimeudugni
druntlwasfiuuasussenmaiidisufestunaihnussdiiourany  Seuay 35 Fanmaudwsununzusn
a1 Setendnailmlvensuianusssueseng warvasanugniluly  Results-n1siany Taenisduniuel

Tuwsiazenundeegluanuiivinny McDonald's: tnandu "key resource"
fufiuaense: winalnianinsavasesaziseuslaglidesiag Tuns WiINU: “Lovely experience, set the
varudlamusssiesdnsuasngfnssuiifiaszad atmosphere of working at
anudadu: nalnluinuaenadesiunisviinuaieilingdinssugn  McDonalds.”
dngnenladiglazaAsagnaon wonniamsidudussezdlod
wilnaulddnann FeiliAnnszuaunis Reset Skill wazdaia

113 Up skill 9nyasadv 9 vesniinaulg

=
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unay

vosanudueiasliolunisiauinineinsyanalussdng viunaranuviiniglulannisiianu
Jagduidesnisnisuiuimmasiuuvinuelnd 9 vesanuiaueniudeniiiauladmsunisiseusn

! P a ~ Y oA o A a ¢ & A v oa &
LANANINAISHNBUTULULLAY 9 Nienaganiuiiiesanuivsewmaiia vasanuiluunnnindetusis wiidu
isedlontvdtasunsSoudiiunsay Msiufduiug uasnisadsszaunisalngs menuaudRndy
nanwal vasanuaINIsaRAUIinveIva nvaty 9191 inwensunlaym vinyen1sinanusiuiugau
FNYLNAITIANITAULDY WNBENITUSNITIANIT SIUTIN15AAsITNATT87 waziduteanialunisatanan

d‘ L% v 6

Tausssueaans diudsvaunisalitaeiiauiujduiusnalnlumsiduvesanuitsduaiunmstousiie
WaWIANIIaULA1e 9 Tueu wenannlusevntudinaz uidevalsdududundarinnisurvesanulunis
InNsiseusiedasIaNsTausuiiUTEaNE AN

awUsznau 1 g3unmsussendlivesanuiiieauasuvinyelurigu

ATanwaunnn lazuaTalnil Nauwnuanii lgasiadsurinue nadwsHIbueIwnfineTL /vinuy

(Hian, Tandszasd, o, nan)  Temidevidesulvssunuuaznszeu fiMuiiauuesanuluadng

20NUUUMTUTATL

Evaluation

Refreezing :

U WIN
Reaction Learning Behavior Result
GAME
OVER
UL Hnasaniud AARHLLRZWNANL
madunaUfduwus, sadula, TnAou-1nad Q&A Lﬂf“”u";"ﬂmwaﬂiﬂﬁ“ waansiAnou luau
MsiTgdoulodAanannnu L%nufax"li, azly Tdognals maﬂauulﬂﬂ‘gumqm PRI

NnamUsEney 1 wansnsussgndlivesmmilumsinnisSeudiazmsivasuuiadussdnsanunss
¥ldognefluszansnmmunuada 3-Step Change Theory 83 Kurt Lewin @eUsznausae duavans
wgAnssu (Unfreezing) Wun1sinsnsinnnudenisuasivuningUszasdlunisiauiynidnau CPVS(B
winufuauddguesmsdsuslasnsinuuuiiy mnduladenvidosenuuuueianuiiuanzas
fuiasuutas (Changing) Wunsthuesmnunnldatslunsfinevsuvdoduiiuiidmiunisdons faou/

Unuausaieuleslamluinuiuan1un1salasaioas1ain1siUasuLNaIaINNITIEY TUAINGANTIY

eX2p

(Refreezing) \UutunaugavnefystdunisinemgAnssuidesuudas weliiuladinislduasanuiin
Usglovdasan nsussdiuna arsanfiunisegaudussuunasnnszuiunis enafiansanldnseunisyssdiu

MINKLIARATDY Kirkpatrick Bepsaungu 4 15 louA UAATen msiseus wginssy uwasnadnsiiadensdns
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A = Y ) A | o & v oA ° | a
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[
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