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Abstract
The objectives of this research were 1) to develop digital storytelling lessons to promote design thinking
skills on how to benefit from work, 2) to create and effectively identify digital storytelling lessons.
Technology (Design and Technology) course on Creating benefits from work to be effective according
to criteria E;/E, set at 80/80 3) To study students' satisfaction with learning from digital storytelling
lessons in technology course (Design and Technology) On the benefit of the work, the sample used in
this research was 35 students of Year 5, Datdaruni School, Chachoengsao Province, 1 room with

purposive sampling.

The results showed that 1) the results of the IOC assessment of the pretest and posttest
issues with the research objectives; 00 From the assessment of consistency (I0C) in the range of 0.50
-1.00, which is a value that can be used 2) The results of the assessment of expert opinion
questionnaires and the development of interactive learning materials are divided into 2 areas: content
and media quality, the results showed that the sum of content (X= 4.29, S.D. = 0.410) which is in high
quality and the results showed that the sum of media quality (X= 3.70, S.D. = 0.432 ) which is in high
quality 3) the performance determination (E,/E,) of the innovation of interactive learning on the basis
of innovation and new ways of life to promote critical thinking skills, intellectual property, technology
subjects from in-class scores and posttest , where the effectiveness of the process (E;) was 82.86, and
the posttest score had an effectiveness of the results (E,) of 84.19, which showed that the innovation
of learning interaction patterns based on innovation and new ways of life. To promote critical thinking
skills on intellectual property, technology courses developed by the researcher. 82.86/84.19, which

is higher than the 80/80 threshold, and 4) pre- and post-study achievement with an interactive learning



model. Based on innovation and new ways of life, to promote critical thinking skills on intellectual

property. The mean (X) was 8.23, the standard deviation (S.D.) was 2.65, and the score after class.

When statistically t-test (Dependent Samples), the value t = 8.32, and when considering the Sig value

was less than .05, it was concluded that the achievement before school and after school was statistically

significant at the level of .05

Keywords : Virtual Immersive Learning , Design Thinking
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