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Abstract 
 

 This research‘s objective is to study the relationships and determinants of 
organization’s knowledge management that foster creativity.  It draws on literature from 
both knowledge management and creativity.  Sampling of this research is employees 
who have experienced in using knowledge management system (KMS) of a large Thai 
national petroleum company since creativity and innovation are highly emphasizing, also 
a large amount of investment was laid in knowledge management. In the information age 
era, knowledge is the most valuable resources for an organization to achieve 
sustainable competitive advantages; therefore, KMS is utilized to support organization’s 
strategy in various situations such as, to enhance organization’s creativity, to overcome 
the dynamic changes etc. 

 The conceptual model of this research was adapted from Tiegland and 
Wassko ( 2000)  research covered the level of participation of KMS, knowledge 
acquisition and creativity.  The investigation of this research, therefore, adding factors 
affecting level of participation which are trust and reward ( as an interaction with trust 
and level of participation) .  Moreover, this study applied the preconditions of creativity 
theory of Amabile (1983)  by selecting Domain Relevant Skills factor which is the most 
related to research context as the domain relevant skills is counted to be a Tacit 
knowledge of individual and it is the origin of creativity. 

 The result of this study reveals that level of participation relates significantly 
to knowledge acquisition and knowledge acquisition relates significantly to creativity 
while domain relevant skill is directly relate to creativity.  Then, organization can utilize 
knowledge management most effectively and efficiency aligning with the strategy for 
struggling to survive and compete.  However, this research focuses on knowledge 
management interaction between KMS and users, future research thus can extend to 
study the impacts of creativity on interaction among users or conduct a comparison 
study. 
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