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Abstract

Moving into the 21st century, Thailand had needs to develop teachers

who is being critical of the nation. To be able to use the benefits of information

technology and communication perfectly. Practice in Systematic thinking, Logical

thinking, Computational thinking as well as being Instructional Design in order to

support the behavior learners in all areas. Students are always take their own
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information technology devices in order to their happiness, communication and
promoting learning through active interaction regardless of any results Such as
Deteriorated health, Morbidity, Imitation Behavior on social media. Therefore, this
article presents teaching and learning styles that are suitable for the behavior of
information technology and communication of teachers students. In a blended
teaching style with a greater proportion of online teaching than face-to-face teaching.
Using gamification to motivate learners to promote systematic thinking skills, logical
thinking and computational thinking in the application of solving problems for daily
life. Based on ability of Information Technology said that Blended Learning model
using gamification base to promote computational thinking skills of student’s teachers.

Keywords: blended learning; gsamification; computational thinking skills
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