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Effects of Using Game-Based Learning in Mathematics
on Computational Thinking of Elementary School Students
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Bl Abstract

The purposes of this research were: 1) to compare the computational thinking abilities between a game-based learning
and a non-game-based learning group, 2) to compare the computational thinking abilities of game-based learning group
between pre-test and post-test, and 3) to study the development of computational thinking of game-based learning group.
The sample consisted of 60 students in grade 3. The research instruments were same-based mathematical learning management
plans and computational thinking tests. The data were analyzed by using mean scores, standard deviation, and t-test.

The results of the research were: 1) the game-based learning group had a higher computational thinking post-test mean
score than the non-game-based leamning group (X=10.567, S.D.=4.207) with a statistical significance at the .05 level; 2) the
game-based learning group had a higher computational thinking post-test mean score than a computational thinking pre-test
mean score (X=8.184, S.D.=6.006) with a statistical significance at the .05 level; and 3) the game-based learning group had
better development of computational thinking skills.

Keywords: Mathematics, Game based learning, Computational thinking, Elementary students

E unAnda

meideiiflgaUszasdniside 3 Uszms T 1) WenSsuiisunnuasnsolunisadsiunnvesindeuilldsunisinms
GouiadiamansmuuuaanisizouilasldinuuazinGouildiunsdamaFeudiuudnid 2) ewssuiisuanuannsalunisie
BadnnamesiniFeuildumsiansGeudadnmansmuuufnmsiouilnelfinuduguieuSounasudasou way 3) tednw
WanmsnsAndaiuuveshiFeudlasumsinnsseudadinmansmuuuannisBeuslaeliinudug nguiegneildluns
Anw 1Wud dnGeutuszonfinunB 3 $1um 60 au tatesdiofldlunside 1Wud ununsdnmaBeusadamanimunnanniaious
Tagldinudugruuazuvuiamiuanusalunisdndednn Saduuuinussmdnds warinesiteyalasldaieds dudoauu
WASHIU UALNAABUANUUANFIALRAB YD IAT UL AT

wamsAnwwuin 1) dnideuiildsunmsdansGeudadamaninuunaanisSeulagldinuduguiidiedoaziuunisinds
ATUIURRALS B (X=18.700, S.D.=5.961) fgjaﬂ'.i'lﬂ’ﬂL%suﬁlﬁ%’mﬁ%’mmﬂ%‘auiuwﬂﬂa (X=10.567, 5.0.=4.207) ag9iitiud1Agyn 198
fisgdu 05 2) AadseziuunsAndimnamdadsutniFouilitunsiansfoudademansauuuannisdeuslagldinudug s
AederzLuuNsAnBsiuamdaiou (X=18.700, 5.0.=5.961) gendrinFouiildsumsdansiBeudiuuund (X=8.184, 5.0.=6.006)
vosinFeuiildsumsinmsisouiadnemansmuuuafnmsiouilagliinudugiugsnindeubsusdsdideddymaadaiisedu 05
uaz 3) tideuildunsinmaGeudmuwnandinanifannmslunisindsiuingsdu

Ay adiamans, naseuilaeldinudugiu, msfialeinuan, dniseulszandnw

N 11



Journal of Information and Learning
Volume 33, Issue 1, January-April, 2022

Bl uni (Introduction)
miLﬂﬁautmmGﬁumﬂiuiagv‘iﬂﬁmgﬁmﬁmmﬁﬂm
AduvszlemidenisiFouiuazmsmsdinvesiniEeu
S TunaneUssmasdinisuiugmdngnsnisanel
ANESUTNBEAUADLIILADS AMNAIENT LAz INYIAERNS
Wewssumunsendmsuanunisailusuian (Falloon,
2016) N5ENTNANYITAITIUTUUTIMENGATUAUNAS
msAnduiitugiu 2551 (atuuulsemmsdnge 2560)
Tflanuaenndestuinuediddluamsssd 21 lag
Windeansanderuin (Computational Thinking) Tu
sedmfugiviverans anssmalulad Gveans
) Tuseiulszou@nuuazdseufing Fevzaa

a

Winuszansnmluniselinsz nsuidywegiadu
szuu Binwen1sAuniteya Useidlu uasduasigideya
naenauansauszyndldlunisundymiludinysedniu
(The Institute for the Promotion of Teaching Science
and Technology, 2018)

Wing (2012) nd1vin msamdeduanduinued
NNAUATLASUM IR WAL ITUTINYEN T8 N15WsY
waznsfnduan Snsdadurtnugiiyanadedldtums
faudaurseuoyuaIuisseduisoudnu el
anunsoilunalesluszuunsfinwuasiasughandviale
(Smith, 2016) UDNINEMSHANIANT RS A
TiniSouannsathludlunssviunsudtymiidudou
vidouszgndlilumansdus (Qualls & Sherrell, 2010)
LazdUEINNITNAILNYTNYENITIATIZR (Lockwood &
Mooney, 2017) ﬁﬂﬁaé’aLﬁuﬁugmmaqﬁﬂwﬂmlﬁﬂmm
wazvdsrasensiauIEmMswidgmiug Irilanuiuat
LarilUsEanE Amannay (Yadav et al,, 2014) lngwanng
agadslutinisuseiuUszandne mnldSuniswaun
ot amnzaNIrdmalsnSouiuyuinue slsivma
LLa:mmmL%‘auiiuizﬁuﬁgq%ulé’as;iwﬁﬂaxﬁw%mw
(Rijke et al., 2018)

MsWRILINSARER AT gauaEUluT
019 8-9 U Fafutnidsussiuiulssounudi 3 Rike
et al,, 2018) ilosnniduieiifinuanunsalunisetuuas
Medou Guldingua $Enuenuey fanudilanumneg
VYIFAULAZIIUIY L’%'uﬁma&hqLﬁugﬂﬁﬁmmmﬂu%umu
sdusuinsldawuarimuinudaiidudeut
(Piaget, 1976) Snsedafiauanusalunisuidam
(Siegler, 1994) ?53Lﬁuﬂ'ismumiﬁﬁﬁfyiu%mﬁﬁmmasﬁ
(Tripathi, 2009) L#AAINA1TANYINLITEVDY Jantima &
Sithsungnoen (2017) wu thideuseiutulsyaudnm
Ui 3 Selildsunsimunszuanmsianaeganza

12 N

Fedsrrnadonisuidgmluiviadaiansuazdin
U5z @0nndesiusIuIdeees Sakudomsap and
Laiserna (2019) wuiinSeusssuduUszaufnun i 3
fdgymarunisundanluisiadeaiansuaznisii
WA Fevinwgnszurumsuidgminanagldiunis
duasulayiamuiegafiuss@nsain mntniseulasunis
NUUINTAALTIAIUIY (Sneider et al., 2014)
m'ﬁmmsL?&Juitﬁaﬁwmmaﬁm%aﬁﬁmmiﬁ
donpaesiuNauINIINIseuivesinseuluseiulsay
ﬁﬂmﬁlifﬁ’ua&mLLWi"mm&Jﬁamﬁf@mﬁauimmmﬁﬂ
nseudlagldinudugiu Jaundadananazdanals
AnnsiBeuduazanuaynauu (Hsu et al, 2018) Snvis
FufiuvszansamlunisiFeus nszdulviinGouussg
wWrninevean (Al-Azawi et al., 2016) #ULaESUNAILINTG
AndsmuanszuIunsAnunlgmlaegadiussndnw
(Kazimoglu et al,, 2012) audsaisdasziayanuduiiialy
M3seu3lesneae (Law, 2016) uanmmﬁmi%’mmiﬁ'aui
MuLuIARGINaNGduaSuNsIaNaneadnaans
uaznwFnans (Del Moral Prez et al., 2018) aﬂﬁgﬂLﬁﬁJLLN
qdla warAudsalunisdeuivesingeu (Chen, 2017)
nsAnwUATeiAeadesiunishndemualy
UszinelngaziiuliindnnsduldlunguansznisFous
Inerransuavmalulad wu nslduulaviudnwd
Tudgflandfdneainuauisalun1sAniemuruues
HniSeudseudAnwIneulate (Daungjun, 2018) N5y
LquawﬁﬁﬂﬁﬁdwLa'%mﬁ’ﬂamwmiﬁauiaauiaﬂﬁﬁ
fen1sAnTRaeinSsusE Ut Ul sSeuAnw U7 4
(Imcham, 2018) wagnsiseuwuuRalNaulag ULy
FadunnniidnadunsindeinunnsadunvimnsSen
LazATwEnsansTeulsunsudmsutinGeudulsson
Anwd7 4 (Jantarasena & Asanok, 2020) wsdislainy
TunguansznsiSoudadinenans daanmsdnunuide
Tumnausend wuan wndnswmuINsAnLTeAIuIlY
IatnAansazdmaly UniseulinnuaInnsan1san
Beruanuanadugrsuivadneansity (Boticki
etal, 2018) St AN TAILA NSNS AMLT LA
shownnsiamsBeuifivensaniuinGoussiulssan-
Anweuwifnnsseuslaeldinudugiuiaianuddy
ogsBslunsBouilutiagiuuazounan

m YnqilszaiAn1s3de (Objectives)

1. WleiSsuiilsuamannsalunisnidaiium
yostinFoudlisunsinnsisouadamansnunuifn
nseuslagldinudugiusasdnoudlasunisdnnis



Effects of Using Game Based Learning in Mathematics on Computational Thinking of Elementary School Students

SeuuuuUng

2. iielFouiiisuanuanunsolunisanidadiua
yestinGeuilasunsianisSeuindamansmuiuiin
nmsseuslagliinuduguneudsunasvduiou

3. iledAnyiannnslunsAndsinamesiniFou
flssumsdansBeudpdinmanimuuuifnnissouiing
Tonudugu

B FuNAgIUN15398 (Hypothesis)
1. dniSgunlasunisianisiseusadamansaiy

B n32ULUIAANIFIAY (Conceptual framework)

Nalinee Duangnate and Yurawat Klaimongko!l Il

wnAnnsBoudlaslfinudugudanadonzuuuaii
annsalunsndaduiannnnitdndsuildiunis
InsiseuAdamanswuuUng

2. dniFeuildfunisdanisieusadamansaim
wnAnnsiFeuilaslinudugiuiidiedoazuuuaiy
ausaluMIAAdEIMALTUgINIInouS B

3. dniFeuiildsunisdanisizeusadamansnim
wnAnnseusiegldinuugudiannislunisags
AU

N132DNLLUULNNATNLUINIYBY Shi and Shih (2015)

N@@ﬂLLUULﬂN";\] (518\'1(51\‘1L{]WMJJ’IEJ“USQWWL‘JEJU?LL& QEJﬂLL‘U‘UI‘WNLﬁu%ﬂﬂuUiiﬁﬁ](ﬂﬂiuﬁdﬂ NWUﬂ’]iN‘UQﬁNWUﬁW\ﬁwW}’N
ma‘uﬂ‘umau Msamauﬂmaummai ‘Lummmuaasul,mmau ’lmummmimamsmsuLsaaiﬁﬂummmmﬂﬁmism
LLﬁ”LWSJﬂ’ﬁSL“ULﬁENLLa THMN ﬂ’NSJ‘VI’WI’]FJIULﬂiJLLﬁ”?Iﬁ’NLLSQ@J&SLﬁ]

JUNBUNTIANSISBUSAINAERsAULLIAANTSIIaUS L g Tusu

v
s s = Y a 4 a = v <)
U L] 9

1. JUADULAULNI
WududmsuwSeuanunio
ABULSUYINNANTTH

2. JUTTRINWAULNY

2 o 9 Yo o aa
Wudusneunlminiseuidase
TunsAnuazasileyineafes

3. Tundaiauny
2 & So o
Wuduneuniniseulasag
SwiuasyiBnsvifanssy

AMUAALINATUI (Computational thinking)

1. mswvatlgmlidudiuges (Decomposition)

2. MsiasangULuUvseTsn1sundeym (Pattern Recognition)
3. MsNANTUIEsEERYUeIUgun (Abstraction)

4. A30RNUWUUTANDINY (Algorithms)

5. M3Usziiuna (Evaluation)

Figure 1 Conceptual framework
NIDULUIANNITIVY

B 35a115un15338 (Methodology)
M5IseA%aildunsiseBasuna (Quantitative
research) Suuunrunsisedunmsiseimeass (Quasi
_experimental Research) @sii3snsAnwstsil
1. Msvueangandving fie Userng lowd TseSeu

NaAlvdyna Sunewlosdiuns Swmingiuns Meenaildly
AsAnw Moud dhideudulszandnndi 3 lsadeu
NAYGUNa Sunelilogiuns é’]’wi'ﬂa%uw% uazldisiden
LUURNIZLIE D (Purposwe samplmg) v 2 Foudeu
U 60 AU FedAzLULLRABAINAIUITANITAALT

N 13



Journal of Information and Learning
Volume 33, Issue 1, January-April, 2022

munatououlidveadnmansiilnddeeiy (X =8.184
ASWUY WAz X =7.833 Azuuw) Lmewuwam&Juﬂﬁn
L‘UuﬂqwmamLLauﬂqummﬂmﬂﬂuaﬁmiwamﬂ
2. wsesdlefldlunsisy uwlseonidu 2 Uszam
I5un indesilefldlunismraswuazindesilefldlunisiiv
swsdoya fellwandeadsil
2.1 wndesdlofldluntsmaass Toun waunsen
AanssunsiseupdinmansmauuAnnsiseuilaglding
Jugu Soswuaziivadn woadu 3 MeNITTeUs
oA $1waudilaliAy 100,000 AIIUIN NIAU UA¥NIR
MU 17 UNUMIITEUS X\ Jsznoumetuneunsaey 3 duneu
A Suroulding ﬂJinWJNI‘ULmJ wazmdlding e
AUay 50 U7 FemuIaInMsANYLENAswAYIUATY
ﬁL?‘i&J’JﬁfJ’aaﬁum‘ai’]’mmsﬁauimuLLuaﬁmﬂﬁL%'sJuiImai%
wnuduguiazoenuuuAINIIumIULLIAAYeY Shi and
Shih (2015) ¢t
2.1.1 Furerldiny Hutuneuldintouaiy
wiouinGeuduanuiiiugu ssusdnuurveunuLaY

9AUsEaAIATRINY F5NSLEU @SANNSYINAAINTSU YSeRNEN

Q
o

Funeuanlunudildsuuazyianudlaieliussg
Wvngveuny

2.1.2 Suszarirdlding HudumeuditnFeu
asdloUfjURnansu Imaummamaal,walwmiau’mma
youny AgfunAGILaAAugAMIYIRans T waziintg
vgaunuduszeiioeAunenanaidy

2.1.3 Sundilfina L%%G\Wﬁﬂﬁ%t@xﬂg
safuasUBmevihAnssuiioussauimineveuny uand
AmnuAniiuniosiUTenNEAlFSURINNsI AN
LLﬁ‘lﬁUSﬁaﬁmwmmﬁa%’ammiﬁLﬁmﬁﬁuiwdwﬁﬂﬁﬁmim
waguuUingin wuvaey viensneudaniiteyseiiy
HANTSISEUIVRNINSEU

Anvionliinademens seiudulssonine

Uil 3 mnzaufuundndana1n wdaiusumsiseus
dieiauasieanassiivinu anthuluaussionssnnnd
1 3 v uazuTuuTmuAwugi

Qunaulyiny

v
a

wazily nswsasuiisveziainisuan Aadl
2.1 finpzth Tdia1dgn 2 Tu
2.2 uasen Mhalgn 4 Tu
2.3 viwey THaaUgn 2 Tu

YUSLNINLGNY

3.1 NsuAULAgIivUzeTtusasasls

& v gy
Juuaelginy

5.3 dnissunulymlasswitaauny
6. UNBEUYUUUENARANAAIENS

A79E1UNUNTIANTTITEUS

1. dniSeunazauiunumuaAIUsEdmanvesduuilifiv 100,000
2. UnSeuRUINgy nquaz 5-6 AU wiAgeSuIEIENIsELINY Math Farmville tnglitinieuynauiy
NEAINT TaazdownuneInanananisy Usznaulusme dnaziin wassen iveu 917818 vSealad uznin

2.4 41vand Madgn 1 3u
2.5 vSenlad THaa1ugn 3 Tu
2.6 wgniy Taadgn 1T

nANNMSEY A Iwiunnediuiussuiduanaunsanuiels dnseussasaunsintursulile
souay 2 ¥ oepsuud lidhiSeuau 1 guudulnautua 1 9u visdduns suneds nuieiivesnuedla
oy - A vy a oA = A = A Y ova < = ¢
ddu vianefis hufeIivvesauduls dvdes vinefis vga #0e7 minefia Nefiglasn 1 AT uazdih vanel
Tiwveanuesiuaudaly nnasantniSouauardosivduiunandafliannisiiuies

3. TniSeuEuyifanssy Weasu 5 50U dnSsungafanssy wasuiueiue tneasldniy Al

3.2 WeiinavasinSeuiududuasman dniSeuaziitsanedielsdng
4. dniseusuinanssy Wneyadl 2 Sunuiivvesnisausazluasiiniududuulundniey

5. WetinSewhfanssuasuna 2 9a TnSgularagsiuivefunedlateuiannisauny Tagldmaudail
5.1 dnssuldauslatnslunmsmInnunandanaan
5.2 fniSeuiiisauegalsvselimynaununisiauagnsls

¥
=

14 N



Effects of Using Game Based Learning in Mathematics on Computational Thinking of Elementary School Students

2.2 \3esflefildlunisiiusiusiuteya éun
WUUIAANNEINNTOLUNNTARTNAIUIMLUUS AT WY
2 g0 Mo wuudaauaunsalunisAngeduinatu
newSsuwasvaaieu luusdazyniinzuuuiy 32 Azuuu
Uszneusenauil 1 MIIANTzuIuns 20 AZLUL Ay
AeUR 2 NsTANANY 12 ATUUL Swuuinassati
Juuuuinguuiu (Parallel tests) wariniuiannsiing
lonasuazuITefiiisatestun1sAnderiuin wan
aSravuinanuaiunsalunsan@emulandusuuda

Nalinee Duangnate and Yurawat Klaimongko!l Il

Usslandidy FaUszgndanuuuinanuanansalunisan
I B9AIAIUD3 Allsop (2019) uazas1anasinslinz
WuUULeNBIAUTZNEU (Analytic Rubric Score) \iaaue
seenansdiivine MnuinnsansemsUsediuengvil
ANLADAATOIVBIENTIANYA (Index of Item-Objective
Congruence: 100) TngAduiianudennassadunausey
waznauIsudAvIAU 0.835 LazAsuianudenadaslu
usiazde A4 Table 1

Table 1 The results of Index of Item-Objective Congruence
AAvllANIERnARBIveIEnsIAnal (I0C) Tunsiasaniuuinauansan sAAIALIN

10C

J =
NDULIYU

518n15Us8Iau
1 ANTIANTLUIUNNT 1
2 ANSIANEIU 1
3 ANSIANAIU 0.67
q ANSIANAIU 0.67

10C
. - AUNUY
naaSeY
0.67 SPLGERN
1 ADAAR D
0.67 ADAAR DY
1 ADAAR DY

4. JNHNUNITDDNLUULNY

A195UY

WaumansallunungAyasaau

AauUN 1
AaUN 2
nauyl 3

fouT 4

fr9E19uuUIAANEINNTa lUNSAALTIATUI

ABIRe TNISELeeNLUULNLANAAUNTE] ‘AuATRY 10,000 UMW Fo9nstoauAUsENOUAMEWNS HBEN
gunsaleentidime uasededldlnih Tasdennvheasswauduimis falldevlvinedosdeliasuii 4 wia
wardoldndiay 1 edremudduriinuesdud luynafsiidensdosdoduiiiinmgaty wastonsuynain
Tuusiazsou Tnevsunsundrlsiiu 10,000 U’ W%’ammg‘uLLaza%msJ%umwuaﬂmm

1 ALV,

2. A3TSUlH U SO NUUUAY.

3. 53yt uotna/AFuAlUTAL. e

JUA
MNAaNEMzYaLraNITallun

N 15



Journal of Information and Learning
Volume 33, Issue 1, January-April, 2022

doaranuuialumsndeiunudaiuuuie
dsnanlunaassldfuinGounlilingusnetng tilensia
AOUAMNNHUUINTIEUBAUAIAIINEIN ANBIUNIFTILUN
wagAmLTes udhimsadeuanuiuuste was
ATIEDUANATBILUUAN IR UYL TR
annsolumsndsfmniisaiutoudouasdaiou
(m529aounnuduguuiy) Tasnsmanudesiuain
AUy Avsavduiusuuuiiesdu (Pearson correlation
coefficient=0.734) 3INAITNAFBUNUIN LUUIAAY
a111950lUN1SAATIAUINATUN D B ULAT AL U
Tanuduiusiussauliunans
3. mImunveassuaziiusIusIndeya N33y
adsiliAdesuiunsdnmadoudmuusunisinmaidous
adiamansmuunAnmsisouslasldinudugu Faus
Ju 3 sz loun
sroriviadunmafununudeyarounisvaass
FadunmsuuzthiFesiiSou yszasinsFous uazisms
Jananssumsseuimuwaaanisseuilaeldinudugiu
warnsiunuTudeyavengufmegasenuuaouatiu
oudswduan 50 ui sregiaeadunmafivnusy
Yoyaszninensnnans dadumsinfanssunisdoud
adineaninunuAnnsseuslaeldinudugiu Mmeunu

Table 2 The results of mean score comparison by group
HamMaUTeuisuAleisasiuuAuSsuTesinSsunlasunsTaNIs S BuAdnAaRSAULIRANT S BRS
nanudugiukarinGeuildsunsdnseuiadamansuuuung

Msdanssews 17 wnunisiseud Juszesian 9 dUam
dUnmiag 2 AULEEY ATULTEUAY 50 W9 Imaﬁmﬁwﬁa;&a
FausiTuil 18 uns1A 2564-5 i 2564 wazsvaziian
Junsitunusdeyandainisnaass %’!wmﬁuﬁaaﬂa
yosinSeunguiegweluudeuatundusaulunm
50 U

4. Mmsinsideya Wisuiisunzuuuadeves
AINAINITONITAMT A LIl UNGUVIAaB RO ULT B
WaYYANLIIU fBain Dependent Samples t-test uay
Independent Samples t-test Ingldlusunsuadfiiie
dapueans (Statistical Package for the Social Sciences:
SPSS)

B 1an159498 (Results)

NaN1SANYIIUITELS0HanTTTANITISous
adlamansmunuannsdouslagldinudugiudisse
NSAALTNAILIMYBITNIEBUUTE ONANYIANANITIATIZN
Foyamuinguszasinigide il

1. manmsidSeudiguanuasnsalunsAngemiuan
GuaqﬁﬂL%'&Juﬁié’f%'umﬁmmiﬁ‘auﬁmﬁmmam%muLLmﬁm
ms3euslaglfinudugunasiniSeudlisumsinGeus
ANAAANSWUUUNR

AZLUULAY Mean S.D. naAnsvasARae
NAUNARDY 30 32 18.700 5.961
. - 8.133 .000*
nNauUNe 30 32 10.567 4.207
*5<.05

91 Table 2 FaAgAzLLLNMANBFNUMEFEY
yestinGeuilasunsiansSeuindamansmuiuiin
nsseuslasldinudugiurindu 18.700 Azuwuuuay
drudsuunnsguiniu 5.961 uazAndsnzuuug
AndaiunmdsSsuvesiniFeudilaiunisinnisitous
AdinnansiuuUnAWinU 10,567 Azuuu wazddoauy
1ATFIUIITY 4.207 HansTeuiisudedenguuy
vauSeuvesinSouildfunisdanisSeudadanmans

16 N

muunAnnsSeuilagldinudugiunaziniFeudlasu
nsdaseuiadnmansuuuUnAnuindmuansiuegig
ifeddaymnadiafiseiu .05 (p=.000) Feineudilasu
nsdanisseuiadinmansauuufanisseuilaglding
Huguiianedeazuuunsindeiuamdadouganiy
thiFeuiildunsinnisGeuiadamaniuuuuniosnad
Toddeyyneadntiseu .05



Effects of Using Game Based Learning in Mathematics on Computational Thinking of Elementary School Students

Nalinee Duangnate and Yurawat Klaimongko!l Il

Table 3 The results of mean score items comparison by groups
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