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Abstract

The objectives of this research were: 1) to investigate the state and problems of
computational thinking to guide the development of learning activity packages integrated with
board games for lower primary students, 2) to develop the learning activity packages integrated
with board games, and 3) to study the effects of using these packages on promoting
computational thinking. The samples consisted of 59 computing science teachers selected by
simple random sampling, and 84 Grade 1-3 students from small-sized schools under Phichit
Primary Educational Service Area Office 2, selected by cluster sampling. Research instruments
included a needs assessment questionnaire, the developed learning activity packages, and a
computational thinking self-assessment form. Data were analyzed using percentage, mean,
standard deviation, and Repeated Measures ANOVA.

The findings revealed that: 1) Teachers expressed a high level of need for the board
game-integrated activity packages, particularly for fostering creativity and programming skills.
2) The developed packages, comprising 5 lesson plans and 5 board games, were evaluated as
having very high quality (X = 4.64, S.D. = 0.48). 3) Students demonstrated statistically significant
improvements in computational thinking at the .05 level across all intervals (pre-test, during,
and post-test), with post-test scores being higher than both pre-test and intermediate scores.
Keywords : Computational Thinking, Learning Activity Package, Primary Level | Students,

Educational Board Games
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