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Abstract

The objectives of this research were: 1) to develop a learning management plan using
Gamification techniques with the Scratch program to enhance computational thinking skills
for Prathomsuksa 6 students to meet the efficiency criterion of 80/80, 2) to compare learning

achievement and computational thinking skills before and after learning, and 3) to study
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student satisfaction with the learning management. The sample group consisted of 46 students
in Prathomsuksa 6/4 at Sri Kaeng Khro School, Chaiyaphum Province, during the first semester
of the 2025 academic year, selected using cluster sampling. The research instruments included
learning management plans, an achievement test, a computational thinking skills test, and a
satisfaction questionnaire. The statistics used for data analysis were mean, standard deviation,
and t-test. The results revealed that: 1) The efficiency of the learning management plan using
Gamification techniques with the Scratch program met the 80/80 criterion. 2) Post-learning
achievement and computational thinking skills were significantly higher than pre-learning
scores at the .05 level. 3) Student satisfaction with the learning management using

Gamification techniques with the Scratch program was at the highest level.

Keywords: Gamification; Scratch Program; Computational Thinking; Learning Achievement

Type of Article: Research Article
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