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ATeilifunmsmummssunssuegauszuuanniddeiiferdesiulusunsunsiaun Jndndmiuagiu
nMsAnBeiuan Suau 127 fu dadennuidelngldfinmainseuuwifinues Petticrew and Roberts (2008) $auifu
Espinal et al. (2024) agnafiuszuuauld Srununanuidensiu 42 $u Tneitagusvasdiednwinultunadng
msBouiuazmaluladildlulsunsuiannindndmiuagiinemsiualasussgndlinsouuuiandid iy
U 5 NIDULWIAR Usznaumie nsau TPACK (Mishra and Koehler, 2006) ns8u Bloom’s Revised Taxonomy
(Armstrong, 2010) nsau Computational Thinking in Mathematics and Science (Weintrop, 2016) nsau ICAP
(Chi, 2009) waznsouULUUNTARUTBUIUTUNTH (Espinal et al, 2024) HAN1TIATIANAANSNNSISBUSAUNTOU
wufn uiadu 4 vade wuih 1. nsouLUIAR TPACK Model: fugnsTimsaeustuilon (65 %) Fumeluladd
anunsaldimuiniuiaiu CT (19 %) wazauaus Anudilasu CT (16 %) 2. AMunTauLWlIAn Bloom’s
Revised Taxonomy: #uAutdla (43 %) aunsthluld (31 %) dunsiasigit (14 %) Aumuas19assa (7
%) wara1unIsUTEIuNa (5 %) 3. N39ULUIAA Computational Thinking in Mathematics and Science
Taxonomy: fMUNTHATYN TR (52 %) iun1sUuimesudeya (21 % ) sun1sAadeszuu (17 %)
WAZATUNITASIUUUTIABILAZN1TTNABY (10%) uae 4. sUuuudmTumsaaulisulusunsy Tuunmuseaunsil
dausinvesdifeu: Aanssu Unplugeed Activities (48%) Tnauwuadusedu Constructive (36%) wagsesu

Interactive (12%) Aan554 Block-based Programming (33%) Imsuuaifusyau Constructive (21%) wazsyau
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Interactive (12%) wazAanssu Text-based Programming (19%) Ineuuaduseiu Constructive (14%) wagsediu

Interactive (5%) PuAIAU
AaAgy: TUSHASUNSHAINATITN NSARTIAILIN NITNUNIUITINNTTH

Abstract

This study presents a systematic literature review of 127 research articles on teacher professional
development (TPD) in computational thinking (CT). Articles were identified and screened following Petticrew
and Roberts (2008) and mapped to the programming-instruction typology of Espinal et al. (2024), yielding
42 studies for in-depth analysis. The review examines trends in learning outcomes and technologies used
in CT-focused TPD programs, integrating five conceptual frameworks: TPACK (Mishra & Koehler, 2006),
Bloom’s Revised Taxonomy (Armstrong, 2010), the Computational Thinking in Mathematics and Science
taxonomy (Weintrop, 2016), the ICAP framework (Chi, 2009), and programming-instruction models (Espinal
et al, 2024). The findings reveal four key dimensions. (1) Within TPACK, 65% of studies emphasized
pedagogical content knowledge (PCK), 19% focused on technological content knowledge (TCK), and 16%
on content knowledge (CK) specific to CT. (2) By Bloom’s Revised Taxonomy, 43% emphasized
understanding, followed by applying (31%), analyzing (14%), creating (7%), and evaluating (5%). (3) Using
the Computational Thinking in Mathematics and Science taxonomy, 52% addressed computational problem
solving, 21% data practices, 17% systems thinking, and 10% modeling and simulation. (4) Regarding
programming-instruction models by level of learer engagement, 48% employed unplugged activities (36%
constructive; 12% interactive), 33% used block-based programming (21% constructive; 12% interactive), and

19% used text-based programming (14% constructive; 5% interactive).

Keywords: Professional Development Programs, Computational Thinking, Literature Review
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M3ARBIRIIN (Computational Thinking: CT) luuunfndildsunisseusulussduanaindaudfey
TuAmssuit 21 Tneflgaiiinannsaeuniwlusungy Logo §1 Seymour Papert dWaunuaziinanldiflodaasy
miﬁauﬁuuqﬁwL%@ﬁaaﬂLLaﬁ%miﬁLﬂuiwu (Feurzeig and Lukas, 1972; Papert, 1996) siaun Wing (2006) 1
Tidenu T ndunisanuazuidymludaunusssuiifianuwandiainnindeulswnsuiall Tne Bar and
Conery (2011) lglasAdsznouaas CT Ao ausfulalunsdnnistuanududou mnumnfisslunisinuiu
Yeymdienn ANAINTATUNITEBNSUAINARULATD anuanansalunsianistudgmildfidneuiiuida doans
wagvineusamfugBulFEniis Brennan and Resnick (2012) Tnurialusunsu Scratch Tduts CT 1y 3 fdndn
Usznaunig Luifnn1sAuIn (Computational Concepts) winUfuflun1sAtuias (Computational practices)
uAzyHLBLTIAUIN (Computational perspectives) Sn7ta Angeli et al. (2016) na1a31 CT Wunszuaun1sAaile

29AUTENDUVDIUINGTTN (Abstraction): NTAUANBULNID
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auauTAu1Ieg1enninquaransaseyldiiioanliivdelfisadnuva sdrfyiiugiu n1sasulaeiily
(Generalization): MsWa I LAdaymlagldeialy n1swenges (Decomposition): Nsudatlymidudau
sendudiudesitannislairetu nsandedanasii (Algorithmic Thinking): nslddsutuneundemdiiusug
iowAtaywn wazn1satn (Debugging): NMInsmuazuiludeiionann
Hagtuialanldlianuddyfunisiauiyaainslulssmavaswawmuiiiosesiuiuga Al uazaanu
aonndostuLIuNITIRLILS R lUgussutuge (High-Skilled Labor) muadudesnisvesaainian
(OECD, 2018) Imamﬂmiﬁuﬁﬂuﬂ%&ﬁ?ﬁLﬁﬂmia'ﬂLa%u‘l,ﬁqﬂmﬂﬂuﬂizmﬂ fanudndunazaudesnisiunis
WansAndadualuszuunisinwegiuseiou wiidesannifussdaiuiil uarléfinisdaasuogie
Lﬁauwé’uLﬁaTﬁﬁuﬁuqﬂ Al #iflanusinga wavanunsaasuldegnmanniian annnsAnwves Lee et al 2011;
Grover and Pea, 2013; Wang et al;, 2019; Espinal et al., 2024) wuf]zymwé’ﬂﬁﬁmﬁmmL%ﬁiﬂiqa%ﬁﬂﬁug’mmﬂ
wialuladfisiineeniu Tnenuanuimedidanuadieadsiu fie ﬂﬁgmﬂTisznmLmauﬂg;’jaauﬁﬁmmLs?imﬁﬂz:yiu
msasasuinee CT Tudvdniseulussmavesau lnevate o Ussmalaneineunnlatdygnasnanlaenisadng
TUsunsuimudndnasiiunsysanns CT iWhgndngnssedu K12 wiiiussmaiiiamuiud Wy ansgenim
Ju oeansids wazuauinn Idsudndunsatuayusu CT ogranseds Tnglddinnsussquinlulundngasves
Uspina uinuideinnuandsnatiuluiimsduatisuindeulpensannnimsduaiulusinaudunsiauagis
AsumMsanvreniiameslaenss vielilfaulaenss s1udsngu (Preservice-Teacher) PST fiffanuininisdaasy
wazmsRmLTitoyaInTa 9 fdadunguidmnefidwaydnngumils
dmFulsemalnemoinineinssnadaduivireuiilmilas Guinisusslundngnaied wa.
2561 wazfisasunnazdutuidied w.a 2564 Vilissmavsasuindymianduienty uulsumaiiaeusyay
wulgenud nanite Yymdumsmauaauyaansnsmsinuifiaeulusieivi iesnanisundnagilsd
ndngmaamensiiieateddnenss malsudsuiwdlilagldagronfanoiiou mnlifdosssdduiulunm
yﬂmﬂimqmiﬁmﬁmgﬁmﬁaagj Senelhindaymeanaitu uddanszduma Ministry of Education (2017) flédl
ulewesing q fivasdaaiuinue Coding 1u ndngnanisdanisSeudinermasiundmiungiugs (Coding for
Teacher Plus: C4T Plus) LaMNaN133AN3138U3AMY04 Youtube w3e Website aglusinsusng 9 Mgados
WU ThaiMooc 1udu uia1nn15d15991ueU398909 Chetiyawan and Chenaksara (2023) wu3n A3gadiaay
Foanslusunsuneiauininfiduaiuuasysanmaientu T lufondsuiddudussdauiduidom gmsis
nsaeu uazisnsdenldimaluladfidaumnzay
nndammudildnanlufiedunsdaaiiliinmuideiyaiunsadusunsumsiauindnagiu
CT Aflaasiuary Felanudnduiidesawuvdmumuissunssuiielddmiuiduuvasdradadisiauiuars
aonndastumsiausdauiandaniafitelddmuamanide fe nadninindouiuasmaluladilily
TsunsuimuIndndmsuagenuinenisauialugied aa 2020 8 a.a. 2025 Tugiudeya Scopus duualily

Wusensls

B 9auUszaednsise

eAnwwunllunaansnsseuiuaswalulagnldlulusunsuiamnisdndmiuaganinennsaiuim
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B v&nn1s wunda nquinieadas

e ElFUszgnAldnsouuunAndiuau 5 nseulAn Ussnaudae
(1) nsaULUIAA TPACK (Technological Pedagogical and Content Knowledge) %84 Mishra and
Koehler (2006) lnglddmiuesurefayanuduszianeineg in@nwiilndszaunisalindnagdndudesdiiie
nsysannamelulaBidrfuaniminedounmadeuiifidenaneduegiedivszavsam Usenoude
1) awdfuilonn (Content Knowledge): Usznaudsmuiifieafiuuudn naul arwda nseu
WWIAA MANFIU waznIiaa sawludsnsivuakulfURkasuuImnesngeg
2) ANU3AUNTTERU (Pedagogical Knowledge): Lﬁ'm%’aqﬁummﬁﬁ’miﬁmiaauﬁﬂﬂ LU AL
dila¥snsSeudvestinidou medanistudoulasialy mansusunsaeu wegvinuensUssdiunatnidou
3) anuisumnalulad (Technological Knowledge): LLamﬁammiLﬁmﬁ’umﬂ%mﬂﬂa@iu

AN

(2) n39ULWIAA Bloom’s Revised Taxonomy %84 Armstrong (2010) lagl¥dmTudanuinavyuassey
sefumMssRnvessadnsnsSeuiiintuesadussuuuasdmaumunsiasdu Usenoude
1) N139091 (Remembering): n153xAndsdaiftasiaviotoyaiugu
2) el (Understanding): anuanunsalumseSureuuifavisedeyasiieg
3) m3tlUld (Applying): nsthauiviserinweluldluaniunisallug
4) M3ATIEN (Analyzing): nsusnuerdoyaeaniudiusieg \eAumeuduRS

5) M3Useidiu (Evaluating): NMsfinduamAvesdeyavsenuifin lngadeinaeivsennsgIunimug

6) AwassasIA (Creating): Msadavderdndusuvioutnfalininaudiifiogay
(3) nyBULUIAA Computational Thinking in Mathematics and Science Taxonomy %84 Weintrop

(2016) Tnglddmsudavananydaujoansiiteuszgndlimsanidsinaluieasou Ussneuse

1) msufdRnsiudeya (Data Practice): msthnasesilounldiitetiusiusin a¥s udly insies
wazlansatoya

2) MsauuuaeLaynITIaes (Modeling and Simulation): nsufdiRnisiAeadestunisadn
MInAaey wazUiulge ufiansuanseaidadinavesszuvlulanusisnuduaie ieliiAnanundlaluds
wnRRTEnTeBRuieldlunsuitam

3) MauAtyviBdiun (Computational Problem Solving): nMsUftmsfilduuimadsszuulu
mMsdamsfuauvmevienisie nsendeiedesiiouazivedaideiuim

4) MsAAFasEUY (Systems Thinking): NszUIUNSAUAY UagyANudlaszuy nMsysannisdeys
ae3UlUL ilenessngnisaiegsseuiulneiudisnnudenlss warnisftemendeturesosdusenousig o

meluszuuiienisynanuinlasgradudunau
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(4) N5OULWIAM ICAP (Interactive — Constructive — Active — Passive) 983 Chi (2009) Inglddusu

B3UNesEAUNSHAINII (Engagement) vasriseuluiBenszuiunsin Usenausie

1) 5UMUU Active: §iFou “asilovin” 3o “novauss” futeya/denisasusdrdlnogrmiling
NEANUTENENIINTEIN

2) 3Uuuv Constructive: E:\TL%'EJu “a519” %30 “@senunnngluil” (Generating New Inferences)
Junnidleniizou Inedoslesfunnufifuvesnues vieSeudsstoyaliegluguuuuvemuies

3) JULUU Interactive: §i3ouil “Ufduiusanms” ludnuaizuaniudsy (Dialogue) Augduvie
syuU/Ae Tlanunsaneuaussuulfindyu (Contingent Responses) FadwraliAnns “ad1eaununesan” sening

AeUNN

(5) nspunwIARFURUUAMTUNMTaaululUsLNTY VBl Espinal et al. (2024) agl¥dmTudanuiavy
TUSUNTUBUSUTNEITRINUNTAD U B ULUTBNTUBAT N SHAILIAINNAATSAIUIIUSE NB UMY

1) 5ULUU Block-based Programming: wuinnansifeulusunsulagende “uvden (Block)” S'Tiafdﬁﬂg

Y

TusunmvSedydnvalianunsnainuazine (Drag-and-Drop) wiethunseiududdumdmisananududaures
Tgnsal (Syntax) 1u Scratch, Blockly, App Inventor Lfugu

2) ULUU Text-based Programming: n15i@gulusunsumeniwneuiiunesildgiiuy “deaiu”

o

(text) TnegiSounieglddefiuriddmulinsaliidmunegraasendn (Strict Syntax) W Python, C, Java,
JavaScript Judu
3) UKV Unplugged Activities: AanTsun1si3euihuiAnvsanann1ssuasuiames uasaudn

Ferwan Wnlddndudeddnouiaunesuiegunsaldidnnseiindla o laefiSouszladiasnssuunisinidu

v
o

Yunau (Algorithmic Process) H1uAINITITINEAMvToNsIddesUuuudY duasuliinaudilaiiugi uegis
Jugusssu wu Anssununszane-Auge n1siaessiuresdane3fiuseunumauyd vesaunuitiunsing

WJarun Wudu
M 356 0un1sade

a VYa o

ugdulavinnisussendldnsouwuifnves Petticrew and Roberts (2008) 31 Espinal et al. (2024)

Y

o
o v A

1S U UTUADUNSARLEDNINTASN M N SNUNIUITIUNSTY taedidunausadl

8

v v
U S

2.1 m3mmuadianu (Define the Question): MsvumuIssANssueaduszuuluassliitmnetiieg
wlunadwsnisiSeuiuazmaluladildlulusunsuiaunindndmivagiuineinsduan Jadiinsten
Manide e wadndnsBeuiuazmaluladfildlulusunsuiamnin Indmiuagiuineims mualutaed ae.
2020 fis a.e1. 2025 Tugudeya Scopus fuuilidudueeals?

2.2 miimﬂEjmﬁﬁﬂwm%ﬂmzﬂiimmi‘ﬁﬁﬂm (Consider Drawing Together a Steering or Advisory

Ya v

Group): Muf3de 9w 3 viudszneume 1) 8131sdlianudeimgainunisaeundamans laedagduids

a v a

AnwireseAuUTyyensualamansfine 2) {Yemans1sEnianudevgaunsaeuAtinAans uaz 3)
FOIANANTINTINAANULTDITIYAIUNITAALTIAIUI O
2.3 MANTIUNITAUATINITIUATIULAZAANTDILBNA1581984 (Carry Out the Literature Search and

Screen the References): nsnumwassanssuegndusyuuiilasnfiunisiiugiudeya SCOPUS lnefiuidels
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AAUARIAURANEINTUNITAURT Laun 1) “Professional Development for Teachers” waz “Computational
Thinking” 2) “Pre-Service Teachers Program” uag “Computational Thinking”

v -

2.4 U5zl iU uidenaumnananinueAntd1nsafnoen (Assess the Remaining Studies Against the
Inclusion/Exclusion Criteria): NSEUIUNITAUATHAATVUTENING A.A. 2020 Dasiauluiny A.A. 2025 taansau
srelIanlunsANUiNaUegEndnel A.e. 2020 89U A.A. 2025 WeAULaTEY9WITY IaediinainsAnu

LAYARDBNNUITLUMUNINUAMINS DAL IARIANSIIT 1

#7519 1

SIUALLBYMNANNITARLT AL ARDEN

WUDN1TAALLN I1UAZLDYAVBIUNIAIN
Uszlan Tsunsumswauivdndmiuaglusedu K-12
4391 A.A. 2020 §13 2025
29AUIENOU A39U TPACK (Mishra & Koehler, 2006) n58U Bloom’s Revised Taxonomy

(Armstrong, 2010) nyau Computational Thinking in Mathematics and
Science (Weintrop, 2016) n3au ICAP (Chi, 2009) kaznsauguluun1saol

Weulusunsu (Espinal et al., 2024)

PYaN1ANBBN NYALLDYAVBIUNAINY

29AUsENaU 1N518aLLIEAVDINISANYT, bUTede warlilanelvesduluswnsunng

WAL AINENTUATATUNTAATIIAUINDEUTTS

2.5 msaindeya NMsUszIduanIny wagn1sduasienanauideilesdy (Data Extraction, Critical
Appraisals, and Synthesis of the Primary Studies):

o

1) msadateya: fiTesunudeyaiidrdyainunaiy Wy nguiiegrsmFonauidmne wadnsns
Bous uazmaluladildlulusunsuiaunindndmiuagiunisindeiuim
2) MsUszudanng: §ideusvendldnseunuifn Understanding by Design 483 Wiggins and

McTighe (2005) 3n1183LAT129 Usznausie

(2.1) ilovuasthmanenindoud: ssyilvsunsumardgaduinunaglugniladag wu e
maduiion (CK) FBnsaeu (PK) vidowaluladilldlunisaou (TK) munseuuwafa TPACK

(2.2) nagnsuFeTmavszidiuna: Anwrilsunsumanild Bnsussiduilaonndostuuumaes
Bloom’s Revised Taxonomy #3eganadediu Computational Thinking in Mathematics and Science Al

L] = '

(2.3) Uszaumsaluazunasisuifgidnsanlasu: Anviinlusunsuiilddmiunnsiinevsuly
TWsunsudszavle wazAelusunsule fanuvivadeuasasaunquuseld
3) Msdanszsiteya: §isoiwadnnsSeuinnurlininngulaeld
(3.1) nFOULLAAR TPACK LioTinsnzsiesAUsznouvestusunsuiamndndninga il
(3.2) N50ULUIANYBY Bloom’s Revised Taxonomy Lilo1uunsefunszuaLNIANTIUTLN T

W wu mavhanudilawnfniiugiu nstluussandld Jusiu
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(3.3) nyaULUIAN Computational Thinking in Mathematics and Science Lﬁaizqﬂizmwuaﬂ
HAIATY WU MsAaldeszuy msudlymnisadadun msufifniseudeys Jusu

(3.4) nsou ICAP 1fifleduuntusziamvesguuuunisaou 1y Constructive Interactive %3 Active

(3.5) ﬂsaug"dLmesaauL%uIUSme \eduunUssLavuesionssy wu Unplugged Activities

Block-Based Programming %38 Text-Based Programming

Ya v o

NTUTNEITENINTNTIVERUAIAINNEINTITENTINEUTEI (Inter-Rater Reliability) Ingl4usziiu

Y

U 3 v ARUsTaunIsalsun1sYnddeiisItesiunIsnumItssnssuagtaduszuy Taglden Percent
Agreement lagyINSEUATIABUTINAU 3 UNAY 6D 1 vinw nudgUsediuns 3 viw Iinan1sussiliunsaiumn

NEINY 8 518713 AnuSsa 100 VB9 LERAAADINILALARID AN ol alunszUIuNSUTEEIY
M 1an533e

INNTAUAURINANST (Search String) lagldUondu Usenaudiy 1) “Professional Development for

Teachers” and “Computational Thinking” &g 2) “Pre-Service Teachers Program” W@ g “Computational

Ya o °

Thinking” AUAITEWUUNAMUTIUIURIVUA 127 UNAIN 1nUUATIvEeU LUasRuRIunsIElUsNTY Rayyan WU

U

unANAAMug U (Duplicate Records) §112U 29 UnAy slainsdnunanuiginaitiueen auLaD
13U 98 UnANY MNUUTNEITevIhnsadivanalndunanuiasnan nuandunanudiuig 31 unang il

A1115091N1501UMAALA AINALATIUINUNAIUNEDIIUIN 67 UNAINY LabaunanuaItuiwar fugivele

U

AFIVFDUUNAALD TIUAUNITIINUTNITTULN BaztNeinI5Anean nglaRAUNANUAVINSIUaLLDEAYRINITAN®
#IUNANUNLUUTDND (The Article Lacks Details or is Unreliable) 31171 10 unalny wazunaunbile

WNgdeeiulusunTUNISTLIITITNAT ATUNITAALTIAILINBEIUTIASS (It's not Related) 3117w 15 unAy

v
o

a
RIANAN

o

Fielaiinnsnsivasusruniwnuiiuldlunisisuunaing nuinludunanulaldniwiue nengann

e eXle

Ya =

A1¥18INGUIABNIENEINITNAUNTDIUNAINITY (Filtering) Nanuanntoulaiilanaily Augidedalarniden

U
v

UNANUNIMLA 31U 43 unanudmsuihunlddianisnumuissanssusgradussuulunssl nenansdunau
MugULUUYes PRISMA dauandluning 1

FuunATengINUNISHRUNITI TN TUA I UNISANLT IR BRI as Tk Ut ANLnTY Taely 2023 &

= Ada ¢

IIUUNANUNRRLRLINTFAAS 9 UNAN F0%a8AD U 2020-2022 IuuunaAUnRREn I 8 unau Tu
Y 2024 FUIUUNANUNRRUNIIUIL 7 UNAuLae 1t 2025 SNUIUUNANUARRLN 318U 2 UNAY AILERIbU

i 2 neditadaunnlull 2024-2025 AT uiutipeaniaindunisdisiadumeuiuiau A.A. 2025 wazunaIyl

dulugdaliisessunisanidivan Wesniinnuiuadeduedrannusiayld VPN Tumsidfsunanudananinga
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[ Identification of studies via databases andregisters ]

E Records removed before

‘ﬁ Records identified from: screening:

= Databases (n=127) > Duplicate records removed
3 (n=29)

3

Y
Records screened
(n=98)
g
€ Reports sought forretrieval | Reports '1°t retrieved
o (n=98) (n=31)
[*]
(7]
Reports excluded:
. Reason 1: The article lacks
Reports assessed for eligibility > details or is unreliable
(n=67) _ '
- (n=10)
Reason 2: It's not related.
(n=15)
' S
E Studies included in review
3 (n=42)
[*]
£
—
HINT 1. WHUAIN PRISMA
10
9
9
8
8 8 8
7
7
6
g s
<
<
<
2 4
s
=4
o %
2
2
1
0
2020 2021 2022 2023 2024 2025

g

DM 2. wuniuralansduiuNa e UM LS
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o

va o 14 [ av & < = a &
ARl ylanvaidenanmsivodu 4 Ussiaulnefisneasiden fadl

1. USewAbazwiaInnun

U a1

UnIfrdnlng MihnsHewnsunAN Ao Useimaansgelisni 31U 24 Nad1u M1uNIiig g83ne (1un
UNATBITLAYYRIANSITUSFUTEVIBUTY) wavUsemansh 311U 3 naou UsemaaiinuiasUssnaiiiduaun
TIUIU 2 Wa9U Lagdnd1uiu 8 Useina Ussinaay 1 naeu vy Ussinadasiiea Useinadealys

wazUsenABLAUAUT Wudy Aalandluning 3

30
25
24
2 20
g
hed
&
X
= 5
=
(g
&
10
5
3 3 2 2 1 1 1 1 1 1 1 1
0
\ < > ¢ Q o
\5:—)? @«‘% \Q“'@ & '§‘§© \fu‘d& & é“(\d ,-6@ ’ @0\\\ r\\‘d (\Lg\ '5:\\0&
\X_g\i\ W g Af (’J\in ?{5}" & £ & & ~
=
Uszine

M 3. WHUTULAAIT U IUNENUADUTENATIH LN SR

uwiasRLiTnUUesTiand wiuunanuiivhnsduduionun Ussnaude
1) SIGCSE d1u7u 12 unay
2) Computers & Education 311U 6 UNAIY
3) Conference/Proceedings 31U 5 UNAIY

4 1

4) Others 37uau 20 unA 1w Taetdunisnssanenanufififiuiedisas 1219815 1w Teaching and

[
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3) Naﬁwﬁ(miﬁﬂuﬁmmiauLLu’Jﬁm Computational Thinking in Mathematics and Science Taxonomy

°

WU 52% TrAudn

o W W v

FuaunaunskAdyY R 21% anudidgyivauniediunisyjoineenu

¥

Toya 17% 1nued

[ v

TUNUNAIUNTAATIIEUU ey 10% THANUEIAYAUNUNIAIY N158519LUUI1809

ey
ity Y
WAZN131ADe AUAU

4) sUnuudmiunisaoullgulusunsy I1HUNMINTEIUNTSHEIUTINVRIITEY WU JULUUAINTSY
Unplugged Activities 1ugunuuildFumnuiongeaniuaiiss andu 48% Tnsuadufanssuiidaaiunisidon
$aulusgdu Constructive 31U 36% wazluseau Interactive 91u7U 12% ULUUAINTIY Block-based
Programming Andu 33% Tnewvaduionssuitdaasunsiidusalusziu Constructive 1wy 21% wazlusziu
Interactive 13U 12% uarjULuURanssu Text-based Programming Aedu 19% Tnsuvadufanssuiiduady

AsildusImlusEeu Constructive 371u7U 14% wazluseau Interactive 314U 5% AUEIRU
B Jaauanuzannnisise
Yaiguanusinanisimanisaseluly

1) Agiaeu: sonuuuAInsINTiulsTAy M3lAsed MsUszdy wazanuaiisassd lasmisesnuuy
Aanssuiidesleatulgmniluiingss

2) fimulusunsa: fsuanadwsnsdouslvinsouaquanudiuion Faou waemaluladiitaenis
Boud iielugdasdunanFoudiiaatu Wy maiesied warnsussdu Wy

o

3) dwsudimuauleuns: dauadu e weunideuasinalulad 1y unannesuiloulAn Text-based

(Python, Java) #3e Simulation Tools Mldnudenasiiaiieuszneu wieatvayunisiiluldasdureuisy

Jolguauuzlunisisensigealy

1) Agdaew: nundnguaIneusswsss iefnmunisiidiieusululd uazguaresnaieuldndisnus

AovinurlsziluuazAUAnas1aTIAvONIS Y
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Y

nageuiasesiloinn1sAnderuniivssliulivatasiu
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