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B Abstracts

This study aims to examine the effects of game-based learning integrated with an
interactive application on students' problem-solving ability and reasoned communication
regarding logical fallacies in a computing science course at the Grade 9 level. Although the
national core curriculum (B.E. 2560) emphasizes critical thinking and problem-solving
competencies, students continue to face challenges in logical reasoning and reasoned
communication. This research gap calls for appropriate instructional approaches. The research
employed a classroom-based one-group pretest—posttest design. The participants were 23 Grade
9 students from Narathiwat School, selected through purposive sampling. The instruments
included lesson plans based on game-based learning integrated with Quizizz, a 10-item test
(5 items measuring problem-solving ability and 5 items measuring reasoned communication),
and a student satisfaction questionnaire. Data were analyzed using mean, standard deviation,
Cohen's d effect size, and a dependent t-test. The results revealed that students' scores after
the intervention were significantly higher than those before at the .05 level (t = 3.48, df = 22),
with a large effect size (Cohen's d = 0.84). Student satisfaction was at a high level (M = 3.59, SD
= 0.16). These findings indicate that integrating game-based learning with interactive applications
effectively promotes systematic problem-solving and reasoned communication in computing
science at the lower secondary level.

Keywords: Game-Based Learning, Interactive Application, Problem-Solving Ability,

Reasoned Communication, Computing Science
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Tunsnsedunssuiunmsinideinfitsasiiounauasdthnssuiunisdnuesdsuissnufesysanns
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msﬁamsaahaﬁmqwa (Reasoned Communication)
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mMsefueunAn visomsindulavesmueslagliivanaiiaenndos Sudngruaduayy uazannsndonlss
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sdeansdsliutin uardedsaueeular JeGoudoundyegitulsedluTinuszsdriu TnsmsBous
Seammuaithifendesiuineandeatunoufie 1) nsssysuiuuTeRvRHaTiunwdes 2) MInT1adey
ANHALLIAAUHAYRIVEDUALIANGIU 3) NTOFUIEIAUNNTBVBUVANG Uag 4) N1SIRNVITRAT VAN
figndfeaunumanadti (Ennis, 2011; Halpern, 2014) MuATBBsUszdnENUIN MIEoUMANAITR
sghaluszuy nglddregannaniunisaiassuaslnlonadliftouesuisvanaremuies 9z4ie
Wamnhwensanddmnduaznisusyfiudoldudddogeivoddy (Tan et al, 2023) faiy
mMswaMsALAta msdeasednafivana wagarmanusalumsssymgaadva Jaudsdniu
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Theory) ngunsiseuiiuUszaunisal (Experiential Learning Theory) wagiuafin GBL daigeules
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AuUsdsse fanssunsiEeus AuUsny
(Independent Variable) (Learning Activities) (Dependent Variable)

msfansoudlagld || o waeadoh - 1. ANNENNTAIUNT

wnasdugu (GBL) (Logical Fallacies) AnwAUgy

AU AV INGINTITANUIN (Problem Solving)
wounaiadu 1.3 (2 AUEew) 2. Msdeans
WU duius (Quizizz) n =23 Ay DENTRNE
(Reasoned Communication)

AN 1 NTDULUIARNITIVY

m InUszaeAn13IL
1. ieAnwinavesnsimuinisaunlymiuaznisdeansegaiiivananiun1sdnnsiseus;
Tnelfnudugiusiuiuueundindudslfauiuslusmedvineimsiun ssaudseudnenda 3

2. wefnwenuiiswelavesinGeuiiidenisinnisseuslaeldinudugiusuduieuniiedu
B fduiusndanasiornuanansalunisfinuitayyuas FeansegralimanaluseIvine N sAuIn
verinFeutudseudnuUn 3

m 35n15ANEN

msAnwiadeilifunis3delutuidou (Classroom-Based Research) dnwauiumsidodaiam
(Research and Development) 31fUNITITLTINARBIUUNGULALITARANDULALNEIN1TNAGDS
(One-Group Pretest-Posttest Design) IngajsAnwimaveinisdnnisieny tneldinudugiusiuiu
LeUndinduide fiiudronnuanansalunsfnuitiymuasnsdeansetnadlivealuseivineinis
Funmmestinidsutuliseufnudi 3 Fanmil 2 wansnssuumssidumsidefuiseendu 3 ssee
&
3l

]
=1

52829 1 STUsANWILUIAALAZNISIATIZH (Conceptual Study and Analysis)

De

Anwmgul] wnfn wezaAdeiiAedeatunsdansFouslaeliinudugiu msdansGeus
ERIRGEY mﬁﬁmtﬁfjﬁum msdeansogslivgna LLayLLmﬁ@Saqmmmaﬁﬁa AUANUNTIATIEN
vianamLmuﬂmqmiﬁﬂmmuwuﬁm WNSANT1Y 2551 (RUUUTUUTS WA, 2560) mmm WaraNTENSReUS
Y09 INeMIsIn seRutuseuAnun i 3 nadwsTild Aenisnnudiugiu weranminadeon
N19Seu3 lWMruANIauLEIAANITITY MKUINITIAY TRQUIasAnsiions LashuInen1seankuy
LHUN13INNTSSEUSLarueUnAintuldsUfduiusivansauiuuiunataesieaisey
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328 2 538LRRNWUULATWAILT (Design and Development)

ganuuukuNsIAN1sBeuilegldinudugiusiuiuseunddu Quizizz AseURqUSTEZIAY
2 AUEE (100 W) Feimunssezaifena e iangauiullonisaamgnaitangeenisna
lunisesuie AnUfUa wazasviounanisiieuiednesnsuiau wisadenldluniside laun

1. wwunsdanisseusiaeldinudugusiuiuueundndy Quizizz Bounauaduf (A 10C
98511314 0.67-1.00)

2. ueuwAlndudeUfauius Quizizz Saduuwamiosuinu-rivesulaviidaeussnuuuadany
Usznounmiaziaden fi3sunouriugunsaldiuiuarsunaasounduviu Tlunisds
Mandsiieseiseinafanssunuiiensedunisanuidamuas nnsdoaseddlivawa
(A1 10C 8g5¥1314 0.67-1.00)

3. WUUATIFABUAANINUNDUNTIANTSISEUS (Pre-learning Game Evaluation Checklist)

4. wuunaaeuinanuasalunisaaudtyvuaznisieansednadivgua Boamguaivh
Buwvuidenaeu 4 duden $1uan 10 Je wwadudeiitnnisdauidam 5 do (Azuuwdiy
5 AzuuY) wazdeiiinnisdemsesaivana 5 1o (Azuuwdn 5 Azuuw) Muuasiuou
fosinarufielinsounqusUuuuimanaiTRtid Aymuidanasldinassna 20 wif
(A1 10C 51319 0.67-1.00; AAMdasTu Cronbach's A = 0.78)

5. wuvaeumuanuisnelavestinGeu (A1 10C agsyning 0.67-1.00)

\w3eslennaturIuN1INTIIEeUALATITLLEM (Content Validity) laegleivgy 3 Au
lngldnviinnuaenndosvestemauiuinguszasd (10C) Fataniian I0C = 0.50 fod W uNu9

szezd 3 szezidilulduazuszifiuna (Implementation and Evaluation)

° ) = o a ) L. Y a o Y ' = & U a &

UHUN13IANTFeusagieundndy Quizizz WlHiseiunduditededadudniSeutuy
o = aya a a o [ a [ a < v 1 a
TseudnwUn 3/7 lsaSeuussna Ymiaussna 1w 23 au laslsuannisiiuteyanauisey
(Pretest) arntudniiun1sdananssunissend waziiudeyanduseu (Posttest) Mewuunaday
atuifeniu wiaufudayarmiuiisnela Iinseidoyaseadfdomssaun laun Auade (M) uas
@1 duuuLInggIU (SD) NAABUANUKANGIIAIY Dependent t-test WALATUIUVUIAYDING
Mg Cohen's d NOUNMTIATIZYIAIY Dependent t-test FIIEATIIABUAUNAFIUNITUANLAUUUNA
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