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Abstract

The objectives of this research were 1) to develop a board game to enhance basic
algorithmic abilities for Mathayomsuksa 2 students, and 2) to compare the students' basic
algorithmic abilities before and after using the “Algo-Hunter” board game. This study employed
an experimental research utilizing a One Group Pretest-Posttest Design. The research was
conducted in the second semester of the academic year 2025. The target group consisted of 11
Mathayomsuksa 2 students at Ban Tha Siao School, Roi Et Province, selected via purposive
sampling. The research instruments included 1) the “Algo-Hunter” board game, and 2) a basic
algorithmic ability test, which were validated for validity and reliability. The statistics used for data
analysis were Mean, Standard Deviation, and the Effectiveness Index (E.I.).

The research results indicated that 1) the quality of the “Algo-Hunter” board game, as
evaluated by 3 experts, was overall at the highest level (Mean = 4.54), and 2) the comparison of
basic algorithmic abilities of Mathayomsuksa 2 students revealed that the post-test mean score
was higher than the pre-test mean scorewith an Effectiveness Index (E.l.) of 0.68, meeting the
specified criteria. The body of knowledge derived from this research demonstrates that using a
social deduction board game innovation can concretely develop students' algorithmic thinking
skills within technology-limited contexts.

Keywords: Educational Board Game; Basic Algorithms; Unplugged Coding
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aunawIy nan1IvellaonndosiunwiIRnuas Hasamin (2023) fina1vin nszuIunsiuIvesanu iy

JEUU Aaksinsasrsdusuulvaudeanisvaaouannin asgelilauinnssuiiivse@nsain uwazds

donAReItUNAN1SANYIYeY Janjiw (2023) inudeyaluiimiufediudl nunsfnyinIun1snTIvEe

%
Yaa =

AMAMANHIINIUekarde dvdieligseudilallemndudousteanesiulangd

2. ﬂizLﬁué’mmmmmmiuﬁmé’aﬂ@%ﬁmLﬁaaéfuﬁum;gﬁw NaNSUSBUIBUNUIN WNLSeudl

v A

d' v = U U a ] 3 = a a J (% 1
AzLUWAA gL sugINIIneuTeueg 19ty wardadviusednsaa (E1) Wiy 0.6835 wanaid
dnisguiianunniviimiensiseusiiuduiesar 68.35 M9ilifla91nn159An1958u3UUU Unplugged
Coding tuussaLng Yrsann1senistyg (Cognitive Load) Inaldsuillomdanesiumiuuiusssula

4

nanelluanunsalfdudesls vlidndeuausalidannszuiunsAauidgm (Problem Solving) 1¢1
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laglideenmanulhginsalnwineunilnes nan15398ld@anna 997 UIUIT8U09 Assapun and
Thummaphan (2023) inu31 nsdanisiseusiagldvasanuiugiutisduasuaussauzniswideaym

a v v =

Yol eusTAUTseuAnyInousulieg1ailuTEANEA M WAL iUIATeYes Chomchun et al. (2025)

) 1

fszyd mslduinnssundlunisdnnianssunisseuidmwalinadugsnianisiseuganiineuseuag1dl
Weddey uonanddalasunisatuayuainuanis@nyives Chen and Wu (2023) Aglimiiudn nslding
a11unum (Role-playing game) Frsdaiasusinuen1sAndnsesikazusegslalunissouslanniinig

a a
LFYULUUUNG

RPN (PRt

a o :j dy ] ¥ L3 [ [ a Y « 6 Y % 1
ns3duasatlvilaesranusindlusuwuuvesuinnssunisteus “Tunavesanudalndunes
\eN9L38u3i893n” (Algo-Hunter Active Learning Model) Fulunisdunsziuwifninginisaiuin
wuuldldmeudiames (Unplugged Coding) manuttndunalatnuaiuunuim (Social Deduction Game)
TnganunsnesugesrlsznauaudNiussszuuld 3 dundn aslanslunini 3
1. esAUsznaudud (Input/Components) n1swuaailondanasAuimiduuiusssuliiiy
sUsssusugUnsaling lakn n1saunumanui (Role Cards) NvimTiunudinUsnsads
a s s ea v oA Y
ARUNILADY Waznsnaniun1saiiasadeululunsuitym
2. NIUIUNSIEEUS (Process) N1SAANTISIIEUTHNIUATTAINUNUIM (Role Playing) wazn1slut
WANALTIRSINE (Logical Deduction) FenseAulvidiseusiawsivaeuteinnain (Debugging)
wazeAUTIwITWAUNOM AU
HARNSNI5I38U3 (Outcome) {iseuiinaudrlaluntininisvitauvedldn (Code Functionality) waw
WAWTINYENITANZINSINELasINANA (Logical Thinking) S3uReinweNedenuLazN1TE0aNT
a o 3 ‘:91'/ ] ¥ 6 I [ a Y o« [ % LY n‘”
n1539easlvilvlaesdnnusindlusuuuuresuinnssumsilou; “vesanudalndunes
(Algo-Hunter) Fudunisysannisseninsuininginisawinuwuulildnoufiames (Unplugged
Coding) wagnalninuainunuin (Social Deduction Game) #an153 988 uduin nsdilemnidu
WNsIIOEN “danasiin” wulandungniiniuazgunsaindudedls YreliinGeululssseunddodndn
Aunsnensausadiduasiitlanszuiunisandeiunlaed9dngs asdauinAUNUaNsaaTY

& LY ¥ [
Julumansimunaussausiseuls
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WIANIIMPUNTIA Algo-Hunter
2 ' a < = o
(itedaaumsBouidanaiig

3 a ow P = oy
paAsznau NIzUIUNTTTOUT HAaWENITITaUS

(Components) {Learning Process) {Leaming Outcome)

mEAuum (Ralez) s i Arauaz

v wd . aa

. . mdlaniiims inEzAEARd

i Tusunsuned,
.

[REEE AL ER AEATUNUMEHIR .

s . HiMNy " 3
E LACE] (Role Playing) e Ida AITNZUAZINANG
un, dnals (Social Daduotion) -

msaflseuaz . .
- P sinuzmsfeasuas
ARMATTHRLNLM aswanudaianaia mEEE
. n mzviamatuity
UazMITUAA (Debugging

a o ¢ Y o s
AINN 3 uamaumumﬂaﬂﬂﬂaﬁugﬂﬂﬂUJMﬂiiuLﬂuﬂﬂiﬂ A&go—Hunter

nsanenanwazinlulduselesl

naiteiEesuadany “Falndumes” (Algo-Hunten) lesumsiluldussleviwavmeunslulia
$I9 9 il

1. Uselomili§9391n15 (Academic Utilization) winnssuigninluléidudunuudenisious
U5z Unplugged Coding dwsungiasuinginisauwalulsaseuvenalonia Wneldiduwuimialy
mMsdansiGeusizesnseenuuudanesiufiinrmdudeuliidilang MunszuiunsBeouiiden (Active
Learning) FsteBudununAangud] Constructionism giSeuanunsnaiisesdnnuiliesitunisiay

LN

[ '
SN

2. Usglewidadanuuasyuru (Social and Community Utilization) w3 iiyisanainumaey

1%
I =

a1m19n13Ane (Digital Divide) TiulsuSsurwadniiviunaugunsaineufiames taalsaseutium
dealaihvesanuiluldidudendnlunisisaunisaeu vliiniSouaiunsadifunuresisnInginis
o ¥ 1 ! = L v a =) dgj v o 6% a U

Aullaegrurinieuiuinseuludes wenaind Faanuisovenenailuussendldlufian ssuane
FWIN1T IAINTINYNTNVIgUBULNBRNTINwEN1sAMTInsInglunesulalnelddesiannalulad

PHIGUGN
Y
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VDLAUBDLUL

1. YaLEuBmuzaImsSUNISUINan15Ie Y

1.1 Mawseuauniouaznssentnienunnge asasunIsfnyndnivesndlmdilaegns
0931 kazAIIATENTNTI09AUIENBUAMAINYBIUBSALNY TanwHontuaznalning waldaiuise
UsziliukazAnidendenisseusniussansamunltlaegnamungay

1.2 AMnudAYeIn1Taenuniieu (Debriefing) nstaulnuiisseg1sifeiealuiiissnesanns
v & va o A ¥ o & v v o v o & = o =~
advesnuNdedy asraeudnludadinnudidyiutunsuasurauaznenunisounasauny tive
Waulean15nseyintunU AN UNENNITNIINYINTANUIUBE1TALIUY

1.3 nsUsegndldluuiuneng 9 uinnssuimuizandmivlsasounidedninniugunsel
ADNNILADST UTONUIBINUNITANYIUDNTTUUNADINITIANANTIUANBINYEEAS (Science Camp) LAy

° o v & a I\ v v ea & a v
anunsathlusuldduRanssunguduiusnasaunsnillenivinisle

1.4 Jeulvuaztedndn nmsdveianuldldasiild@nnudiauimungausonay (Ussann 4-
6 Aw) ieliAnU RSN As mMndifiSeuduiuinn asiiiivaeunseuungueesuazinassiaiiy
ASLAULANEINDADNITIUTOULNY

2. YoLAUBLULAINTUNISIUATIRB LU

2.1 MSVYIYYBUIANITANYY AITHNITANY IS ULTEURAFUNENIINTIT8UTENIaNg NS
v 6 o U L2 U 1 ‘:ll = v a L2 d‘ =l U
AEUBIALNNTALNEULADS (Unplugged) funguiitseundslusunsuanauiiaines (Plugged) iiadudy
UszAnSanasdaludalSeuiiau

2.2 MSANBIALUTWALNTINUSELIUNAMNLLRL ASANYINAYIUDSALNUNLRADMILUTAUIRAdY
wagiinwerdanu 1y finwen13vinusiniu warasinsimusUuuunisinnasyssiiiunainainuane
(Authentic Assessment) 191 N15USELTUMIUANTINITITINANTEUAANANTIUTENININITLAULNY

YBNLBINNNSITWUUNAFBUL N8RS

2.3 MSWAILIABYDANIANTSY AITINITHAILIUDIALNN AL AINUNAINNA18VBIENIUNITAIINADY
iR e lugUkuuderauNa1u (Hybrid Leaming) Aldausiuiumalulagfdviaiioninuviuady

Tuaunam
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