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Abstract

The objectives of this research were 1) to develop and examine the efficiency of educational
game-based activity sets designed to enhance mathematical thinking skills among early childhood
students and 2) to compare students’ mathematical thinking skills before and after the implementation of
the activity sets. The study employed a quantitative research design, with the conceptual framework
grounded in Piaget’s cognitive development theory. The population comprised 86 second-year early
childhood students at Sompoch Krung Anusorn School (200 Years). The sample consisted of 20
students from class 2/4 in the second semester of the academic year 2025, selected through purposive
sampling. The research instrument included a basic mathematical thinking skills assessment. Data were
analyzed using percentage, mean, standard deviation, and paired samples t-test.

The study results revealed that 1) the educational game-based activity sets achieved an
efficiency of 87.67/92.33, exceeding the established criterion of 80/80 and 2) students’ mathematical
thinking skills after the intervention were significantly higher than those prior to the intervention at the

.05 level of statistical significance.
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