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ABSTRACT

This study was designed to construct and use educational games to develop thinking
skills for preschoolers, and to study the result of using those games, The target group used in this
study was 20 second year kindergarten students enrolled in the first semester of 2012 academic
year at Anuban Meaung Lampung School, Meanug Lamphun District, Lamphun Province. The
instruments consisted of 1) 20 educational games, 2) 20 experience learning plans
3) 20 items of thinking skills test. The collected data were analyzed by computing percentage and
mean, then compared the average posttest scores with the set criteria of 60.00 %. The data was
presented through table with description.

1. The findings were the constructed games to promote thinking skills were observing,
grouping, comparing, solving problems. The games were used along with 20 experience
organization plans. The games were appropriated to students and could promote students’
thinking skills.

2. After using the games, the students’ thinking skills average score was 87.50%

which was higher than the set criteria of 60.00%



