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Abstract

The purposes of the research were: 1) to synthesize the Educational Board Games Construct Process with
Design Thinking 2) to evaluated the Educational Board Games Construct Process with Design Thinking.
The research procedure consisted of 6 steps as follows: 1) studied problems and need of research,
2) studied journals, texts and related research, 3) synthesized the process, 4) condensation process,
5) evaluated a process, 6) summarized and analyzed data, and 7) added improvement to the process.
The results show that there are 3 main process and 5 sub process included in the 5D Process as follows;

1) Writing Process consisted of Discovery, Define and Design 2) Making Process consisted of Development
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3) Playing Process consisted of Deployed. 2) the evaluation results of the synthesized process from 3 experts
was at a very high level. (X = 4.80, S.D. = 0.35)
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