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ABSTRACT

The purposes of this study included the following: 1) to develop packages to
train computer skills using Problem Based Learning and Jigsaw Technique to obtain the
established criteria of E;/E,, 2) compare the students’ problem solving abilities, 3)
compare the students’ self-discipline, 4) compare Matthayom Suksa 2 students’
learning achievements possessed before and after learning, 5) compare problem solving
abilities, self-discipline, and learning achievements of the students whose skills in using
technology varied. The samples were 30 Matthayom Suksa 2/2 students who were
studying in the first semester of 2019 academic year at Ramrachpittayakom School
under the jurisdiction of the Office of Secondary Educational Service Area 22. The
classrooms were used as the sampling unit and these subjects had been gained
through cluster random sampling. The instruments consisted of the packages to train
computer skills using Problem Based Learning and Jigsaw Technique, the test to
measure the students’ problem solving abilities, the test to examine the students’ self-
discipline, the learning achievement tests, and the test to assess the students’ skills in
using technology. The study adopted an experimental research design. Statistics

employed for data analysis were composed of mean, standard deviation, t — test



(Dependent Samples), One — way ANOVA, One — way MANCOVA, and One — way
ANCOVA.
The study revealed these results:

1. The packages for training the computer skills using Problem Based
Learning and Jigsaw Technique gained their efficiency of 79.83/72.75 which was
higher than the established criteria of 70/70.

2. After the students had learnt through the developed packages for
training the computer skills using Problem Based Learning and Jigsaw Technique, their
problem solving abilities were significantly higher than those of before at .05 statistical
level.

3. After the students had learnt through the developed packages for
training the computer skills using Problem Based Learning and Jigsaw Technique, their
self-discipline was significantly higher than that of before at .05 statistical level.

4. After the students had learnt through the developed packages for
training the computer skills using Problem Based Learning and Jigsaw Technique, their
learning achievement was significantly higher than that of before at .05 statistical level.

5. After the students had learnt through the developed packages for
training the computer skills using Problem Based Learning and Jigsaw Technique, the
problem solving abilities, self-discipline, and learning achievement of the students
whose skills in using technology varied were significantly higher than those of before at

.05 statistical level.

Keywords Package for training skills, Problem Based Learning, Jigsaw Technique,

problem solving, self-discipline, learning achievement





