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Game-based Spatial Computing Learning for Computational
Thinking Education
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Lai*

Abstract

Computational thinking skills allow learners to develop problem thinking and logic
thinking about real-world problem solving, and to try to build a process that collaborate with
computers for empirical evidence. As a result, computational thinking skills have become an
important goal for many educational systems. This study focuses on the integration of a
game-based spatial computing learning approach with Roblox, an open-ended game
development platform, to design a game-based learning approach of recursive functions. The
game design uses the concept of spatial computing and introduces the process of
computational thinking to deconstruct and understand logic, so that learners can develop their
overall information literacy skills by using computational thinking levels during the game.
Through teaching experiments, we found that although this learning method can effectively
enhance students' learning motivation, the development of logical thinking and spatial
thinking skills may still be affected by the way the game levels are designed and the

completeness of the teaching materials, and more research is needed to prove the research.
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