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ABSTRACT

The purposes of this study were 1) to find the efficiency of lesson plans for
teaching English vocabulary through games for Prathomsuksa 4 students to meet the
criterion set at 80/80, 2) to compare the students' English vocabulary achievement
before and after learning through games for Prathomsuksa 4 students, and 3) to
investigate the level of students’ satisfaction toward learning English vocabulary
through games for Prathomsuksa 4 students, The samples were 14 Prathomsuksa 4
students who enrolled in the fundamental English course (E14101) in the second
semester of the academic year 2011 at Ban Nong Chum Sang School in Huai
Thalaeng District, Nakhon Ratchasima Province, selected by using purposive
sampling technique. The research instruments used for collecting data were 1) 10
lesson plans for teaching English vocabulary through games, 2) English vocabulary
achievement test, and 3) a questionnaire for students’ satisfaction. The statistics used
for analyzing the collected data included percentage, mean, standard deviation, and

dependent samples t-test.
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The findings were as follows:

1. The efficiency of the lesson plans for teaching English Vocabulary through
games for Prathomsuksa 4 students had an efficiency of 86.93/87.14 which was
higher than the standard criterion set at 80/80.

2. The 14 Prathomsuksa 4 students who learned English vocabulary through
games had higher achievement than before learning English vocabulary through
games at .05 level of statistical significance.

3. The 14 Prathomsuksa 4 students’ satisfaction toward learning English

vocabulary through games as a whole was at the most satisfactory level.



