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The Developments of Game-based Learning Activities for Improving
Mathayomsuksa 1 Students’ Learning Achievement in the 7 Parts of Speech

in Thai Language
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Abstract

The purposes of this research were to develop learning activities in Mathayomsuksa 1°s Thai
language classroom by using games, and to improve students’ learning achievement to achieve 70
percent of total scores and to have more than 70 percent of students who achieve the passing score
(70 percent or higher). The target group consisted of 46 Mathayomsuksa 1 students in the second
semester of academic year 2020 from Khonkaenwittayayon School. This research was an action
research including 3 types of research tools; 1) the tools using for experimenting the practice, which
consisted of 8 game-based learning lesson plans; 2) the tools using for reflecting the practice, the
reflection forms for each lesson plans, which consisted of lesson plan’s reflection form, students’
learning behavioral form, students interview form, and post-cycle test; and 3) the tool using for
evaluating the effectiveness of learning management, which consisted of the learning achievement
test on the 7 parts of speech in Thai language. Data were analyzed by using descriptive statistics
including percentage and mean.

The study results revealed as follow:

1. The development of game-based learning activities consisted of 3 stages including; a)
lead-in: teacher engaged students by using music and quizzes in order to prepare the students for the
class and lesson; b) presentation: teacher presented new content by using appropriate instructional
materials, so that the students could learn the principle of Thai vowels (vowels writing and
combination of vowels with consonants) through games; and c¢) conclusion: students performed their
achievements better in the 7 parts of speech in Thai language after the study, and the researcher was
applied the action research methods to develop the learning activities. The study results revealed that
the game-based learning activities engaged the students’ interest, activeness, and entertainment, in
addition, provided students the learning opportunity, the adaptability and eagerness to learn, the better
memorization, moreover, the improving of listening, speaking, reading, and writing skills.

2. The learning achievement of Mathayomsuksa 1 students learning by using game-based
learning activities found that the students obtained an average score of 88.86 percent, and there were
82.61 percent of students passing the criterion score, in conclusion, both of which being better than

the predetermined criteria.



