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The objective of this research was to develop instructional activities of English Vocabularies for
Pratomsuksa 3 Students using game.

The target group students were 26 Pratomsuksa 3 Students at Ban-nong-preu-prong School under
jurisdiction of The Office of Nakon-rachasima Educational Service Area 6.

The instruments consisted of: 1) Nine English Lesson Management Plans by using game, 2) The
Instrument for reflecting Instructional Management including: 2.1) The Teacher’s Observational Record
Form, 2.2) The Record Form of Instructional Management and The End Cycle Test, and 3) The Instrument
for evaluating efficiency of Knowledge Management including: 3.1) The Leamning Achievement Test of
English Vocabularies using Game.

This research was an Action Research for developing instructional activities of English
Vocabularies. After finishing three cycles, the students were tested their learning achievement of English
Vocabularies. The, the data were concluded and analyzed as the following findings:

The research findings found that:

1. The development of instructional activities of Pratomsuksa 3 Students’

English Vocabularies using game included the instructional management stages: 1) Introduction, it was the
stage for developing and encouraging the students’ interest and readiness by various activities, 2) Instructional
Stage including 3 steps: 2.1) Content Presentation, the teachers pronounced for students and the students
pronounced after them using vocabularies cards as instructional media, 2.2) Practice Step, the students
pronounced English Vocabularies by using game, and 2.3) Application Step, the students had game
competition in group activities, and 3) Conclusion Stage, the teachers and students concluded the meaning of
vocabularies together.

2. Pratomsuksa 3 Students’ learning achievement of English Vocabularies by
using game, Ban-nong-preu-prong School, under jurisdiction of The Office of Nakon-rachasima Educational
Service Area 6, found that the students had their learning achievement scores of learning achievement of
English Vocabularies higher than the specified criterion as percentage of full scores as 73.33%. Besides, there

were 73.18% of students passing the criterion which was higher than the specified criterion as 70%.





