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The purpose of this study was develop scienceprocessskills of grade level 3
students by using games.

The population of this study was 41 Mathayom Suksa 1 students who were
learned science club activity packages in the first semester of academicyear 2008
at Non sa-at Pittayasan School, Non sa-at District, Udonthani Province .

The instruments of this research were 1) teaching plans which using games
to develop scienceprocess skills 2) science process skills test which had the reliability

of 0.895 . The statistics used in the data analysis included mean , standard deviation and
percent change. Research finding was found that : post — test score average in science
process skills of students who were taught by using games to develop science process

skills was higher than the pre — test . and had score of growth in science process skills

at 17.90 %





