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ABSTRACT 208441

This research aimed to 1) find an efficiency of the learning plans using games
for Prathomsuksa 4 students, according to the standard criterion of 80/80, 2) compare
their articles using skills before and after the experiment, and 3) compare their skills
when they were taught by using games and those when they were taught by
conventional method. The sample consisted of Prathomsuksa Four students at Wat
Nongmuang School, Nongmuang District, Lop Buri Province, during the second
semester of Academic Year 2007. The research instruments consisted of 1) lesson
plans using games, 2) lesson plans using the conventional method, and 3) tests on
articles using skills with a reliability of 0.81 and an approval from 5 experts. The data
were analyzed by mean, standard deviation, and t-test.

Findings were as follows:

1. the efficiency per the result of the developed lesson plans using games
was 81.75/80.45. .

2. their skills after being taught by games was higher, with a statistically
significant difference at the level of .05.

3. the skills of students taught by games were higher than the skills of those
taught by the conventional method, with a statistically significant difference at the level
of .05.





