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Abstract

The purpose of this research were 1) enhance the vocabulary learning skills of third-
grade students by utilizing language games to improve their effectiveness, and 2) examine the
satisfaction levels of third-grade students with the use of language games in English vocabulary

learning.

The population in the research study consists of 26 students from Grade 3 at Ban Bo
It School in Songkhla Province during the first semester of the academic year 2024. The
research instruments were 1) 5 lesson plans with language games 2) English Vocabulary
Achievement Tests and 3) The Student Satisfaction Survey towards the use of language games.

Data were analyzed by the use of mean, standard deviation and I0C.

The findings of this research were 1) The effect of using language games on the
enhancement of English vocabulary skills among Grade 3 students, when comparing pre-test
and post-test scores, revealed that post-test scores (L = 16.27, O = 3.01) were significantly

higher than pre-test scores (W =8.19, O = 1.64) with a development percentage of 40.38.

2) The satisfaction of Grade 3 students towards the use of language games was at the highest

level. (U = 4.80, O = 0.13)
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