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Abstract

The objectives of this research are: 1) to enhance the English vocabulary learning skills of
Grade 7 students through the use of language games, and 2) to study the satisfaction of Grade 7

students with learning English vocabulary through language games.

The research population consists of 41 Grade 7 students from Hatyaiwittayalai School 2,
Songkhla Province, in the first semester of the 2024 academic year. The research tools used are: 1) a
lesson plan incorporating language games (3 plans), 2) a vocabulary learning assessment test before
and after the use of the games, and 3) a questionnaire on students' satisfaction with the use of
language games. The statistical methods used for data analysis include mean (u), standard deviation

(0), and index of item-objective congruence (I0C).

The research findings reveal that 1) The development of English vocabulary leamning skills of
Grade 7 students through the use of language games showed increased effectiveness. When
comparing test scores before and after the lessons, it was found that the post-lesson scores were
significantly higher than the pre-lesson scores. 2) The satisfaction levels of Grade 7 students who

were taught using language games were found to be at the highest level.
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