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Abstract

The purposes of this research were to compare the leaming outcome of Thai grammar of the grade-5 primary students
before and after using the game-based leaming, and to study the students’ satisfaction on the game-based leaming model. In the
study, the experimental research was conducted with the One Group Pretest — Posttest Design. The purposive sampling was
used to recruit the target group of 10 grade-5 primary students at Bantakraserm School in the 1% semester of the 2020 academic
year. Considered from students with leaming difficulties in Thailanguage principles. The research instruments included the game-
based leaming lesson plans which integrated the contents of Thai grammar at the grade 5 level. The researchers developed 3
games, the pretest— posttest, the assessment form on students’ satisfaction for game-based leaming, and the observational form
on students’ leaming behaviors. The quantitative data were analyzed with the statistics of mean scores (X), percentage (%), and
standard deviation whereas the qualitative data were analyzed with the descriptive analysis. The research results showed that the
students were well interested in competitive games, and they requested for help from the classmates or the teacher while playing
games untilachieving the objectives. Therefore, their leaming outcome after leaming from all three tests was higher than that before
the lesson and their satisfaction on the game-based leaming was at the ‘much’ level with the mean score of (>_() of 3.87 (77.47%).
Learning Thai grammar with game-based leaming is helpful for students to assimilate knowledge of Thai grammar by themselves,
resulting in higher leaming outcome with leaming satisfaction and enjoyment.
Keywords: Thai grammar, game-based leaming arrangement, Game-based leaming
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Table 1 Management process for learning principles of using Thai language

Significant Activities Detail of Activities Result evaluation

1% Experiment: Theme; Type of words by using Board Game. Game’s name; Bees Board Game

1 Learning management plan: Theme; Bees Board Game Students complete a Jigsaw puzzle of prepositional meanings. Observe
(Preposition) This is an activity to check students' prior knowledge and prepare participation
Initial: Students’ activity “Meaning connection Jigsaw”. them for the next step in their learning. behavior.
Teaching: Students play a Bees Board Game (Preposition). Students play a designed Bees Board Game (Preposition). Observe students'

learning behavior.

Conclusion: Summarize learning issues and student emotions by Teacher asked about how fun of the game and learing issues Observe behavior

Questions and Answers. during the class hour. in response to
questions.

2" Learning management plan: Theme; Bees Board Game Students continue to connect word cards, an activity used to Observe

(Conjunctions) check students' prior knowledge and prepare them for the next participation

Initial: Students’ activity “Words meaning arrangement”. step in their learning. behavior.

Teaching: Students play a Bees Board Game (Conjunctions). Students play a designed Bees Board Game (Conjunctions). Observe students'

learning behavior.
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Significant Activities

Detail of Activities

Result evaluation

Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

2" Learning management plan: Theme; Bees Board Game
(Exclamations)
Initial: Students’ activity “Yes or No”.

Teaching: Students play a Bees Board Game (Exclamations).

Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

Teacher asked about how fun of the game and learning issues

during the class hour.

Students characterize the "yes" or "no" of exclamations as an
activity that checks students' prior knowledge and prepares them
for further learning.

Students play a designed Bees Board Game (Exclamations).

Teacher asked about how fun of the game and learning issues

during the class hour.

Observe behavior
in response to
questions.
Observe behavior
in response to
questions.
Observe students'
learning behavior.
Observe behavior
in response to

questions.

After studying 15 items of Types of Words, students have to answer a quiz.

2" Experiment : Theme; Standard Thai Language and Dialects(Card Game)

Game’s name : Dialects in Thailand

1% Learning management plan: Theme; Dialects in Thailand (Isan
dialects)

Initial: Students listen to music If I'm a new face (Ta ai na mai) of
Toei Apiwat.

Teaching : Students play a game Dialects in Thailand (Isan
dialects)

Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

2" Learning management plan: Theme; Dialects in Thailand
(Northern dialect) Initial: The students listened to Lanna

Cummins' song "Can Trust?” (Wai jai dai ka) ".

Teaching : Students play a game Dialects in Thailand (Northern
dialects)
Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

3 Learning management plan: Theme; Dialects in Thailand
(Southern dialect) Initial: The students listened to Kaigai Naison’s

song “Lack of Stocks” (Kon kad hun).

Teaching : Students play a game; Dialects in Thailand (Southern
dialects)
Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

Students tell the words and meanings of the Isaan dialects from
listening to the music. This is an activity that checks students'
prior knowledge and prepares them for the next phase of
learning.

Students play a game Dialects in Thailand (Isan dialects)

Teacher asked about how fun of the game and learning issues

during the class hour.

Students tell the words and meanings of the Northern dialects
from listening to the music. This is an activity that checks
students' prior knowledge and prepares them for the next phase
of learning.

Students play a game Dialects in Thailand (Northern dialects)

Teacher asked about how fun of the game and learning issues

during the class hour.

Students tell the words and meanings of the Southern dialects
from listening to the music. This is an activity that checks
students' prior knowledge and prepares them for the next phase
of learning.

Students play a game Dialects in Thailand (Southern dialects)

Teacher asked about how fun of the game and learning issues

during the class hour.

Observe behavior
in response to

questions.

Observe students'
learning behavior.
Observe behavior
in response to
questions.
Observe behavior
in response to

questions.

Observe students'
learning behavior.
Observe behavior
in response to
questions.
Observe behavior
in response to

questions.

Observe students'
learning behavior.
Observe behavior

in response to

questions.
After studying 15 items of Types of Words, students have to answer a quiz.
3 Experiment Theme; Sentence and Sentence components (Board Game)
Game’s name : Bear hunting challenge
1% Learning management plan: Students identify the Sentence Bar, an activity used to identify Observe
Theme : Bipartite sentence students' prior knowledge and prepare them for the next phase of participation
Initial: Students engaged in “Sorting and Classification" activity. learning. behavior.

Teaching: Students play a game; Bear hunting challenge1.

Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

Students play “Bear hunting challenge1”.

Teacher asked about how fun of the game and learing issues

during the class hour.

67 NALTIENE

Observe students'
learning behavior.
Observe behavior
in response to

questions.
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Significant Activities

Detail of Activities

Result evaluation

2" Learning management plan: Theme; Tripartite sentence
(Part1)

Initial: Students engaged in “Smoothly Sentences Arrangement"
activity.

Teaching: Students play a game; Bear hunting challenge2.

Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

3" Learning management plan: Theme; Tripartite sentence
(Part2)
Initial: Students engaged in “Ah! Right or Wrong “activity.

Teaching: Students play a game; Bear hunting challenge3.

Conclusion: Summarize learning issues and student emotions by

Questions and Answers.

Students place the flashcards in sentences. This is an activity to
check students' prior knowledge and prepare them for the next

step in their learning.

Students play “Bear hunting challenge2”.

Teacher asked about how fun of the game and learning issues

during the class hour.

Students indicate whether each sentence is correctly constructed.
This is an activity that checks students' prior knowledge and
prepares them for the next step.

Students play “Bear hunting challenge3”.

Teacher asked about how fun of the game and learning issues

during the class hour.

Observe
participation

behavior.

Observe students'
learning behavior.
Observe behavior
in response to
questions.
Observe
participation
behavior.
Observe students'
learning behavior.
Observe behavior

in response to

questions.

After studying 15 items of Sentence and Sentence components, students have to answer a quiz.
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