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ABSTRACT

The purpose of this research was to study the use of games to enhance
skills in reading words with final consonants of Prathom Suksa 1 students at Sriping Muang
Municipal School. The target group included 23 Prathom Suksa 1 students who studied in the
second semester of 2010 academic year the School. The instruments used were 24 games to
enhance skills in reading words with final consonants in 8 learning units the test for each unit,
and an achievement test. The collected data were analyzed in terms of means, standard deviations,
percentage, and t — test and presented in tables with description. The findings reveal that after
using games , the students achievement average score was 88.26 percent, which was higher than
the set criterion of 80.00 percent, and the students had statistically higher achievement at .01 level

of significance.



