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Abstract

The purposes of this research were 1) to develop true consonant clusters (3, @, 7) pronunciation skills
through Game-based Learning for Grade 2 students at Wichian Chom School, and 2) to compare the students’
pronunciation skills before and after the intervention. The population consisted of 40 Grade 2 students at
Wichian Chom School during the first semester of the 2025 academic year. The sample comprised 5 Grade
2 students selected through purposive sampling. The research instruments included 1) 12 Game-based Learning
lesson plans, 2) educational games, and 3) a true consonant clusters pronunciation test. The lesson plans and
educational games were evaluated by experts and found to be at the highest level, while the pronunciation
test was validated using the Index of Item-Objective Congruence (IOC). Data were analyzed using median,
interquartile range, and the Wilcoxon Matched-Pairs Signed-Rank Test. The results revealed that, first, the true
consonant clusters (3, &, 7) pronunciation skills of the Grade 2 students through Game-based Learning were at
a very good level, with a pre-test median score of 7 (ranging from 6 to 8) and a post-test median score of
15 (ranging from 14 to 15). Second, the post-test pronunciation skills of true consonant clusters (s, @, 3) of

the Grade 2 students after the intervention were significantly higher than their pre-test scores at the .05 level.
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Table 2
Demonstrate the ability to pronounce true consonant clusters (3 8 1) of second grade students.
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mntnglurnissen 21 wegreiused@nsam

Yaiauatuy (Recommendations)
1. dausuuzlunisiwan1sideluly

1.1 fun133nnanssy gaeumsusuanueInitewazninivesnuligavgunuseauauaIunsaves
thiFeunsazau iloandesiauinrauaneing uazasiafanssuegiseiosmiaue WeolviiniFouldinduinuens
91URONLALRUANANUTIUYUALAINUDTIT

1.2 nunisiaTuusiwazUsziiiung: lusenineni1sdnnanssuiny AEaeuads A vuue vsanIsLasuLss
yavanedasiiaue nieusiuilinnudaiuaindniFeu iioranyusssUuuuinaliiaynuasasafuaudosnis
o Founnd ety

1.3 shunlenieanudng: lsadsumslimsaduayunissdndeuaruinnssluguuuuinums@nm il

o o

T dueIesdloddglunmsianinvenwilvewaznguarsenmseuiou o Adudiseududdy

o

2. Jadusnurlunisiinideasesal

[
o A

2.1 Msveenguiieg s iesnnnuideassilidunsfinwilunquitegiuenzaiyaswuiadn (5 au)

Tumsidensawely msvenenqudiegsludaindeuseautudy wisveaeddiunguiegnsvunalngssiuiusounia
szaulsadeu WieBuduuszavsnmeesguuuunsinnmsseuilagldinundugrulidianumindeiodau
2.2 Msvgneveuwailen avsinisihgduuunsinnmsseuilaeldinundugiu Wuszendldlunisiaun

inwenwingluiomdu o AdnseuinUszautym wu nserumaunailiuy Mseumaiisnusin wisn1sazng

AN lnsIuLInsIlaEne
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2.3 meiandeluzduuuddva msinTidewariaudeinunisfnuangiuuund (Offline/Board
Games) lUgn1simunuinnssunuiidsia (Digital Game-based Learning) n3auaundintusaulatl iielvidenndeosiv

woAnssuMIeuiveiseulugarnissun 21 uasiialonaliinteuamunsanunuunieulamenueseg oo

n5UAEN15 14 Generative Al Tun1si@euunaa1u (Disclosure of Generative Al Use in the Writing

Process)

13i5in514 Generative Al
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