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have to, have/ has got to), and (4) rules and permission (can, must, be
allowed/ permitted/ forbidden) '
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ABSTRACT

The purposes of this research were to‘investigate the effects of using linguistic
and communication games at the practice and production stages of grammar teaching
to enhance students’ grammatical competence and to investigate the students’
attitudes towards learning English grammar through games. This research studied four
grammatical items: (1) the past events (past simple with ago and for), (2) experiences
(present perfect with ever and never), (3) necessity (has/ have to, have/ has got to),
and (4) rules and permission (can, must, be allowed/ permitted/ forbidden). The
subjects were 84 science program M.4 students studying the Fundamental English
course 12 (Eng. 018) in the second semester of the academic year 2000 at
Nawaminthrachuthit Taksin School in Songkhla Province. They were selected based
on their approximately similar English achievement. The students were divided
equally into the experimental and control groups. Both groups studied the same four
grammatical items taught by the same instructor (the investigator) for two weeks. The
experimental group was instructed with the game-based method and the control group

was instructed with the non-game activities.

Four instruments were used to collect the research data. They were the
teaching materials, the teaching plans, the test of the grammatical competence and the
semi-structured questionnaire on attitudes towards learning grammar through games

(for the experimental group).



“ The main findings are summarized as follows.

1. After the subjects were taught through two different teaching methods, it
was found that there were no significant differences between the grammatical
competence of both groups. However, the students studying grammar through games
developed grammatical competence better than those studying grammar through non-
game activities.

2. The students in the experimental group had positive attitudes towards
learning grammar through games, learning English in general through games, and
game playing in language learning. Games were found to greatly help the students
study and practice using grammar more meaningfully and joyfully. Games helped
them develop their grammatical competence in all four skills, particularly in speaking
and games made the lessons more interesting. Playing games in pairs or groups,
helped promote cooperative working. The students suggested that games should be

used more in grammatical learning and teaching.
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