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Abstract

Background and Aims: Developing students' business vocabulary skills is crucial for professional
communication and future careers. Business vocabulary helps students effectively understand
documents, meetings, and organizational communications. Furthermore, it boosts confidence in
using English and enhances their competitiveness in the global job market. This study has the
purpose to: 1) determine the effectiveness of using the Word Clues Guessing Game to enhance
English business vocabulary knowledge and comprehension of students majoring in Business
English, and 2) examine the students’ satisfaction with learning management utilizing the game-
based instructional activities.

Methodology: The research used a quasi-experimental design, with the sample consisting of 33
first-year Business English students selected through purposive sampling. The research
instruments were: 1) lesson plans incorporating the Word Clues Guessing Game to enhance
business vocabulary knowledge and comprehension, 2) a multiple-choice test measuring
knowledge of vocabulary properties related to business vocabulary administered as a pretest and
posttest, and 3) a questionnaire used for assessing the students’ satisfaction with the use of the
Word Clues Guessing Game for learning the vocabulary.

Results: The findings revealed that; 1) the instructional effectiveness utilizing the Word Clues Guessing
Game for developing the vocabulary knowledge and comprehension of the students (E;-E;) was at
81.82/92.40 higher than the preset criteria, 2) the students’ post-test scores were significantly higher
than their pre-test scores at the .05 level, and 3) the students’ overall satisfaction with the learning
management utilizing the Word Clues Guessing Game to enhance their business vocabulary
knowledge and comprehension was overall at the highest level (X =4.60, S.D.=0.59).

Conclusion: The use of a Word Clues Guessing Game enhances not only vocabulary knowledge
but also thinking skills, commmunication, and learning motivation through psychological elements
such as competition, technology integration, and rewards. It also promotes collaborative learning,
encouraging students to express themselves, learn from peers, and share responsibility in

teamwork. Additionally, it allows teachers to provide immediate feedback while maximizing
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opportunities for authentic English use, thereby improving essential skills such as speaking,
listening, interpreting, and critical thinking.
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Tassasanwndigndes inuaunsaussgndldldfuidomvarnuats lidnasdumdniialy laeansal
p330ManT (semantics) AaanauNIWISINgugsia ommdnitmneiitnAnwanFoudsuunld 6
g il av Tdunendnyifildlugdineu (Office Work) ¥nwzna5vi191u Uob Skills) n153an1s
(Management) ¥12uazd o (News and Media) N15LAUN9ENA (Business Travel) wag A15UTEYY
(Conference) lagltdun1915 U3 AIMTUNNI8VBIAIANY N19184N0Y (Semantic Understanding or
Definition) femsfunusenuiesnnnIINIiannsuUaLuudses (Word-for-Word Translation)
Duddny

LUINNNSEUNNBUURUING U ol 6 nque ag 5-6 AW ausaUsuaNInnauryuIsy
Wasungulsvareguuuuiioairsnnuaunaluauduiusuazanusanie (Collaborative Leaming)
sewinagFeuognaniiennng suuuuiugudeliaouniefiaunilnudonddwmindaflagliilame
fnou Mntuidideyadunmatiifiosde 1wy wihi dnvusvnsmeam viouiunmisliou deuau
Ju 9 avdedlddeyaildfuaniinesivazmednligndes dalddrmaudlideoinlafd swanads
amanansalumadenleseamneléd wansdmiugiBoussiu A2-B1 inszteiiundsmdnyinas
arundilavsunnisldnie uenaint inudsannsausuldfuuunaemdanguysna Taglil tinundi
LATUMUMYNGGIAY WU Msdan1sdu arandes videmsduases fi3sudeadonlssnmautimanduiiy
Adnvinnsgsafivanza %aﬁJSLa%mﬁgQﬂawmiL%qLf‘:amLLasﬁﬂmmmIUw%uﬁ’u uay Liloifiuaay
aynuarusegdla orafmuananufiandy wu Wlildedeendguan® mnldinoagninazuuy vie
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Tezuuufivesundiimegnaelunatiiimun mstwuadeuluduiasdionssduligouidiusan
otansziedofu wavaieussenansBeuiieunasusifinatminemaivinsesadaay

nsieudrieAanssunaieudmdnsiawmsenguiisAanssnumeanantiddns 1930
weluladasufiames 13asarenm lUsunsuninesiioss wiiwumdy (PowerPoint Presentation)
sl ugiu Aannsaldldvisluieaouund (Onsite Leaming) uaz/u3on1si3ouesulall (Online
Learning)

1. wuunaaeu (Test) iunuunaaeuustoifeaiuddmizsia (Business English Vocabulary)
AsouARUIleM 6 iaany \unuuvasougruud Y 2 90 TR duuuuneasudeunisou (Pre-
test) WA LUUNAABUNGIFBY (Post-test) FeshumaaounanmINGLde1vey 3 iy

2. wuunagUMANYITEdUA g IMsiSeuiadiluiidenig suusuRanssunsiFeusi
fun WleUseidiuusyavanm (Efficiency) wasfanssunisiSeussenny

3. wuvasUmANTienela (Satisfaction Questionnaire) Tun1si3euivasindnunfiidunga
nanodlun1sidondsdl S1uau 10 dafan Fufurdoatuusransnm wisgda uasnsiaiuusinadous
MANIMwISINgumeRansTinuneRaaNRAAN (Word Clues Guessing Game)

©uess the werds 7 RVLE s

Vocabulary
Guessing Game
Business Engl-ish

S P
| am your coworker. 4

]
colleague E

A 2 JUdNYalveLNy

4. Sursunsdifiumsideuaznsiiaszidaya

wunadauRdnYignasnstulaedide warldsunmnmaseumiuiismsadaiomlngldasui
ANAanAfed (I00) mﬂQL%&Jaﬁjwé’mmsaauﬂflmé’qﬂqmﬂummmwﬁzmﬁ (EFL) 9117w 3 v
Mnsufifeduiunslagliindnunduiegiadifunisusuimatuaniortunmsfineite wasidhiy
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NMINAFOUSEUNUALTENNITIY (Pre-test) ddiusialy UnAnwidnSsumunsassuseduamiunily
aAnsAnundl 2 Insdinw 2568 Tae 6 dUaniusnidunisdduianssuionsideiFousadn
AwngugIAamNNUMTAIf MU ndaaiansdudunsinfanssunaFeunisaeulu 6 dUniui
UnAnwfunIsnaaauAIu AANY (Post-test) wazviuuuasuaiuauianelanisiseusardwi
AMWIBINYWAILAINTIUNUMEAMANTAA AN

Table 1 naMIATIwAATLULANNABAADY (1OC)

n1sUsEEiuAn 10C Tne

o w & g ya ¢ ¥ '
anu Useaun lgimsei SRR 594 A
AU Aufl Aun I0C
1 2 3

PIUIININTREUNIYIBINGY

L Anudmumdninwdingy 1 1 1 3 1.00
2. ANUIAUMTRDNAENMWSINGY 1 1 1 3 1.00
3. ANUMENZANYRINSTEAANI 1 1 0 2 0.67
4. ANNNABIYRIAANTIA WIS Y 1 0 1 2 0.67
5. MIiauvinueAENInwsangy 0 1 1 2 0.67
Auade 0.80
fudlemluniseonuuuny

6. amuwmnzauvendeviluing 1 1 1 3 0.67
7. uamildlung 0 1 1 2 1.00
8. wspdlalunmsiSeuianing 1 1 1 3 1.00
9. msysanmsinudivunsey 0 1 1 2 0.67
10.  nAnkaznsUsTIlUATLU 1 1 1 3 1.00
Auade 0.87

ALY 0.78

ToyadidunzuuuanuuunaasuLazuuuasuauld fUNITTAT e d0adfLg s TN
(Descriptive Statistics) ¥1A11a& & (Mean) A1LT 89LULN1A551U (Standard Deviation) fMsegaz
(Percentage)

1. MTIATILI t-test VBIMANTNAGDUNGATEURUR DU
2. MAATEiUsEAvENIeInsintanssuniadous (E1/62) TneRunasivi (80/80)
3. MnTeideyannLUUasUNIIUS s UINUTsERU (Levels) il

NANI5AY

MnNTesgideya nudindsuaunsassynramanevesidmilduiugdu Tnsiange
AedeadudyTuaznisnain iosnlusaziauiny dniSsudosiinmeinuandd (Clues) wagnih
(Functions) vasdmvidun ldldudnisviessrduda

~
il
=
N
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Table 2 NANITIATIEAASLUUNDULS BULAE AT U

n X S.D. t Sig.
Pre-test 33 12.15 2.05
40.20 .000*
Post-test 18.48 1.20

*significance level 0.01

9111597 2 nuBezuuLRAsvesinAnuingulunisideiinansnaaeundaieugand (X =
18.48, S.D. = 1.20) AzuuuladslunuunaaeufoulSeu (X = 12.15, S.D. = 2.05) NANTIATIZToYA
wandlifiiiudn dnAnwiifauinisdiueumdniiiaduannisdsuddsinumenuant® (Word
Clues Guessing Game) wans1e8 1T TEdA VAt ATz 1arguULLRA BUDLUUNAZDUR ANYiN Y
SouuazvdaioulaeiinariwesazuuuadendsSouaznoudou (D = 6.33, S.D.= 0.09)

Fat Q’LsﬁﬁammﬁﬁaﬂgaﬁﬁﬁmuﬂﬂWiéfmmmfﬁwﬁwﬁaﬂﬂqﬁﬁaéwﬁmwé’qaﬂﬂLa'umww
AaauURAIANY (Word Clues Guessing Game) wanslitiiuinnisldinudsnandiuszdnsnimaans
Feouddndwd wasnamslieneiilimaeuiidaaurotagUsrasdmsideded 1

Table 3 nan15ATIEUsEANEAMURININTTUNLLNONSISBUIAANITENINaLaEna LT EY
n Percentage Criteria E1/E2 result

El 33 81.82
80/80 81.82/92.40 higher

E2 92.40

(% 13

AT 3 NUIIANTUATYRIALIULTENINUT U ANYINIT B U AENIN 181 89N5¥eINA
NNSIEUIMenuneAuaudi (Word Clues Guessing Game) lAadusgiseuay 81.82 (E1) uazil

U
(7 ]

Y

A1RYAYRIAIIUMAINTSISEY agfiTeray 92.40 geniunumUsEAnSamnaslin 80/80

Table 4 nanmsiiasizvauiianelavesind@nyideinuiienisiseuiadng

Questionnaire items X SD
1. Word Clues Guessing Game could motivate learners to learn the 4.55 .50
vocabulary enthusiastically.
2. Word Clues Guessing Game provided opportunities for learners 4.48 .56
to practice vocabulary in the classroom.
3. Word Clues Guessing Game stimulated learners’ needs and 4.42 .61
interests.
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Questionnaire items X SD
4. Word Clues Guessing Game provided interesting and fun tasks for 4.58 .49
learning the target language.
5. Word Clues Guessing Game provided tasks that help learners 4.36 .65
develop not only speaking ability but also writing skills on
vocabulary.
6. Word Clues Guessing Game encouraged learners to have more 4.40 .62
motivation when speaking the target language.
7. Word Clues Guessing Game provided a relaxed atmosphere to 4.52 51
promote the use of the target language.
8. Word Clues Guessing Game could attract attention from the a.47 57
learners.
9. Word Clues Guessing Game could improve the learners’ 4.60 49
vocabulary knowledge.
10. Word Clues Guessing Game encouraged learners to actively 4.50 .55

participate and interact with their classmates during vocabulary

learning

(% L3

NN 4 LEAAIAADPLTINTTUUNNYINUANUNIND LU IUNANYIADNNSISUS A FANNHULNY

Y

ymenaEnTRAFY (Word Clues Guessing Game) $1uau 3 fu TnaiSesdduandadogsgalsg

wuTn nsanssanseilvgEeuSsuiddishoanunseiteTesuluseAugsiian Word Clues Guessing
Game could improve the learners’ vocabulary knowledge. (X = 4.60, S.D. = 0.49) 994983117 LN
PIYNTEAUANUADINTTUYALALIIVDILITEU Word Clues Guessing Game provided interesting and
fun tasks for learning the target language. (X = 4.58, S.D. = 0.49) uazanANE NUTIBASIIUTTENNAT
Noupateuii aduasunisld nrwndinune Word Clues Guessing Game could motivate leamers to
learn the vocabulary enthusiastically. (¥ = 4.45, S.D. = 0.55) Fenasanauandlyiiul nuaunse

asusepslalvifudniSeulunisiSeuimdwilaegaiuseansam

2AUs8NaA

nan1539easad wandliifiudn nrsldinumieauant@eidny (Word Clues Guessing Game)
anansaimuALdT A Asinwsingunsgsievesisouldedaiideddameada lnoazuuueis
vdaFeugsninneuseussdaay feavveuliiiuiuuimnsdanisSeuinananiiussansaiwly
mMsdaasunsBsudmdmiluuiunawdinguileinguszasdians (ESP) numenuasdiieliie
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nswwenlesdayaluaues (Cognitive Linking) mumann1suad Oxford Academic (ELT) N15eyinnisisens
HuUTUNarn1TLAUymtisiiunudn s uze

nadwsiaonadasiuutafnuas Lewis (1999) $198sluunanuiduues wufdnd aonduns (2558)
TuideideiFes “Iensaeunivuvuiiudng: gaitufiisnisiddnt” 1991 “inu” Wuedesdled
Prenszdumasouimdnikiuuiunifanumnowssnsiidusuvesfidou Snvisdsaanndosty
LwIARAEY Neuyen Thi Thanh Huyen waz Katarzyna Uberman (1998, 2003) fina131tnua e adns
ussEnmATeunae shlissuannsoansiddnildnag esmnananuinnfnawszifiuusegslaly
nedoud uenaindl wansidedsatiuayuuuafin Active Learning 104 Bonwell wa Eison (1991) &s
wiilviseuiiunumlunisia S wazlldwsulunszuiunstews lnenumeauaudiilalania
TiSoudedldnszuiunisndsiinggy (analytical thinking) waznisiiiealesaanamane (semantic
association) WNUN1FVBITUNERE 1AL dIHaliinN15i58U3LT9EN (deep processing) MUNGEY
Levels of Processing U84 Craik wag Lockhart (1972)

TudnuirupfvesdSou wuirdiseudanudavuluduinaenistdinuluszauas lneameanu
1599510 mnuaula uazussenialumsious (Awdsunnnin 4.25 vnde) Fsaenadesiutuifnues
Vernon (2012) fsgyininuteiiinemsalauazdaaiumsildusmesgBou vilvnssuiunsiFeuss
arnniaulauasiisyavinmanndadusendlsio uiHinan9ifeasdlifuissslosdvesnislding
uifgsdidosiiaunsusznis wu nseuaunanludwdou nsdanangAnssuveiFou uazaau
uanAeessEiuALEiiugIu Ssaenndosiutoiauaues Wright et al (2006) Tiduinfaousosiivinyy
TunsudmsdanistuSou warosnuuuiansslivngaufuuumesSeu

lngasy msldnumennaudidnsildiieswstenmuinnusnuadnm widdaasuinyenis
An M3deans wazussgslalumsioud Jadussduszneudidyuesnsiountwluamssuil 21 Tned
03AUsENOULEIININeINTB8u3 (Learning behaviors) fidhdry leud n1slddensiSeusmugnasioves
weluladaeufiaged msuvstu wagnslissialumnududeszniadunuiiairsusegdlalunisitous
UsznsdesnAenisiseusiluuTiuiievedisey (Collaborative leaming) Aensuuangulvigiseuylemiu
Andsanunsoasnenundiuaniean (Encouragement) miﬁauiﬁnmﬁau (Peer Learning) karAIU3aAN
susuRnveuLazsiluaudsa (Sharing Responsibility and Success) Uszmsqmﬁw%’ﬂ,t,fimiﬁﬁaau
lpillonalvinaazvioundy (Feedback) lunisiseuseesviuiluvaaniuianssunisisous nieunisla
ahalemanislénudanguluniseudnniiaadulusuvdnnisvesnmsiFoudnuisussmaigizou
Foaeuinwluunamwidmnglinnuasidusssumadian Inevdnideanisldnvusivosiouly
madous nsliinudlunsGeudnmundsngulugusawisssmavesindnulnedidsfauvines
maﬁ‘auiﬁmﬁ'uq fiddayBnuanesu T

Y

1) finwen1sedutemdnisisAdulaenisideslydaiy (Paraphrasing Skills)

2) WinwensRnaLazn1sAeaNTeg19llAUMNNEaSe (Speaking in Meaningful Practice)

3) Yinwgn1TiauazAAINAN85UNe (Listening and Interpreting Skills)
)

4) inwrnsAnAs1ERanAluliemAIneu (Critical Thinking from Analyzing Clues)
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5) finwen15sauile viududiy wagn1sas19nais (Cooperative Teaming-work and Tactic

Creation)

SR GIYE
1. Yatauauuzlun1sinnsisaunisaau
1) msUsusEAUAMNEInTeIm AWl N auuTE A UANENITIve IS B Ll o ey
ANuFAnenvisedeiuly
2) msimuaninuartuneuvennulidaay ielidenssusuiullegiiussnsnmuazll
\deian
3) pasldfinusiufumaiinnsasudu 9 Wy MsaeULUUUSUY (context-based learning) %38
n5lddedafdie wiowiuanuvainuaty Adsdn1sauILNLAI AN USULUE suld (Adaptive
vocabulary game) tnuavaun1siseus adnyilaaldinaluladioley s (Alassisted Vocabulary
Scaffolding) way LmJLﬁamiL‘%auﬁLﬁaammummﬁﬂﬁﬂLawwizazma (ESP Lexical Retention Tracking)
smﬁamiﬁﬂmm%uLﬁwszoﬁ’umﬂ%ﬂ@@wLﬁamsﬁaui’ﬁwﬁ’wﬁmmé’aﬂqw Lﬁaamsé’mmmm
Avns Wudu
4) anansavinalulad Wy Kahoot! 3o Quizizz uuszgndlisanduing ilelfiunuaynuay
n13dlduII
5) AITIANGUELURE LT diedaasumuinilonazanmujuneluduoy
2. JardusnuzamsunIsIvelusuan
1) msAnwnavesnsldinaluszaren (long-term retention) il 89313 Buaunsaans
RN R M TER
2) AaUSpuLisuUszansSamueunuUTEianag o Wy Inufdvienuinuluieuiou
3) msvenengustegsludagiSeuluseiudu 1wu sseudne wientnanlussdnsgsie
1) MsFnvImAYeLANADTNYZNWIBY 9 WU My NMaldeu vidensdeasdigsiaetaysan
A5UAR (Gamification) Aumaluladl 1wy Al vieunanwosueeularl ewamngUuuusBouiT
THuasteunndetu
3. daiauauusBeUuR (Practical Implications)
1) andumsAnwimsativayunisidnanssunulunisiseunisaauny
2) msinseusuAgRgunseenuuUAInsIN MmsldinanitenisiGeusosraduszuy
3) Mafiamnd onsi3eus sy atunisidusimeesiiou (Active Learning) 111031013
Usseefissegaied viion1sBeugiduiuunisius (Receptive Learning)
Tasamsiy msldinumeruansiddmidodunuimaifidnenmgdunsiauinisifous
AFNNNT 5N ¥NEIN kazaunsai luussenaldluusunnisseunisaeulaegavainvaiswasil
Usgdndnm
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