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Abstract

The objectives of this experimental research were: 1) to develop
vocabulary learning; 2) to study vocabulary retention; and 3) to examine student
satisfaction towards Game-Based Learning (GBL) integrated with the Linking
Words pictorial technique. The target group consisted of 26 grade 5 students at
Wangdee School, Songkhla Province, during the second semester of the 2025
academic year. The experiment was conducted over a period of 6 weeks,
totaling 12 instructional hours.

The research instruments included 12 lesson plans, vocabulary
proficiency and retention tests, and a satisfaction questionnaire. All instruments
were validated through the Index of Item-Objective Congruence (I0C) by

experts. Data were analyzed using mean, standard deviation, and t-test.
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The results revealed that the students' immediate post-test mean scores for
Vocabulary Sets 1 and 2 were 73.80% and 73.50%, respectively. When re-tested
after two weeks to measure retention, the scores increased to 75.80% and
75.40%, which were significantly higher than the 70% threshold at the .05 level.
Regarding satisfaction, students expressed the highest level of satisfaction (x =
4.65, or 93.00%), surpassing the 80% criterion. In conclusion, this learning model
is effective in enhancing vocabulary acquisition and retention, while fostering a
positive attitude toward English language learning.

Keywords: Game-Based Learning, Linking Words, Vocabulary Learning,

Vocabulary Retention
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