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Abstract

The objectives of this research were: 1) to compare the English communication skills of Mattayomsuksa 5
students before and after using role-playing activities through the active learning process, and 2) to assess
the satisfaction of Mattayomsuksa 5 students with the lessons incorporating role-playing activities in the
active learning process to enhance their English communication skills. The sample consisted of 36 students
from Mattayomsuksa 5 students at Salokbatwittaya School, Kanuwarlaksaburi District, Kamphaeng Phet
Province, Thailand, during the 2023 academic year, selected through purposive sampling. The research
instruments included lesson plans, a four-item English speaking proficiency test used for pre-test and post-

tests, and a student satisfaction questionnaire.

The research findings indicated that the students' English communication skills significantly
improved after the lessons involving role-playing activities, with statistical significance at the .05 level.
Additionally, the students' satisfaction with the role-playing activities for enhancing their English

communication skills was rated at the highest level (Mean = 4.75, S.D. = 0.41).



"y

9891989 (URL) : https://publish.vichakan.net/show/820

[

WNANTUNISIHEUNT © 7 Aanaw 2567

'
¢ =

WUW : JuN 6 weFAINEY 2568 1an 01.41 .

L)



