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Abstract

The objectives of this research were: 1) to create and determine the efficiency of the leaming
model using the PPP technique combined with the “Mystery Box”, based on the 70/70 criterion; 2) to
implement and investigate the results of using the learning model by: 2.1) comparing Chinese language
learning achievement before and after learning, and 2.2) comparing learning motivation before and after
learning; and 3) to study satisfaction and propose suggestions for creating motivation in Chinese language
learning. The research methodology employed a Research and Development (R&D) process comprising
three steps: Step 1: Creating the learning model using the PPP technique combined with the Mystery Box;
Step 2: Implementing and analyzing the model's results; and Step 3: Analyzing satisfaction and generating
suggestions. The research design was a one-group pretest-posttest design. The sample group consisted of
48 Grade 4/5 students at Chongfah Xinsheng Wanishbamrung School in Chiang Mai Province, selected
through purposive sampling. The research results revealed that the efficiency index of the learning model
using the PPP technique combined with the Mystery Box was 95.75/96.56, which exceeded the set criterion
(70/70) and was at a passing level. This indicates that the learners developed their skills effectively.
Motivation increased by 41.33%, and satisfaction increased by 43.25%, with post-learning scores being higher
than pre-learning scores. Furthermore, the study summarized suggestions for instructional management to

enhance motivation for primary school students.

Keywords: (Presentation, Practice, Production) PPP learning model combined with mystery box innovation,
Chinese language learning achievement, motivation in learning Chinese language, satisfaction

toward learning Chinese language
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