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ABSTRACT 
The purpose of this research was to investigate the effectiveness of using educational games, specifically the HAPCAB model, in 
improving students' alphabet recognition skills in primary 1 students at Puyud Community School in Pattani Province, Thailand. The 
study included 27 students in the first semester of 2022. The students were selected through purposive sampling. The research 
instruments involved lesson plans, pre-tests and post-tests for alphabet recognition, and a satisfaction measurement scale. The results 
of the research showed that students' alphabet recognition skills improved after using the HAPCAB model, with a  higher 
achievement score of 11.85 compared to before. Additionally, the students had a very favorable level of satisfaction with the HAPCAB 
model, with a mean score of 4.70. 
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1. Introduction  

The Ministry of Education has formulated a plan to 
improve English language teaching by focusing on 
students' understanding of communication in English, 
including its use in society and cultural understanding of 
the language (Social, Cultural, and Functions) and 
correct meaning according to language principles 
(cognitive linguistic functions).  English language 
teaching is composed of four skills: listening, speaking, 
reading, and writing, which are appropriate for the 
conditions of Thai students and society. Given the 
importance mentioned, the National Education Act of 
1999 stipulates that English must be trained from the 
primary school level. The Basic Education Core 
Curriculum of 2008 requires students to achieve learning 
outcomes according to various standards, including 
language skills for communication. Students must 
understand the listening, speaking, reading, and writing 
process and have communication skills. In terms of 
language and culture, students must understand the 
relationship between language and culture, the 
similarities and the differences between languages, and 
the differences between Thai culture and standard 
culture.  
The Thai Government has idealistically set up the agenda 
that learning of English language and other subjects in 

classroom must be taught in English. In addition, the 
teachers and students must be able to use English in 
various situations and English should serve as a 
foundation for learning, career development, and social 
interaction (Ministry of Education, 2008). But many 
teachers are incompetent to practice these ideals in real 
classroom scenario. 
Educational games derived from media are being used in 
teaching and learning that have become increasingly 
popular in classrooms because they help the student have 
confidence in themselves, practice thinking and 
decision-making skills, and make learning more 
enjoyable and engaging. Using games in teaching also 
helps create a more positive attitude towards the subject 
actually learned. Language skills games are activities 
that align with the National Basic Education Curriculum 
of 2008, which emphasizes the importance of the 
students, and also consistent with the constructivist 
philosophy of education, which emphasizes the 
importance of active learning and the construction of 
knowledge through the procedure of discovery. 
Language skills games also help students develop their 
language skills in a fun and interactive way.  
 
From the experiences of researchers who have had the 
opportunity to teach at Ban Puyud Community School, 
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under Pattani Primary Education Office, it was found 
that students have problems with identifying English 
letters, though they can sing the ABC song and play A-
Z until the end. However, when the teacher randomly 
asks each letter, the students are incapable to answer. 
Therefore, due to the aforementioned problem, the 
researchers are interested in developing English letter 
identification or distinguishing skills using an 
educational game (HAPCAB Model) to help students 
develop these skills. This will make learning fun and 
satisfying and help reduce the defeat of learning for 
students. 

2. Research Methods 

Data Analysis and Research Statistics 
The researcher conducted a learning management 
experiment using the HAPCAB Model in the first 
semester of the academic year 2022, using a total of 8 
hours, 50 minutes per hour. The instruction was carried 
on for 6 hours and pre-test and post-test were conducted 
for 2 hours. 
The tools used in this research included: 
1. A learning management plan using the HAPCAB 

Model to develop English alphabet learning skills for 
grade 1 primary school students at the Ban Puyud 
Community School in Pattani Province, a total of 6 
plans. 

2. Pre-test and post-test and evaluation forms for 
measuring the effectiveness of English alphabet 
identification skills using the HAPCAB Model, a 
total of 2 sets. 

3. A student satisfaction survey for the researchers of 
the HAPCAB Model to develop English alphabet 
identification skills, 1 set with a total of 6 items. 

 
This research divided the analysis according to the 
following: 

1. Testing the t-test dependent value to compare the scores 
of the sample group before and after using the 
educational game (HAPCAB Model), with a significant 
level set at 0.01 

2. Analysis of the level of satisfaction of students using the 
educational game (HAPCAB Model), using the 
following scoring criteria:  
 

Mean-scores Level of Satisfaction 
4.21-5.00 Strongly agree 
3.41-4.20 Agree 
2.61-3.40 Neutral 
1.81-2.60 Disagree 
1.00-1.80 Strongly disagree 

 
The researcher analyzed the data using a computer 
program for calculating classroom research statistics 
which is as follows: 
Basic statistics in data analysis, including:  
1.1 Mean of scores, using the following formula 
(Bunchom Srisa-ad, 2002) 
 

𝑋" =
∑𝑋
𝑁  

   When                 instead    mean 
                                     

       ∑X         Instead    The total score             
                        of all scores in the group 

 
                   N             Instead   Number of  people in      

the group 
 

3.  Results and Discussions 

3.1 the results and hypotheses testing 
The results of the research on the development of 
English alphabet recognition skills by using an 
educational game (HAPCAB Model) of Primary 1 
students at Ban Puyud Community School, Pattani 
Province, can be presented in 2 issues which are as 
follows: 
A. Comparing the effectiveness of learning vocabulary 

before and after using educational game (HAPCAB 
Model). 

Table 1: Comparison of learning achievements of grade 
1/3 students of pre-school and post-school learning 
management by using educational games (HAPCAB 
Model) 
 

Test Pre-test Post-test 
N 27 27 
x̅ 3.48 15.33 

S.D. 4.31 7.65 
t 10.33  

sig .000  
       
Table 1 shows the comparison of learning achievements 
of grade 1/3 students of pre-school and post-school 
learning management by using educational games 
(HAPCAB Model) to develop identification skills or 
distinguish English letters. There are 27 students in the 
sample group. It was found that the test scores changed 
before and after conducting the instruction. The after-
school score was higher than before at 15.33 and 3.48 
respectively, which was 11.85 higher and also had a 
standard deviation of 7.65 and 4.31 respectively. 
Therefore, it can be concluded that the development of 
English alphabet identification skills of grade 1 students 
was higher than before using educational games 
(HAPCAB Model) at the statistical significance level of 
0.01.  
 
B. An analysis of the level of satisfaction of students 

toward the use of educational games (HAPCAB 
Model)  
 

Table 2 shows the averages. Standard deviation and the 
level of satisfaction of students toward the use of 
educational games (HAPCAB Model). 
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Assessment Items 
 

SD level of 
satisfaction 

1. Educational games 
(HAPCAB Model) help 
to develop students' 
learning in identifying 
letters. 

4.64 0.48 

 
Strongly agree 

2. Educational games 
(HAPCAB Model) is 
interesting and worth 
following. 

4.4 0.75 

 
Strongly agree 

3. Students have fun and 
enjoy when learning by 
using educational games 
(HAPCAB Model) 

4.8 0.40 

 
Strongly agree 

4. Teacher explains how 
to play educational 
games (HAPCAB 
Model) in detail and 
makes it easy to 
understand. 

4.76 0.43 

 
Strongly agree 

5. Teacher counsels on 
the  instructions for 
playing educational 
games (HAPCAB 
Model) appropriately. 

4.68 0.47 

 
 

Strongly agree 

6. Students are very 
happy while learning 
English. 

4.92 0.27 
Strongly agree 

Total average 4.70 0.47 Strongly 
agree 

 
Table 2 illustrates the results of the study of the students’ 
satisfaction toward the use of educational games 
(HAPCAB Model) to develop skills in identifying or 
distinguishing English letters of grade 1 students at Ban 
Puyud Community School, Pattani Province. The 
findings of the research show that overall students were 
satisfied at the highest level with an average of 4.70 and 
a standard deviation of 0.47. 
Therefore, it can be concluded that using educational 
games (HAPCAB Model) to develop English alphabet 
identification skills of Primary 1 students at Ban Puyud 
Community School, Pattani Province, can be used to 
manage teaching and learning effectively because it can 
be beneficial for the students to have higher academic 
achievement and they are satisfied with the use of 
educational games (HAPCAB Model). 
 
3.2 Discussions 
The results of using  educational games (HAPCAB 
Model) has helped to improve the students' skills in 
identifying or distinguishing English letters, and that the 
students have also enjoyed learning and were more 
motivated and engaged. The students also demonstrated 
good social behavior and cooperation during the learning 
activities. Overall, it appears that the use of educational 
game (HAPCAB Model) has had a positive impact on 
the students' learning and development. This is 
consistent with the second hypothesis, which is that 
students have the highest level of satisfaction in learning 
English letters by using educational games (HAPCAB 
Model to develop skills in identifying or distinguishing 
English letters). Because students feel fun while playing.  

4.  Recommendations 

From this research study the researcher has suggestions 
that may be useful for learning management and research 
studies as follows: 
1. Suggestions for teaching and learning Teachers 

should allow students to choose from a variety of 
games that teachers have prepared for teaching and 
that will make students feel more involved in 
teaching and learning 

2. Teachers should include morals and ethics in 
teaching. 

Suggestions for further research 
1. An experimental study should be done using teaching 

games with other sample students and at other levels. 
2.  Research on students’ behavior should be done 

before teaching by using educational games. 
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