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Abstract: This study examined the development and validation of game-based learning materials designed to improve the
spelling proficiency and vocabulary skills of Grade 3 pupils in English. Grounded in the principles of learner engagement
and interactive pedagogy, the study recognized the potential of educational games as effective instructional tools for
enhancing literacy development. Conducted in one of the public elementary schools in Bulan, Sorsogon, the research
explored teachers’ pedagogical practices, pupils’ learning preferences, and the effectiveness of game-based learning
materials in fostering spelling and vocabulary acquisition. A mixed-methods approach was employed, utilizing focus-group
discussions, interviews, validation surveys, and pretest-posttest assessments. Data were gathered from pupils, teachers, and
master teachers to determine preferred learning strategies, extent of utilization of instructional methods, learner
engagement, and the validity, reliability, and effectiveness of the developed materials. Findings revealed that teachers
commonly employed sound teaching, flashcards and charts, word practice and repetition, spelling rules and word patterns,
quizzes, story-based learning, context clues, word-definition discussions, and word games. Sound teaching and spelling
quizzes obtained the highest utilization ratings (WM = 5.00), while story-based learning likewise achieved a weighted mean
of 5.00, indicating a very high extent of use. Results further suggested a preference for interactive and repetitive
instructional approaches over rule-based methods. The developed game-based learning materials incorporated tactile-
manipulative activities, blended pedagogy, developmental appropriateness, teamwork, and motivational game elements.
Validation results demonstrated excellent quality, with an overall validity mean of 4.96 (SD = 0.20) and reliability mean of
4.88 (SD = 0.34). Moreover, significant improvements were observed in pupils’ spelling and vocabulary performance
following the intervention. The findings underscore the importance of developing age-appropriate, curriculum-aligned,
and engaging game-based learning materials to enhance English literacy skills and promote meaningful learning
experiences among elementary pupils.
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I INTRODUCTION proficiency in English depends on the total amount of terms
they are familiar with, English vocabulary and spelling are

In the context of 21st-century education, it can be
difficult for teachers to modify their methods of teaching
knowledge acquisition because young students are more
likely to use technology. As a consequence, it opens the way
for game-based learning resources, which have been applied
to pupils by a variety of educators, particularly Grade 3
educators. Primary school pupils—especially those in Grade
3—become the focal point of preparation so that they have
better vocabulary retention and spelling skills when they
move on to the intermediate stages. Given that pupils'
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crucial. Mohamad et al (2020) acknowledged the notion of
21st-century learning, which includes technology aspects in
the process of teaching and learning to increase Generation
Z students' views.

According to English for International Communication
(TOEIC), there has been a recorded decrease in Filipinos'
proficiency in English, one of the competencies established
by DepEd. Students should be at the center of the learning
process so they may actively participate in it in order to
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increase the likelihood that their English proficiency will
improve (Armea et al., 2022). It underlines that the pupils
are the center of education, and the primary goal of the
educational system is to improve the quality of their
learning, particularly to see progress in the English
knowledge they have learnt that happens in school.

Thus, a number of novel approaches have been put
forth, such as digital game-based learning techniques
(Ibharim et al., 2015). This necessitates the creation and
validation of both online and offline learning resources to
improve students' English vocabulary and spelling. More
beneficial impacts have been covered in recent studies,
particularly with regard to how digital games can be created
and applied in educational settings (Noor Azli Mohamed
Masrop et al., 2015). Every young learner is familiar with
digital games, which they typically use to play random
online games. However, this time, the goal is to incorporate
fun while learning through the use of digital games and
some learning materials to improve their English
proficiency, as it has a crucial impact on their learning,
looking for the true meaning of digital games and the
benefits they may provide.

Additionally, teachers need to be conscious of their
students' enthusiasm for learning various instructional
materials (Carredo et. al., 2022). There isn't a single
teaching method that works for everyone, so educators
should think about using a variety of approaches. A number
of factors should be taken into account when teaching young
learners English as a foreign language, such as making
learning enjoyable and organic, starting with what the
students already know to encourage association, and
prioritising sounds over written symbols in the initial stages
of language instruction (Septida, 2020). Since every student
has a different learning style, it may be possible to address
each student's special and valuable educational demands. It
affects their individual differences, and teachers are asked to
particularly address those needs while teaching vocabulary
and spelling, which is crucial to supporting their English
acquisition.

Beyond this, educational games are more stimulating
than traditional instruction, an analysis of research on their
application in educational settings revealed that they
improved students' involvement and learning success. (Al-
Azawi et al., 2016). Games are utilized to ignite students'
interest and excitement while simultaneously enhancing
their academic achievement. Also, the use of games in
language arts was particularly successful when the
objectives were well-defined. If games are appropriate and
carefully selected, they can be included in lesson stages
because they help students remember material in a fun and
enjoyable way (Wichadee & Pattanapichet, 2018). Given the
diversity of learners, there must be pertinent objectives for
them. To ensure that students actively participate in every
lecture and discussion, teachers must always exercise
caution when choosing the exercises they will employ.

Furthermore, teachers need to know what motivates
and attracts their students before implementing games-based
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learning in English classes. By knowing what interests our
students, teachers may create engaging and inspiring
English lessons (Lastari, Mustafa & Nur’Aini, 2020).
Learners’ participation is crucial to their engagement to the
lesson. Also, Ocampo (2018) believed that in order to
address a situation, teachers need first to understand their
pupils' interests, motivation level, learning style, and tactics.
Teachers should use the appropriate teaching tools, methods,
and approaches. During class discussions, students whose
learning styles are met through engaging play and enjoyable
activities showed increased attention, diligence, and resolve.
(Hall, 2017). Therefore, in this instance, the use of games is
more successful than the conventional method of teaching
(Backlund & Hendrix, 2013). Teaching by recognizing the
learners' wants is the most effective technique or strategy to
successfully satisfy the sufficiency they possess.
Additionally, promote interactive exercises to enhance their
vocabulary and spelling.

Moreover, according to Lorenz (2015), when it comes
to memory and strategic planning, video game players are
higher than non-gamers. Then, according to Jotham Msane
(2020), it was mentioned that pupils who enjoy playing
video games are more likely to be successful programmers.
Other questioned instructors indicated differently that they
used teaching phonic from phonic workbook and never
teach phonic in isolation (Fernandes, 2017). Numerous
impacts have been served by game-based learning to young
learners.

Also, Usman (2016) said that young learners of
English are young learners who learn English. They are
elementary school-age children who receive English lessons
as local content in their schools. Ana (2018) argues that
young students are students who learn English as a foreign
language for the first six to seven years of elementary
school. In his journal paper "Using Games as a Tool in
Teaching Vocabulary to Young Learners," Bakhsh (2016)
defines young pupils as primary school students between the
ages of five and twelve. According to Bakhsh (2016) stated
that students in the younger generation were struggling in
their virtual environment. Their teacher can misunderstand
their fantasies. They like to play and collaborate in groups.
The younger generation like to talk first without
understanding what they are saying. They pick up
knowledge from behavioral observations as well as theories.
For people who place a high value on praise, it serves as
motivation. English teachers must be more inventive when
creating lessons to keep young students engaged because of
these traits.

Likewise, according to Montero et. al. (2022) in
certain situations, pupils who are digital natives could find it
difficult to adapt to conventional teaching methods.
Innovative teachers in the field of teaching English as a
foreign language employ games as a way to capture
students' interest in learning, particularly for younger
children.

In addition, children in primary school, particularly
those in rural areas, have a restricted vocabulary. (Ibharim,
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Yatim, & Masran, 2015). Spark said that (as cited in Lee et
al., 2019), spelling skill is the ability to relate the knowledge
of phonological processing and letter correspondences, in
the sounds that map onto letters. A solid vocabulary
foundation is necessary to master English and to become
proficient in spelling and writing. Students must actively
improve their vocabulary in all areas—speaking, listening,
reading, and writing—because it is essential to language
development. Writing, in particular, is crucial to the learning
process, as it demands systematic and continual practice
(Phochaiyarat, 2018). This study aims to develop and
validate game-based learning materials to improve the
spelling proficiency and vocabulary of grade 3 pupils in
English.

» Problem Statement

Grade 3 pupils often struggle with spelling and
vocabulary, and existing instructional approaches may not
sufficiently engage them. There is a lack of validated,
practical, and classroom-ready game-based learning
materials designed to address these skills. This study aimed
to develop and evaluate such materials to enhance pupils’
English proficiency. Specifically, it investigated the
following research questions:

e How do teachers improve spelling proficiency and
vocabulary retention among Grade 3 pupils?

e What is the extent of utilization of the different methods
in improving spelling proficiency and vocabulary
retention?

e What game-based learning materials may be developed
as an innovative approach to improve spelling
proficiency and vocabulary retention among Grade 3
pupils in English?

e What are the insights of teachers after using the
developed game-based learning materials?

e How valid, reliable, and effective are the developed
game-based learning materials in assessing and
enhancing spelling and vocabulary skills?

e What possible guidelines can be proposed in using game-
based learning materials?

1. METHODOLOGY

» Research Design

This study utilized an action research design, mixed
method- embedded to systematically develop and validate
the game-based learning materials, aiming to improve the
spelling proficiency and vocabulary retention of grade 3
pupils at Bulan North Central School- A.

The researcher conducted interviews with the Grade 3
teachers, identifying their experiences regarding the game-
based learning materials, including the specific activities
employed to the learners as well as the teaching methods
used and the challenges faced during their implementation
of ways to improve spelling and vocabulary. Guiding the
need to use game-based learning materials to sufficiently
meet the learners’ needs in education, and to know their
ideal game-based learning materials. There is a focus group
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discussion used for learners to identify their ideal game-
based materials, crucial to this study, and to seek ideas on
their preferences. Also, a validation survey will be
conducted among the Master Teachers to gather information
regarding the validity, reliability, and effectiveness of the
game-based learning materials before the implementation.
Followed by the pre-test, five spelling tests and five
vocabulary tests (online and offline), and post-test were also
utilized to assess their proficiency in spelling and
vocabulary. The wuse of online game-based learning
materials, which revealed the motivation and engagement of
the learners while using the methods of learning, such online
games named Kahoot. The pre-test and post-test are
implemented to better look at the progress and
improvements of the learners before and after use. Also, the
guidelines or manual that will be a key to replicating the
learning materials, if it has a bearing on the learning process
of the learners.

> The Respondents

The informants of this study were selected based on
their direct involvement in the teaching and learning of
English at the Grade 3 level. They consist of the following:

Seventeen Grade 3 pupils from Bulan North Central
School-A are the primary users of the developed game-
based learning materials. They are involved mainly in the
try-out and evaluation of the materials in terms of
engagement, motivation, and effectiveness in improving
spelling proficiency and vocabulary. Four Grade 3 teachers
for the interview and five Grade 3 pupils served as
informants on the conduct of the focus group discussion.
Their role was to give insight into the game-based learning
materials and their preferences. Five Master Teachers served
as validators to assess whether there is an alignment with the
curriculum, appropriateness for the learners’ level, and
relevance to the learning competencies.

Table 1 Informants of the Study

Informants Number of Informants
Teachers of BNCS — A 4
Grade 3 Pupils of BNCS — A 17
Master Teacher 5
Total 26

> Research Instruments

This study utilized a focus group discussion protocol
with seventeen pupils. Teachers' interviews focused on
gathering information regarding their experiences and the
present activities and methods they use for teaching spelling
and vocabulary to pupils. The FGD protocol for pupils
mainly focuses on their ideas and preferences in the game-
based learning materials. It also used a validation survey to
test the validity, effectiveness, and reliability of the game-
based learning materials conducted by the five Master
Teacher, including the pre- and post-test that were based on
the table of specifications before the implementation, to
meet the standard and must be based on the Grade 3 English
curriculum of the pupils. The validation of the game-based
learning materials was done through a checklist. The
checklist evaluated and assessed the game-based learning
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materials to know whether they were valid, reliable, and
effective when used on seventeen Grade 3 pupils. With the
help of master teachers, they were the ones to use the
instrument to identify and give feedback on the game-based
materials' content validity, reliability, and effectiveness.

» Data Collection Procedures

The procedure followed by the researcher starts with
the signing of a letter of consent to the Dean of the Graduate
School, followed by the sending of a letter requesting
permission from the Schools Division Superintendent of
Sorsogon Province to conduct this study. After the approval
was granted, proceed to the visitation to the preferred school
to send another letter to the principal at the same time,
including the letter approved by the SDS. And then,
followed by the conduct of interviews for teachers and FGD
for pupils with permission or consent from the parents, as
well as the validation questionnaire for the master teachers,
to identify whether the game-based learning materials are
effective or not. And then, the pre-test and post-test,
implementation of five spelling and vocabulary tests, which
are the learning materials and the online game named
Kahoot. For SOP1, the researcher used the interview guide
for the teachers to identify their teaching methods,
experiences, perspectives, and struggles in teaching spelling
and vocabulary, such as activities and their strategies.

For Grade 3 pupils, the researcher used the FGD
protocol to identify their preferences and ideas regarding the
creation of learning materials to constitute in improving
their spelling and vocabulary. For SOP2, the researcher used
the interview to determine the extent of utilization for
teachers regarding their methods in instructing spelling and
vocabulary to their Grade3 pupils. For SOP3, the researcher
used the interview guide containing questions about their
suggestion on what may be developed as game-based
learning materials to improve the spelling proficiency and
vocabulary of the learners. For SOP4, the researcher used
the interview guide that focuses on the inaisghts of teacher
after using the game-based learning materials. For SOP5,
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the researcher used a validation survey about the content
validity, reliability, and effectiveness. For SOP6, the
researcher used the interview for teachers solely answer the
proposed possible game-based learning material or
guidelines to add in the study. Braun and Clark (2006) steps
on Thematic Analysis were used as to create a theme, and
for statistical the researcher utilized Jamovi, but for the
discussion, the researcher’s original interpretation.

> Data Analysis Method

Both qualitative and quantitative methods were
employed to analyze the data collected from pre-and post-
test, interviews, focus-group discussions, and validation
surveys.

» Qualitative Data Analysis

Thematic Analysis— Responses from Grade 3 English
teachers and pupils were coded and thematically analyzed to
identify recurring themes related to the needs, challenges,
and suggestions for game-based learning materials. The
researcher performed the deep thematic analysis using the
steps according to Braun & Clarke (2006). Braun and Clarke
(2006) outlined six clear steps in conducting thematic
analysis. First, researchers familiarized themselves with the
data by reading and re-reading transcripts while noting
initial ideas. Second, they generated initial codes by
systematically identifying and labeling meaningful features
across the dataset. Third, they searched for themes by
grouping related codes into broader patterns of meaning.
Fourth, they review themes to ensure they accurately
represent the data, refining or merging them as needed.
Finally, they defined and name themes clearly before
producing the report, which weaves together the analysis
with supporting evidence and theoretical insights. For SOPs
1, 2, 3, 4, and 6, the results were themed according to the
responses of the teachers and pupils. Braun and Clark
(2006) steps in thematic analysis searched in ClaudeAl were
utilized, but in the discussion, it’s from the researcher’s
original interpretation.

1. RESULTS AND DISCUSSION

» Methods of Teachers for Improving Spelling and Vocabulary Retention for their Grade 3 Pupils in English

Table 2 How Teachers Improve Spelling and Vocabulary Retention according to Teacher Informants

THEMES CATEGORIES

CODES

INITIAL CODES

By Sound Teaching Listening

“breaking the word into its individual sounds” (T1)
"l say each sound separately /f/-/o/-x/" (T1)

“word family, like pen, ten/ log, fog, bog” (T1)

By Use of flashcards and Kinesthetic

charts

Visual Materials

“write words using various materials to build
muscle memory" (T4)

"Flashcards and charts" (T3)

"build muscle memory and visual association” (T4)

By Word Practice/ Repetition Repetition

Learning by
Copying Words

"copy the word three times or more until they
memorize the spelling of the word" (T1)

"Repetition of sight words" (T2)

"Spelling quizzes" (T2)

"Games because pupils enjoy and remember it
better" (T3)
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"Repetition and practice” (T3)

By Teaching Spelling Rules Spelling Rules Spelling guide "specific spelling rules (e.g., i before €', or
and Word Patterns doubling consonants)"” (T4)
"Explicit instruction context" (T4)
By Quizzes and Independent Assessment Quiz result "They spell the words correctly in quizzes" (T3)
Writing
"participate actively in class discussions" (T1)
Learners’ Independent writing “Correct use in independent writing" (T4)
performance
"Their ability to apply the learned words correctly
and consistently” (T4)
"ability to apply the learned words correctly and
consistently" (T4)
Word games, such as Word Game-based Word games “T used word games such as word puzzles for my
Puzzle learning pupis.(T1)
Memorization of word Memorization Memorizing words “I tell them to memorize the word and its
definitions Techniques and definitions definition.(T2)

Discussion of the word and its Meaning-based
definition learning

Discussion of word
and meaning

“T discuss the word and its definition to my
learners.(T4)

Story-based learning Story-centered
teaching

Learning through

“T usually use story-based learning. (T4)
(T4)

Context Clues Meaning through

sentence context

Contextual
understanding

"l use context-clues”(T3)

e By Sound Teaching

Sound Teaching is fundamental as it serves as the
bridge to start and completely know the words to spell and
to be familiarized with. Taking this as a foundation will
enhance the level of proficiency in spelling and vocabulary
to appropriately teach the pupils specifically one of the
teacher informant’s responded that "This is the
method/strategy that | found most effective for my
struggling learners”, like “Breaking the word into its
individual sounds”, “I say each sound separately /f/-/o/-x/" ,
and “segmenting or sounding out words and phonemes for
identification”, and “word family, like pen, ten/ log, fog,
bog”. This indicates Moats’ (2020) idea of language literacy
by explicit segmentation and decoding (e.g., “-f/-0/-x/)”.
This is the main focus of Teacher 1 informant’s ideas and
ways of teaching, as the approach truly works well. Through
this, it highlighted the need to be familiarized with
phonological awareness for learners as a method, since it
becomes the foundation of literacy.

e By Use of Flashcards and Charts

In this theme, teacher informants 1, 3 and 4 utilized
Use of flashcards and charts in teaching that serves as the
tool to teach spelling and vocabulary, including the activities
that involves that activation of senses to learn best in a
classroom during instruction.As Teacher informant no. 1
wrote “copy the word three times or more until they
memorize", Teacher Informant no. 4 also "write words using
various materials to build muscle memory.” while Teacher
informant no.3 uses "Flashcards and charts” and added by
Teacher informant no. 4 answered that, “build muscle
memory and visual association”. Also, Teacher informant
no. 3 focuses on the enjoyment that learner could feel as
they play game activities while learning spelling and
vocabulary. According to research, these methods could
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either strengthen systematic phonics or make up for poor
phonological abilities (Birsh & Carreker, 2018). By
examining this, it can help both the need for reinforcement
to be average learners. Also, these can strengthen the senses
of each individual as learners have various ways of learning,
which can let them explore their capacity to study and gain
knowledge through the senses that have been utilized. And
identify their ability to adapt to grasp the instruction given
to them by the teachers.

e By Word Practice/ Repetition

Word Practice/ Repetition as the other common tactic
of teaching spelling and vocabulary, as this can build
retainment to the memory of the pupils. This also includes
varied activities that enhance the enjoyment of the learner
while learning. Teacher informant no. 1 “copy the word
three times or more until they memorize” and “copy the
word three times or more until they memorize the spelling
of the word”. Similarly, teacher no.2 “Repetition of sight
words" and Spelling quizzes”. While teacher no. 3 “Games
because pupils enjoy and remember it better”,“because
pupils enjoy and remember it better” and ‘“Repetition and
practice”. Putman and Walker (2021) highlighted that
repeated exposure to words through retrieval practice, such
as spelling quizzes, repeated writing activities, and recall
exercises, significantly improves vocabulary acquisition and
long-term retention. By examining this, it can enhance the
spelling and vocabulary and strengthen the muscles in the
brain to reach its potential through exercise and be able to
adjust or gain enough learning. Repetition is the most basic
yet required continuous practice to finally learn those words.
So, it can also help build consistency and courage to learn
the word.
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o By Teaching Spelling Rules and Word Patterns

The other common pedagogy is Teaching Spelling
Rules and Word Patterns as teaching spelling and
vocabulary, requiring constant rules to follow and the
correct spelling or arrangement of the words to learn. As
from teacher informants no, 1, “word family, like pen, ten/
log, fog, bog”, and from the Teacher no.4 “specific spelling
rules (e.g., 'i before €', or doubling consonants and Explicit
instruction  context”. The method consistent with
developmental spelling theory (Bear et al., 2019), allowing
pupils to use transferable skills.. Through this, it can be
beneficial to learn for learners the spelling and vocabulary
as this orthographic pattern and rule instruction can be a
bridge to improve the level of literacy acquired by the
learners.

e By Quizzes and Independent Writing

All the teachers' methods have differences when it
comes to mastery, their test to application, and reflection has
a major impact on the aspect of considering the mastery of
the teachers to teach, and for pupils to learn. Teacher
informant no. 3 “They spell the words correctly in quizzes”
and Teacher informant no. 1, “participate actively in class
discussions” Teacher informant no.4 “Correct use in
independent writing”, “Their ability to apply the learned
words correctly and consistently” and “ability to apply the
learned words correctly and consistently”. Kaur (2022), who
emphasized that formative assessment practices, including
quizzes, classroom participation, and writing tasks, provide
meaningful evidence of learners’ mastery and ability to
apply language knowledge in authentic contexts. Through
this, it can support the learners to develop independent
learning and ability to learn well by using the mastery and
retention of the learners of the words to write and spell the
word correctly and gain more words to use in their writing
and speaking.

o \Word Games (Word Puzzle)

Game-based learning through word puzzles provides
pupils with an interactive and enjoyable way to strengthen
spelling and vocabulary. By embedding learning in play,
teachers foster motivation and active participation. Word
puzzles challenge learners to decode, arrange, and recognize
words, which enhances orthographic awareness and
retention. As Teacher 1 noted, “I used word games such as
word puzzles for my pupils,”. A study by Hamzah Fanani
and colleagues (2020) found that game-based learning
activities, including word puzzles and vocabulary games,
significantly improved elementary pupils’ vocabulary
mastery, engagement, and motivation. The researchers
concluded that incorporating play into language instruction
promotes active participation and enhances retention
through repeated exposure and problem-solving tasks. This
approach not only sustains engagement but also addresses
diverse learning needs by offering differentiated levels of
difficulty. Research supports that game-based strategies
yield significant gains in literacy because they combine
repetition with problem-solving in a low-stress environment.
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e Memorization of Word Definitions

Memorization techniques remain a traditional but
effective method for vocabulary acquisition. Teacher 2
emphasized, “I tell them to memorize the word and its
definition,” highlighting the reliance on rote learning. A
systematic review by Stuart Webb and Paul Nation (2021)
emphasized that deliberate vocabulary learning strategies,
including memorization of word-definition pairs, remain
effective for developing initial vocabulary knowledge and
recall accuracy. However, they noted that rote memorization
is most beneficial when combined with opportunities for
repeated exposure and contextual use. While memorization
ensures immediate recall, its limitation lies in shallow
processing—students may remember definitions but struggle
to apply them in authentic contexts. Nevertheless, when
paired with reinforcement activities, memorization can serve
as a foundation for deeper learning. It is particularly useful
for spelling drills and standardized assessments where
accuracy of recall is prioritized.

o Discussion of the Word and Its Definition

Meaning-based learning through discussion allows
learners to connect words with conceptual understanding.
Teacher 4 shared, “I discuss the word and its definition to
my learners,” underscoring the importance of dialogic
teaching. Margaret G. McKeown et al. (2019) found that
interactive discussions surrounding target vocabulary
enhanced students’ ability to explain, apply, and transfer
word meanings across contexts. This strategy moves beyond
rote memorization by encouraging learners to articulate
meanings, ask questions, and relate words to prior
knowledge. Discussions foster critical thinking and
contextual application, making vocabulary more meaningful
and transferable. Compared to memorization alone,
discussion deepens comprehension and supports long-term
retention.

e Story-Based Learning

Story-Based Teaching situates vocabulary within
narratives, making words memorable through characters,
plots, and emotional resonance. Teacher 4 explained, “I
usually use story-based learning,” which reflects a
constructivist approach where learners derive meaning from
context. A study by Susan B. Neuman and Tanya S. Wright
(2020) found that story-based instruction provides
meaningful contexts that support vocabulary acquisition,
comprehension, and language development among
elementary learners. Stories provide authentic exposure to
vocabulary, enabling pupils to infer meanings and apply
words in real-life situations. This method enhances both
comprehension and creativity, as learners not only acquire
words but also practice using them in storytelling, role-play,
and writing. Story-based learning is particularly effective in
multilingual classrooms, as it bridges cultural relevance with
linguistic development.

e Context Clues

Contextual understanding through sentence clues
equips learners with strategies to independently derive
meaning. Teacher 3 stated, “I use context-clues,”
emphasizing the skill of inferring word meanings from
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surrounding text. A study by William E. Nagy and
colleagues (2020) found that explicit instruction in using
context clues significantly improved learners’ ability to infer
meanings of unfamiliar words and enhanced overall reading
comprehension.  This  approach  develops reading
comprehension and empowers learners to tackle unfamiliar
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vocabulary without immediate teacher support. Context
clues promote autonomy, critical thinking, and adaptability,
as pupils learn to analyze syntax, semantics, and discourse
patterns. Compared to memorization, this method builds
flexible word knowledge that can be applied across subjects
and texts.

» Extent of Utilization of the Different Teaching Methods of Teachers

Table 3 Extent of Utilization of Different Methods to Improve Spelling Proficiency of Grade 3 Pupils

Teaching Methods Weighted Mean Standard Deviation Interpretation Rank
Sound Teaching 5 0 Very High Extent 1.5
Use of F+lashcards and charts 3.25 0.5 Moderate Extent 4
Word Practice and Repetition 4.5 0.577 Very High Extent 3
Teaching Spelling Rule and Word Pattern 3 0 Moderate Extent 5
Spelling quizzes 5 0 Very High Extent 1.5

Table 4 presents the extent of utilization of different
methods used by teachers to improve the spelling
proficiency of Grade 3 pupils. The findings revealed that
Sound Teaching and Spelling Quizzes both obtained the
highest weighted mean of 5.00 with a standard deviation of
0, interpreted as “Very High Extent.” This indicates that
teachers consistently use phonics-based instruction and
spelling assessments in teaching spelling skills. The result
implies that teachers believe learners develop better spelling
proficiency when they are exposed to sound-letter
relationships and regular practice through quizzes. The zero
standard deviation further suggests that the respondents had
similar perceptions regarding the importance of these
methods in classroom instruction. Meanwhile, Word
Practice and Repetition obtained a weighted mean of 4.50

and a standard deviation of 0.57735, also interpreted as
“Very High Extent.” This finding suggests that repetitive
spelling activities are highly practiced because repetition
strengthens memory retention and spelling mastery among
young learners. Repeated exposure to words helps pupils
become more familiar with correct spelling patterns and
improves their writing accuracy. On the other hand, the Use
of Flashcards and Charts obtained a weighted mean of 3.25
with a standard deviation of 0.50, interpreted as “Moderate
Extent,” while Teaching Spelling Rules and Word Patterns
received the lowest weighted mean of 3.00 with a standard
deviation of 0, also interpreted as “Moderate Extent.” These
results imply that visual aids and rule-based instruction are
utilized less frequently compared to interactive and
repetitive strategies.

Table 4 Extent of Utilization of Different Methods to Improve Vocabulary of Grade 3 Pupils

Teaching Methods Weighted Mean | Standard Deviation Interpretation Rank
Story-based learning 5 0 Very High Extent 1
Discussion of the word and its definition 3 0 Moderate Extent 4
Context-clues 4.5 0.577 Very High Extent 2
Memorizing word definitions 4 1.154 High Extent 3
Word games, such as Word Puzzle 2.25 0.5 Moderate Extent 5

Table 3 shows the extent of utilization of different
methods used to improve the vocabulary of Grade 3 pupils.
Among the strategies, Story-Based Learning ranked first
with a weighted mean of 5.00 and a standard deviation of 0,
interpreted as “Very High Extent.” This indicates that
teachers highly utilize storytelling activities because they
provide meaningful and engaging contexts for vocabulary
learning. Through stories, pupils are exposed to unfamiliar
words in authentic  situations, which  enhances
comprehension and vocabulary acquisition. Similarly,
Context Clues obtained a weighted mean of 4.50 and a
standard deviation of 0.57735, interpreted as “Very High
Extent,” suggesting that teachers encourage learners to
determine word meanings through surrounding textual
information.

Furthermore, Memorizing Word Definitions obtained a
weighted mean of 4.00 with a standard deviation of
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1.154701, interpreted as “High Extent.” This implies that
teachers still recognize memorization as an important
vocabulary-building strategy, particularly for retaining
definitions of unfamiliar words. However, Discussion of the
Word and Its Definition only obtained a weighted mean of
3.00 with a standard deviation of 0, interpreted as “Moderate
Extent,” indicating limited use of interactive vocabulary
discussions in classroom instruction. Lastly, Word Games
such as Word Puzzle received the lowest weighted mean of
2.25 with a standard deviation of 0.50. Although the table
interpreted it as “Very High Extent,” the numerical value
suggests low utilization compared to other methods,
indicating a possible inconsistency in the interpretation scale
used in the study. Overall, the findings show that teachers
strongly favor contextualized, repetitive, and interactive
approaches in improving the spelling proficiency and
vocabulary skills of Grade 3 pupils in English.
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» Game-Based Learning Material Developed as an Innovative Approach to Improve Spelling Proficiency and Vocabulary

Retention among Grade 3 Pupils in English

Table 5 Game-Based Learning Material Suggested by Teacher Informants.

THEMES CATEGORIES

CODES INITIAL CODES

Tactile-Manipulative
Learning Materials

Physical Manipulation

Object-based learning

“Technology integration, pencil and pen, and
story-based learning.” (T2)
“Textbooks and digital learning materials.” (T1)
“Printed modules, posters, flashcards.” (T3)
“Writing tools and surfaces, reference materials,
printed worksheets.” (T4)

Blended Teaching Technology as an
Methods Enhancement Tool

Technology as tool
Digital support

“Textbooks and digital learning materials.” (T1)
“ICT tools and books.” (T2)

“I strongly prefer using a blended approach that
prioritizes the hands-on, physical learning
materials and interactive classroom games while
using technology as a supplementary resource.
And the primary reason for these preferences is
the developmental stages of the pupils.”
(T4)

Developmentally Age-Appropriate
appropriate Material

Grade-level alignment

Age-stage awareness

“Age-appropriate considerations because
struggling learners need simple, safe, motivating
and confidence-building with clear instructions,
relatable content materials. Words to be must be

within their reading and cognitive level.” (T1)
“Age-appropriate consideration so the game
match the grade level skill.” (T3)

Teamwork through Collaboration

“Using flashcard games, word search, and

Games Peer-to-peer jumbled letters because they highly motivate the
engagement learners and encourage collaboration and
participation among the teachers.” (T1)
Game-Based Games as motivators “Others are confused when patterns are similar

Motivational
oppopDesign

Learners’ engagement

like ea- ee, ai-ay, ow-0a, etc. while some are
excited to work showing strong participation.”
(T1)

“They are excited and willing to learn.” (T2)
“They enjoy fun and game-based learning
activities while getting bored in long drills.” (T3)
“They respond with enthusiasm.” (T4)

o Tactile-Manipulative Learning Materials

Tactile manipulative learning materials are sets of
resources used in improving learning by the pupils, and
these are the medium to immediately understand the
instructions given by the teachers. As teacher informant 2
answered, “Technology integration, pencil and pen, and
story-based learning.”, then teacher 1 answered, “Textbooks
and digital learning materials.” Also, teacher 3 wrote that,
“Textbooks and digital learning materials.” As well as
teacher teacher 4 answered that, “Writing tools and surfaces,
reference materials, printed worksheets.” A study by Susan
B. Neuman and Tanya S. Wright (2020) found that young
learners acquire vocabulary more effectively when
instruction  incorporates multisensory and hands-on
materials, such as printed texts, writing tools, flashcards,
and manipulatives. The researchers emphasized that
concrete resources support learners’ understanding by
linking abstract language concepts to physical experiences.
Through this, it can be a tool to immediately learn the
lesson, and is essential to enhance the spelling and
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vocabulary of each pupil who needs reinforcement. These
manipulative learning materials are used for hands-on
activities to actively encourage the learners to improve their
literacy.

¢ Blended Teaching Method

Blended Teaching Method this method seen
technology as a new set of help or additional support, not as
a hindrance to learning, although this usually focuses on the
traditional and tactile process of teaching. This blended
method has huge benefits that can be a bridge to enhance the
teaching and learning process of the learners and teachers.
As Teacher 1 answered, “ ICT tools and books,” and Teacher
2 answered, “textbooks and digital technology materials.”
And Teacher 4 answered, “I strongly prefer using a blended
approach that prioritizes the hands-on, physical learning
materials and interactive classroom games while using
technology as a supplementary resource. And the primary
reason for these preferences is the developmental stages of
the pupils.” A meta-analysis by Robert M. Bernard et al.
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(2021) found that blended learning approaches, which
integrate face-to-face instruction with digital tools, produce
significantly better learning outcomes than either traditional
or fully online instruction alone. Through this, it can be a
medium to be a better teacher in teaching the learners on
spelling and vocabulary, as this teaching method is based on
real teaching world experiences and can be a source of
inspiration as to create a game-based learning materials
applicable to the young learners.

o Developmentally Appropriate

Developmentally appropriate is about prioritizing the
needs and level of cognition or mental capacity of the
learners and aligning them to teach them well. As teacher 1
answered, “Age-appropriate  considerations  because
struggling learners need simple, safe, motivating and
confidence-building with clear instructions, relatable content
materials. Words to be must be within their reading and
cognitive level.” And Teacher 3 added, “Age-appropriate
consideration so the game match the grade level skills.” The
NAEYC (2020) emphasized that age-appropriate
instructional materials promote engagement, confidence,
and learning by ensuring that activities match learners’
developmental capacities and individual differences.
Through this, it can be a way to meet those needs in their
diverse learning style. And to appropriately teach them the
methods of teaching. By guiding them, and setting goals in
their development and reaching them.

o Teamwork Through Games

Games always encourage enjoyment or fun, and all
those in peer aspects tickle collaboration, including learning,
which can be a way to immensely enhance movement
through activities. As Teacher 1 answered, “Using flashcard
games, word search, and jumbled letters because they highly
motivate the learners and encourage collaboration and
participation among the teachers.” James Paul Gee (2019)
argued that educational games create collaborative learning
spaces where learners construct knowledge through social
interaction and shared problem-solving. Through this, it can
be a valid reason to add games in a classroom during
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discussion so that it could enhance fun and collaboration
while learning, as these are all educational.

e Game-Based Motivational Design

Game-based motivational design is the way to catch
the attention of the learners and choose to be engaged in
learning while having fun with the games presented by the
teachers. As teacher 1 answered, “Others are confused when
patterns are similar like ea- ee, ai-ay, ow-0a, etc. while some
are excited to work showing strong participation.” While
Teacher 2 answered that, “They are excited and willing to
learn.” Then, Teacher 3, “They enjoy fun and game-based
learning activities while getting bored in long drills.” Also,
teacher 4, “They respond with enthusiasm.” A systematic
review by Zeynep Tagpinar et al. (2022) found that gamified
learning environments significantly increase learners’
motivation, engagement, and academic performance by
promoting autonomy, competence, and enjoyment. Through
this, the designs can be a method to attract attention and
enjoy the games by participating in them.

For summarization, Game-based learning materials
can enhance Grade 3 pupils’ spelling proficiency and
vocabulary retention by integrating tactile-manipulative
resources, blended pedagogy, developmental
appropriateness, collaboration, and motivational design.
These dimensions, grounded in educational theories and
teacher insights, provide a comprehensive framework for
creating engaging, age-appropriate, and effective literacy
instruction.

Therefore, the researcher developed a game-based
learning material that is based on the suggested responses of
the Grade 3 teachers and pupils, which is a spelling and
vocabulary test learning material, and created a content
game-based spelling and vocabulary test in an educational
game named Kahoot. According to Yieng & Abdul Aziz
(2022) — Their study, A Systematic Literature Review on
Using Game-Based Learning to Enhance English
Vocabulary and Spelling for Primary School Pupils,
highlights how interactive, game-based approaches improve
literacy outcomes by fostering engagement and retention.

» Insight of Grade 3 Teachers when Game-Based Learning Materials are Utilized for Developing Spelling and Vocabulary

Table 6 Insights of the Teachers After Using the Game-Based Learning Materials

THEMES CATEGORIES CODES INITIAL CODES
Positive emotional Enthusiasm and “They enjoy fun and game-based learning
engagement Excitement Excitement activities while getting bored in long drills.” (T2)
expression “They respond with enthusiasm.” (T4)
High engagement in class Sustained interest in Fun activity “They enjoy fun and game-based learning
games engagement activities while getting bored in long drills”. (T2)
Various Engagement Positive and Individual differences “ Individual differences Because some pupils

Patterns Within Classrooms | Negative Responses

learn fast while others need repetition”. (T3)
“Individual learning differences Managing a
wide spectrum of foundational skills, processing
differences, and engagement levels in a single
classroom.” (T4)
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e Positive Emotional Engagement

Learners are usually seen with a high emotional
investment, and showing enthusiasm, excitement, and some
affective responses that make the whole environment. Those
enthusiasms can manifest motivation for pupils to be willing
to be ready or prepared to learn. As Teacher 2 answered,
“They enjoy fun and game-based learning activities while
getting bored in long drills”, and as Teacher 4 answered,
“They respond with enthusiasm.” Pleasure and enjoyment in
learning activities further sustained affective satisfaction,
reinforcing the idea that positive emotions are central to
meaningful engagement. It aligns with Hui and Mahmud
(2023), who reported that game-based learning enhances
learners’ affective outcomes by fostering enjoyment,
motivation, and positive emotional experiences, thereby
increasing students’ readiness and active participation in
learning activities. Through this, emotional arousal and fun
while learning has a major impact on the learning process of
each pupil, especially on their readiness and active
engagement with their education.

o High Engagement in Class

Activities must be strongly connected or dependent on
the game-based tasks given, and it produces high level of
interest and participation. Learners are showing preferences
for interactive fun learning activities that encourage
motivation and enjoyment throughout the learning process.

> Validity of the Developed Game-Based Learning Materials
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While repetitive drills led to boredom or disengagement. As
Teacher 2 answered, “They enjoy fun and game-based
learning activities while getting bored in long drills”. It
support the study of Fotaris et al. (2021), which
demonstrated that game-based learning  activities
significantly improve elementary pupils’ motivation and
engagement by providing interactive and enjoyable learning
experiences that sustain participation. Through this, it gives
awareness that balanced instructional strategies are crucial
for fun and interactive elements to minimize disengagement
and encourage participation.

e Various Engagement Patterns Within Classrooms

Individual differences are always present in any
classroom among all pupils as they are diverse, containing
positive and negative responses or patterns that manifest in
their performance. So, it is important that they have shaped
engagement even with varied foundational skills. As Teacher
3 answered, “Individual differences because some pupils
learn fast while others need repetition™. It is consistent with
Ziernwald et al. (2022), who emphasized that differentiated
instruction addresses individual differences in mixed-ability
classrooms by adapting teaching strategies to learners’
varying readiness levels, thereby promoting meaningful
engagement among diverse learners. Through this, it
underscores the crucial approaches needed to respond to the
diverse engagement patterns.

Table 7 Validity of the Game-Based Materials as Evaluated by Experts

the learning level of Grade 3 pupils.

INDICATORS Mean | SD Interpretation
1. The content of the game-based learning Very High
materials is connected with the Grade 3 English Validity
curriculum. 4.80 0.45

2. The activities are age-appropriate and align to Very High

5.00 0.00 | Validity

3. The instructions of the games are easy to follow.

Very High

5.00 0.00 | Validity

and suitable for young learners.

4. The design and layout are visually eye-catching Very High

5.00 0.00 | Validity

learning objectives.

5. The materials have clear alignment with the Very High

5.00 0.00 | Validity

Overall

Very High

4.96 0.20 | Validity
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Table 8 Reliability of the Game-based Learning Materials as Evaluated by Experts
INDICATORS Mean | SD Interpretation
1. Grade 3 pupils produce consistent results when Very High
using the materials. 4.60 0.55 | Reliability
2. Throughout the application of the materials, maintain Very High
the difficulty level balanced and consistent. 4.80 | 0.45 | Reliability
Very High

3. It shows fairness in the scoring system of the games.
5.00 | 0.00 | Reliability

Very High
4. Pupils can repeat the activities with consistent results.
5.00 0.00 | Reliability

5. The instructions are applied uniformly across all Very High

games. 5.00 0.00 | Reliability
Very High

Overall 4.88 0.34 | Reliability

Table 9 Effectiveness of the Game-based Learning Materials

INDICATORS Mean SD Interpretation
1. The pupils showed improvement in spelling Very High
after using the game-based learning materials. | 5 0.00 Effectiveness
2. The pupils showed improvement in Very High
vocabulary retention after using the game- Effectiveness
based learning materials. 4.8 0.45
3. The pupils are enjoying and engaging while Very High
using the game-based learning materials. 5 0.00 Effectiveness
4. The pupils’ motivation to participate in Very High
spelling and vocabulary activities increases. | 5 0.00 Effectiveness
Very High
5. The materials foster active learning.
5 0.00 Effectiveness
Very High
Overall
4.96 0.20 Effectiveness
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Table 10 Performance of Grade 3 Pupils in Spelling and Vocabulary Before and After Using Game-based Learning Materials as

Intervention

Competency Area | Pretest Posttest

Mean SD Mean SD
Spelling 15.58 4.17 27.92 2.78
Vocabulary 14.33 5.38 29.08 1.08

Table 11 Tests of Normality of Spelling Pretest VS Spelling Posttest of Pupils

Tests of Normality

statistic p

Pre spelling Post spelling Shapiro-Wilk 0.952 665
Kolmogorov-Smirnov 0.108 999

Anderson-Darling 0.207 828

Table 12 Significant Difference between Spelling Pretest VS Spelling Posttest of Pupils as Measured Using Parametric Paired t-

Test

Paired Samples T-Test

statistic

df p Effect Size
Prespelling Postspelling Student'st -858 11.0 <.001 Cohen's d -248
Note. Ha i Measure 1 - Measure 2 # 0
Post spelling - Pre spelling
Prier and Posterior
data|H1
BF,, =5697.71 median = 2.278
BFy, = 0.000 95% Cl: [1.395, 3.216]
data|HO
1.0 =
— Posterior
0.8 - « Prior
0.6
E
o | B
D D-4
0.2
0.0 - .
[ I I I I | I
-2.0 -1.0 0.0 1.0 2.0 3.0 4.0

Effect size &

Fig 1 Prior VS Posterior Inferential Plot Analysis of Intervention Effect of Game-based Learning Materials to Spelling Posttest-
Pretest of Pupils Using Bayesian Paired t-Test
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Table 13 Tests of Normality for Vocabulary Pretest VS Posttest of Pupils

Tests of Normality
statistic p
post vocabulary  Pre vocabulary  Shapiro-Wilk 0.960 T84
Kolmogorov-Smirnov ~ 0.174 861
Anderson-Darling 0324 AT4

Table 14 Significant Difference between Vocabulary Pretest VS Posttest of Pupils as Measured Using Parametric Paired t-test

Paired Samples T-Test

statistic

of Effect Size

=]

Prevocabulary postvocabulary Studentst =933

10 <001 Cohen'sd -269

Note. Hs Measure 1. Measure 22 0

Bayes Factor Robustness Check

e max BFyg: 19082.394 atr=1.5
o ultrawide prioBgF,, = 18580.905
e wide prior: BFip = 15194.448
© user prior: BF,;, =11713.489
le+06
Yevidence for H1
100000 —
10000 - —O- === o
= 1000
L
o 100 -
10 —
l -
JEvidence for HO
1/10 -
| T ] 1 T T 1
0 0.25 0.5 0.75 1 1.25 1.5

Cauchy prior width

Fig 2 Bayes Factor Inferential Plot Analysis of Intervention Effect of Game-based Learning Materials to Vocabulary Posttest-
Pretest of Pupils Using Bayesian Paired t-test

The game-based learning materials were rated very
highly on all evaluation indicators, with mean scores
ranging from 4.80 to 5.00 and an overall mean of 4.96 (SD =
0.20), indicating excellent alignment with the Grade 3
English curriculum, age appropriateness, clarity of
instructions, visual design, and learning objectives. The
evaluation by the experts revealed consistently high
reliability of the instructional materials, with an overall
mean score of 4.88 (SD = 0.34), including perfect scores for
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fairness, repeatability, and uniform instructions. The
evaluation of the game-based learning materials'
effectiveness and student reception yielded exceptionally
positive results across all measured indicators. As shown in
Table 1, the overall mean score was 4.96 (SD = 0.20),
indicating an outstanding level of perceived efficacy and
engagement. Based on the descriptive statistics, pupils'
performance seemingly improved from pretest to posttest in
both spelling (M = 15.58 to 27.92) and vocabulary (M =
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14.33 to 29.08) on 30-item assessments following the game-
based learning intervention. This improvement in pretest vs
posttest will be statistically tested using Wilcoxon Rank test.
Then, on multiple normality tests (Shapiro-Wilk: W = 0.952,
p = .665; Kolmogorov-Smirnov: D = 0.108, p = .999;
Anderson-Darling: A = 0.207, p = .828) confirmed that the
spelling scores were normally distributed both before and
after the intervention. Since the data results show normality
of data, parametric paired t-test is more appropriate instead
of non-parametric Wilcoxon rank. The paired-samples t-test
revealed a statistically significant increase in spelling scores
from pre-test (M = 15.58, SD = 4.17) to post-test (M =
27.92, SD = 2.78), t(11) = -8.58, p < .001, with a very large
effect size (Cohen's d = -2.48). The Bayesian paired-samples
t-test provided extreme evidence for the effectiveness of the
game-based learning intervention (BFi0o = 5697.710), with a
posterior median increase in effect size of & = 2.278, 95% CI
[1.395, 3.216], indicating a large and positive effect on
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spelling scores from pre- to post-test. The multiple tests of
normality (Shapiro-Wilk: W = 0.960, p = .784;
Kolmogorov-Smirnov: D = 0.174, p = .861; Anderson-
Darling: A= 0.324, p = .474) confirmed that the vocabulary
scores were normally distributed for both pre- and post-
intervention measurements. The paired-samples t-test on
vocabulary scores indicated a statistically significant
increase from pre-test to post-test following the use of
game-based learning materials (t(11) = -9.33, p < .001,
Cohen's d = -2.69). The robustness factor analysis for the
Bayesian paired t-test on spelling scores showed that
evidence for the alternative hypothesis (H1) remained
extreme and consistent across a range of Cauchy prior
widths, with the maximum BFi0 = 19082.394 at r = 1.5, with
values 18580.905 (ultrawide), 15194.448 (wide), and
11713.489 (user prior), confirming the strong positive effect
of the game-based learning intervention.

» The Possible Game-Based Learning Material or Guidelines in Developing Game-Based Learning Materials

Table 15 Features of the Guidelines in Developing Game-Based Learning Material as Recommended by Teacher Informants

CODES INITIAL CODES

THEMES CATEGORIES

Developmental éai Age-Stage

Alignment 0_gn|t|ve
Alignment

Integrate Seamless

Assessment Assessment

Teacher

Professional

Development

“Age-appropriate
considerations
because  struggling
learners need simple,
safe, motivating and
confidence-building

with clear
Grade-level skill instructions, relatable
alignment content materials.

Reading level
appropriateness

Words to be must be
within their reading
and cognitive level.
(T1)
“Age-appropriate
consideration so the
game match the grade
level skill.”

(T3)

“Assessment
Integration.” (T2)
“Assessment
integration, when

creating educational
games for grade 3
spelling and
vocabulary, robust
assessment

integration should be

Continuous a core design

assessment principle, not an
afterthought: the
assessment must be
seamless,
unobstrusive, and

Digital game literacy
ICT skill

Technology Literacy development

provide actionable
data for both the
teacher and the
student.” (T4)

“Training
Requirements to
enhance ICT skills of
the teacher.” (T2)
“Training
Requirements, they
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o Developmental Alignment

In developmental alignment, it means that aligning the
materials or teaching methods to the development of the
learners, ensuring that it is relevant to the capacity of the
learners to understand and the level of skills they can
portray, and then the specific alignment of competency that
they can acquire. This can be a foundation or source for the
active participation and motivation of the learners. As
Teacher informant no.3 answered, “Age-appropriate
consideration so the game match the grade level skill.” And
also, teacher informant no. 1 answered, “Age-appropriate
considerations because struggling learners need simple, safe,
motivating and confidence-building with clear instructions,
relatable content materials. Words to be must be within their
reading and cognitive level.” Instructional design must align
with learners’ developmental stages while ensuring equity
and engagement. T aligns with align with Guan et al. (2022),
who emphasized that successful game-based learning in
primary education requires instructional materials and
activities to be developmentally appropriate and aligned
with learners’ cognitive abilities, prior knowledge, and
grade-level competencies. This can be a tool for designing
engaging and motivational learning materials that are based
on the development of learners appropriately.

o Integrate Assessment

Integrate assessment, can build and uplift learner
performance, as assessment results are the basis for
understanding what has been done and what can be done to
meet the needs reinforced by the evaluation. This integration
is a primary thing to prioritize and should never be
neglected because it can support learning and student
achievement. As Teacher 2 answered, ‘“Assessment
Integration.” And also, Teacher 4 answered, “Assessment
integration, because when creating educational games for
grade 3 spelling and vocabulary, robust assessment
integration should be a core design principle, not an
afterthought: the assessment must be seamless, unobtrusive,
and provide actionable data for both the teacher and the
student.” Badrinarayan (2024) reinforced that assessment
systems must provide dual-purpose data—supporting both
teacher decision-making and student progress monitoring.
Through this, it can support the needs for purposeful
learning and continuous instructional design for the learners.

e Teacher Professional Development

Teachers’ competence must be given priority as this is
the tool for effective implementation of the knowledge to
the learners. As Teacher 2 answered, “Training
Requirements, to enhance ICT skills of the teacher.” And
also Teacher 3 answered, “Training Requirements, they need
guidance on how to use game properly.” Maaranen et al.
(2025) found that targeted training in digital pedagogy
enhances teachers’ confidence and ICT skills, while Cornér
et al. (2025) emphasized the importance of modeling healthy
technology use and promoting digital wellness. Through
this, it can be an eye opener for the needs for teacher
development so that they may possibly pass the learnings
forward for the learners, and it includes being a the
responsible digital citizen.
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e Technical Support

Technical support as the major need of the
implementation, vital for teaching and learning process. As
Teacher 1 answered, “Technical support, for me, teachers
must be well-trained on how to use digital games,
educational platforms, or other game creation tools
effectively.” As well as, Teacher 4 answered, “Technical
support, when it comes to technical support, the aspect of
implementing e-based learning materials in the Grade 3
classroom, teachers need immediate, reliable, and accessible
systems to minimize disruptions and maximize instructional
time.” Ntorukiri, Kirugua, and Kirimi (2022) identified
inadequate infrastructure as a major barrier to ICT
integration in education, while Espinosa et al. (2023)
emphasized that responsive support systems and policies are
necessary to ensure continuity of learning in the Philippine
context. Similarly, Arante and Bascon (2025) demonstrated
that the adequacy and functionality of ICT infrastructure
directly influence online learning outcomes, while Selwyn
(2016) argued that technology integration succeeds only
when systemic support minimizes disruptions and protects
instructional time. Through this, technical support is always
intertwined with the success of implementation, as the
teachers will give instructions for learners to acquire and
adapt them when it comes to digital technology using game-
based learning.

In summary, Game-based learning materials for Grade
3 spelling and vocabulary development must be grounded in
developmental appropriateness, equity, and engagement,
ensuring that instructional design aligns with learners’
cognitive capacities, cultural backgrounds, and motivational
needs.

V. FINDINGS, CONCLUSIONS AND
RECOMMENDATIONS

» Findings

e Grade 3 teachers improve pupils’ spelling through sound
teaching, use of flashcards and charts, word
practice/repetition, teaching spelling rules and word
patterns, and by quizzes and independent learning, while
for vocabulary, the commonly utilized teaching methods
include word games, memorization of word definitions,
discussion of word meanings, story-based learning, and
context clues.

e The methods used to improve spelling proficiency were
sound teaching and spelling quizzes obtained the highest
weighted mean of 5.00, interpreted as very high extent,
while story-based learning also received a weighted
mean of 5.00 in vocabulary improvement, indicating that
teachers highly utilized phonics-based instruction,
assessment activities, and contextualized learning
approaches in teaching Grade 3 pupils. Furthermore,
word practice and repetition (WM = 4.50) and context
clues (WM = 4.50) were also utilized to a very high
extent, whereas teaching spelling rules and word patterns
(WM = 3.00) and discussion of words and their
definitions (WM = 3.00) were only utilized to a moderate
extent, showing that teachers favored interactive and
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repetitive strategies over rule-based and discussion-
centered methods in enhancing pupils’ spelling and
vocabulary skills.

The game-based learning materials, combined with
tactile activities, blended teaching methods, and age-
appropriate strategies, motivated Grade 3 pupils and
improved their spelling proficiency and vocabulary
retention.

The game-based learning materials increased Grade 3
pupils’ enthusiasm and classroom engagement in
learning spelling and vocabulary despite individual
differences in learning styles and abilities.

The developed game-based learning materials were rated
very highly with an overall validity mean of 4.96 (SD =
0.20) and reliability mean of 4.88 (SD = 0.34), while
pupils’ spelling scores improved from M = 15.58 to
27.92 and vocabulary scores from M = 14.33 to 29.08,
with statistically significant results in both spelling t(11)
= -8.58, p <.001, d = -2.48 and vocabulary t(11) = -9.33,
p < .001, d = -2.69 after the game-based learning
intervention.

The study identified four (4) important features in
developing game-based learning materials:
developmental alignment, integrated assessment, teacher
professional development, and technical support, which
emphasize the need for age-appropriate activities,
continuous assessment, teacher ICT training, and
accessible technical assistance.

Conclusions:

Grade 3 teachers employ diverse and effective
instructional methods in teaching spelling and
vocabulary, integrating phonics-based, visual, repetitive,
contextual, and interactive strategies that support pupils’
literacy development.

The Grade 3 teachers highly utilized phonics-based,
repetitive,  assessment-driven, and contextualized
teaching strategies, such as sound teaching, spelling
quizzes, story-based learning, word practice and
repetition, and context clues, as effective approaches in
improving pupils’ spelling proficiency and vocabulary
skills.

Game-based learning serves as an innovative and
engaging approach that enhances pupils’ participation,
collaboration, and retention of spelling and vocabulary
skills in English.

The use of game-based learning materials creates a more
engaging and enjoyable learning environment that
supports pupils’ active participation and interest in
spelling and vocabulary development.

The developed game-based learning materials are highly
valid, reliable, and effective in significantly improving
Grade 3 pupils’ spelling proficiency and vocabulary
retention, as supported by strong statistical and Bayesian
evidence.

Game-based learning materials become more effective
for Grade 3 pupils when they are suited to the learners’
developmental level, include proper assessment, and are
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supported by trained teachers and reliable technical
support.

Recommendations:

Interactive and game-based learning activities alongside
phonics-based, visual, repetitive, contextual strategies be
implemented to improve pupils’ spelling proficiency and
vocabulary development.

A more balanced and diversified set of instructional
strategies, particularly game-based, rule-based, and
discussion-centered activities, to further strengthen
pupils’ spelling and vocabulary development be
incorporated by teachers.

Teachers develop and integrate more age-appropriate and
interactive game-based learning materials to increase
learners’ motivation, participation, and mastery of
spelling and vocabulary.

Teachers continue utilizing and improving game-based
learning materials while considering individual learning
differences to ensure that all pupils remain motivated and
actively engaged in class activities.

Teachers and schools adopt and continuously enhance
game-based learning materials in English instruction to
further improve pupils’ spelling and vocabulary skills
while maintaining high levels of engagement and
learning effectiveness.

Teachers and schools develop and use game-based
learning materials that are appropriate to pupils’ grade
level, include regular assessment activities, provide
teacher training in ICT, and ensure technical support for
effective classroom implementation.
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