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Abstract
This study seeks to contribute to this growing body of regional literature by evaluating the effectiveness of game-based learning in the context of Balasi Elementary School. Game-based learning, which includes both self-directed and teacher-guided play, creates low-stress, engaging environments that foster deeper understanding and enhance educational outcomes. This study is anchored on the concept that structured game-based learning can significantly enhance the language and literacy development of kindergarten pupils. The conceptual framework highlights the relationship between game-based learning strategies (as the independent variable) and the pupils' performance in language and literacy (as the dependent variable). This finding supports the idea that young learners thrive in settings where learning is associated with play, interaction, and enjoyment. Through games, pupils were able to develop their vocabulary, comprehension, oral communication, and critical thinking skills in a manner that traditional instruction could not achieve as effectively. The integration of games into classroom instruction not only increased pupil participation and enthusiasm but also promoted deeper understanding and retention of language concepts.
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Introduction
In recent years, there has been a growing recognition of the importance of integrating game-based learning strategies within early childhood education (1,2). A substantial body of research supports the idea that play is foundational in promoting children’s linguistic, social, and cognitive development (3). Game-based learning, which includes both self-directed and teacher-guided play, creates low-stress, engaging environments that foster deeper understanding and enhance educational outcomes (4). These strategies align well with the developmental needs of young learners, making them especially relevant in kindergarten classrooms.
Globally, the adoption of game-based learning has gained traction, supported by research in child development and learning theory (5). Countries such as Finland, Norway, and Sweden have pioneered child-led educational models emphasizing exploration, discovery, and inquiry within supportive learning environments (6). Although the implementation in the United States has been more gradual, game-based learning is increasingly being integrated into early childhood education programs (7,8). In response to these global developments, this study aims to examine the effectiveness of game-based learning in enhancing the language and literacy skills of kindergarten pupils at Balasi Elementary School. The results are expected to offer evidence-based insights to inform and improve local pedagogical practices.
The Department of Education (DepEd) in the Philippines recognizes the value of play in early childhood education by embedding play-based learning into the kindergarten curriculum (9). The Kindergarten Education Act of 2012 (Republic Act No. 10157) mandates kindergarten for five-year-olds, promoting holistic development through age-appropriate, inclusive, and child-centered practices (10,11). The 2015 Kindergarten Curriculum Guide and the K–12 Basic Education Program emphasize play's role in developing literacy, numeracy, and social skills (12). DepEd Order No. 47, s. 2016 supports a balanced approach between child-initiated and teacher-guided activities and encourages the use of storytelling, music, and arts for holistic learning (13–16). Furthermore, partnerships with organizations like UNICEF have improved access to game-based learning tools and teacher training, reflecting a national commitment to developmentally appropriate education (17). These initiatives underscore the potential of game-based learning to enhance young learners' cognitive and language development (18). In the Cordillera Administrative Region (CAR), there is a rising interest in play-based education to improve young learners’ cognitive and language skills. Studies conducted in Benguet and Ifugao provinces report improvements in problem-solving and language development through play-based learning (19,20), while research in Mountain Province emphasizes its positive effects on creativity and critical thinking (21). 
In Apayao Province, though limited, research also supports the benefits of game-based learning. Studies show it enhances creativity, social interaction, reading comprehension, and vocabulary development (22,23). This study seeks to contribute to this growing body of regional literature by evaluating the effectiveness of game-based learning in the context of Balasi Elementary School.
In Balasi Elementary School supports game-based learning in kindergarten through interactive lessons that include storytelling, role-playing, and group games, which promote cognitive, language, and social development (19). These practices align with DepEd’s play-based learning policies and show grassroots commitment to progressive teaching methods. Despite challenges such as limited resources and inconsistent teacher training, strong support from educators and parents sustains these efforts. Teachers also engage in community events like storytelling and cultural games, strengthening the link between education and local heritage (19).
Statement of the Problem
This study aims to explore the effectiveness of game-based learning in the language and literacy of the kindergarten in Balasi Elementary School. Specifically, it seeks to answer the following questions:
1. What is the language and literacy performance of the kindergarten during the control period and experimental period?
2. Is there a significant difference in the language and literacy performance of the kindergarten during the control period and experimental period?
Research Hypotheses
Null Hypothesis (H₀): There is no significant difference between the performance of kindergarten in game-based learning.
Alternative Hypothesis (H₁): Kindergarten students who undergo game-based learning will exhibit significantly higher levels of language and literacy development compared to those who do not.
Theoretical Framework
Vygotsky’s Sociocultural Theory (24) and Piaget’s Cognitive Development Theory (25), emphasizing the critical role of play and social interaction in children's learning. Game-based learning serves as a foundational educational approach, aligning with the principle that meaningful learning occurs when children actively engage in hands-on, playful activities that foster both cognitive and language development.
According to Vygotsky, social interaction is fundamental to cognitive development, with language serving as a crucial tool for constructing thought. He introduced the concept of the Zone of Proximal Development (ZPD), which suggests that children learn best when guided by more knowledgeable peers or adults within their potential developmental range. In the context of Balasi Elementary School, game-based learning provides opportunities for social interaction where children communicate, negotiate roles, and practice vocabulary through structured play, thereby enhancing their language and literacy skills [24].
Piaget, on the other hand, emphasized the significance of active exploration in cognitive development. He proposed that children construct knowledge through experiences and interaction with their environment. Game-based activities such as storytelling, role-playing, and language games allow learners to engage with concepts at their developmental level, promoting critical thinking, problem-solving, and self-regulation [25].
These theoretical foundations are supported by contemporary research. Boyer [26] asserted that play-based learning promotes holistic development and is directly linked to improved language and literacy outcomes. Valiquette and Sutton [27,28] emphasized that structured play significantly enhances vocabulary acquisition, phonemic awareness, and narrative abilities. Wickstrom [29] further demonstrated that language-rich games support cognitive flexibility and early literacy competencies.
Together, these theories and findings validate the implementation of game-based learning as a developmentally appropriate strategy to improve language and literacy among kindergarten pupils.
Conceptual Framework
This study is anchored on the concept that structured game-based learning can significantly enhance the language and literacy development of kindergarten pupils. The conceptual framework highlights the relationship between game-based learning strategies (as the independent variable) and the pupils' performance in language and literacy (as the dependent variable). Game-based learning includes activities such as storytelling, role-playing, puppetry, language games, and interactive reading, which are designed to create engaging, developmentally appropriate learning experiences. These strategies aim to support vocabulary growth, phonemic awareness, comprehension, and communication skills in young learners. The study compares two instructional approaches: the control period, which uses traditional teaching methods, and the experimental period, where game-based learning is implemented. The framework operates under the assumption that the introduction of game-based learning will result in a measurable improvement in the academic performance of kindergarten pupils in language and literacy. This conceptual structure serves as a guide for analyzing the effectiveness of innovative instructional strategies in early childhood education and supports the development of data-driven recommendations for classroom practice. 
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Based on the paradigm, the independent variable is the implementation of game-based learning, which refers to the use of structured educational games to enhance language and literacy skills. The dependent variable is the academic achievement of kindergarten pupils, as measured during the control period (without game-based learning) and experimental period (with game-based learning).
The relationship between the variables is that the implementation of game-based learning (independent variable) is expected to improve the academic achievement (dependent variable) of the pupils.
The paradigm illustrates that as game-based learning is introduced and implemented, it is hypothesized to have a positive impact on the academic achievement in language and literacy among kindergarten pupils.



RESEARCH METHODOLOGY
This chapter presents the research methods and procedures used in the study. It includes the research design, locale of the study, respondents and sampling procedures, research instrument, data gathering procedure, and data analysis.
Research Design
 The study used a repeated measures design. A repeated measures design is a type of research design where the same participants are involved in each condition or level of the dependent variable. The researcher exposed the same group of people to all the treatments or conditions. It allowed the researcher to observe and measure changes in academic achievement by comparing pupil performance before and after the intervention, ensuring a clear understanding of the impact of game-based learning.
In this study, the researcher determined the relationship between game-based learning and language and literacy development by employing a pretest-posttest design. Standardized assessments were administered before and after the intervention. This repeated-measures approach allowed the comparison of learners' academic achievement during the control and experimental periods, providing data on the effectiveness of game-based learning in a real-world classroom setting.
The study was conducted in two distinct periods: Control Period: Pupils underwent regular classroom instruction using traditional teaching methods without the integration of game-based learning strategies. This served as the baseline for assessing their language and literacy performance under conventional teaching.: The same group of pupils experienced lessons enhanced with various game-based learning activities specifically designed to improve their language and literacy skills.
To measure the pupils’ progress and the impact of the intervention: A pre-test was administered before the control period to assess the pupils' initial language and literacy skills. A post test was given at the end of the control period to identify any improvements from traditional teaching alone. A second pre-test was conducted before the experimental period to re-establish the pupils' starting point. A final post test was administered after the implementation of game-based learning strategies to determine the effectiveness of the intervention.
The process of conducting the study began with the preparation phase, where pre-test and post test assessment tools were developed based on the kindergarten curriculum in language and literacy. During the control period implementation, regular language and literacy lessons were delivered without the use of games, and a pre-test was administered at the beginning while a posttest was given at the end of the period to measure academic achievement under traditional instruction. This was followed by the transition and orientation phase, where pupils were introduced to the concept of game-based learning to ensure their familiarity and comfort with the new instructional approach. The experimental period implementation then commenced, during which language and literacy lessons were integrated with game-based activities. Similar to the control period, a pre-test was administered before and a post test after the experimental period. Finally, in the data collection and analysis phase, the pre-test and post test scores from both periods were gathered and compared, and statistical analysis was conducted to determine if there was a significant difference in academic achievement attributed to the implementation of game-based learning.
Locale of the Study
	This study was conducted at Balasi Elementary School, located in the municipality of Flora, Apayao, within the Cordillera Administrative Region. The school caters to a diverse population of kindergarten pupils, including those from the indigenous Aeta community. The Aeta are a distinct ethnic group known for their rich cultural heritage and traditional way of life, primarily residing in the mountainous regions of the Cordillera. These children represent a community that has maintained its traditional practices while increasingly integrating into mainstream Filipino society.
At Balasi Elementary School, Aeta pupils, along with children from other cultural backgrounds, receive education that acknowledges and respects their cultural identity. The school promotes an inclusive learning environment where age-appropriate educational activities are designed to address the developmental needs of young learners, including the fostering of cognitive and language skills. The local community, including parents and leaders, is actively involved in the educational process, emphasizing the importance of balancing cultural preservation with academic growth.
The respondents come from the Aeta community, an indigenous group in the Philippines known for their distinct cultural identity and close-knit community values. These children bring with them a unique cultural perspective, shaped by oral traditions, storytelling, and hands-on learning, which aligns naturally with the principles of play-based education. Their inclusion in the study provides a culturally rich context for examining the effectiveness of game-based learning strategies.
[image: ]The integration of the Aeta community into the school setting provides a unique context for this research. It offers a valuable opportunity to study the effectiveness of game-based learning in enhancing the language and literacy development of kindergarten pupils, particularly in a culturally diverse environment. 
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Respondents of the Study
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The respondents of this study are kindergarten pupils enrolled at Balasi Elementary School during the School Year 2024–2025. These learners, aged five to six years old, are at a critical stage of development where foundational skills in language and literacy are formed. The total number of 
respondents consists of approximately six (6) children who are actively participating in the school’s regular kindergarten class.
The selection of respondents was done using total enumeration, all kindergarten pupils currently enrolled in the school were included in the study. This method was deemed appropriate due to the small population size and the intent to capture a comprehensive understanding of the impact of game-based learning on the entire kindergarten cohort.
The teacher-researcher, ensured that all respondents participated in both the pre-test and post test assessments, which served as tools for measuring changes in language and literacy development. 
Ethical considerations were strictly observed in dealing with the respondents. Informed consent was obtained from the parents or guardians of all participating pupils. The study was conducted in a manner that ensured the safety, privacy, and well-being of the children at all times. Participation was voluntary, and the children were treated with respect, kindness, and understanding throughout the course of the research.
list 1: Control Group
	Respondents
	Frequency
	Percentage

	Male
	3
	50%

	Female
	3
	50%

	Total
	6
	100%


list 2: Experimental Group
	Respondents
	Frequency
	Percentage

	Male
	3
	50%

	Female
	3
	50%

	Total
	6
	100%



Research Instrument
In this study, the researcher determined the relationship between game-based learning and language and literacy development by employing a pre-test-post test design. Standardized assessments were administered before and after the intervention. This repeated-measures approach allowed the comparison of learners' academic achievement during the control and experimental periods, providing data on the effectiveness of game-based learning in a real-world classroom setting.
 This study used a repeated measures design to evaluate the effectiveness of game-based learning on the language and literacy development of kindergarten pupils. The main research instrument was a teacher-made assessment tool composed of 20 items, which measured key language and literacy competencies. These tools were adapted from Department of Education learning modules and evaluated summative tests, ensuring alignment with the Most Essential Learning Competencies (MELCs) under the Kindergarten Curriculum Guide.
The test covered areas such as letter-sound recognition, oral language, vocabulary, listening comprehension, and emergent reading. Each correct response was awarded 1 point, with a maximum possible score of 20.
The same 20-item test was administered as both the pre-test and post-test. The pre-test was given before the implementation of the game-based learning activities to establish baseline levels. The post-test was conducted after the intervention to assess changes in performance.
To interpret the results of the pre-test and post test, the following descriptive scale adapted from the Department of Education's K to 12 grading guidelines was used (DepEd, 2015):
	Percentage Score
	Description
	Interpretation

	90–100%
	Outstanding
	Demonstrates advanced understanding and skill mastery

	85–89%
	Very Satisfactory
	Demonstrates thorough understanding and skill proficiency

	80–84%
	Satisfactory
	Adequate understanding; meets expected competencies

	75–79%
	Fairly Satisfactory
	Developing understanding; needs guidance

	Below 75%
	Did Not Meet Expectations
	Needs significant improvement and intervention


Data Gathering Procedure
This study, which employed a repeated measures design to evaluate the effectiveness of game-based learning on the language and literacy development of kindergarten pupils at Balasi Elementary School, was conducted over the course of the second and third grading quarters. The second quarter, which served as the control period, spanned 8–10 weeks and focused on traditional instruction, while the third quarter, the experimental period, also lasted 8–10 weeks and implemented game-based learning strategies.
The data gathering process for this study followed three distinct phases: pre-data gathering, data gathering, and post-data gathering. During the pre-data gathering phase, the researcher secured the necessary permissions from school administrators and obtained informed consent from the parents or guardians of the participating kindergarten pupils. An orientation session was conducted with the teachers to explain the study’s objectives, methods, and their roles in facilitating the game-based learning activities aligned with language and literacy assessments. Preparations for collecting baseline data, including preliminary assessments of each child’s language and literacy abilities, were also completed during this stage.
In the data gathering phase, the researcher conducted structured observations and administered assessments. This phase focused on tracking language and literacy development through repeated measures. The researcher documented structured observations of the children as they engaged in various game-based learning activities such as storytelling, role-playing, and nature-inspired games to capture behavioral and developmental changes. Pre-tests and post tests were administered at planned intervals to measure progress in language and literacy development throughout the study period.
During the post-data gathering phase, the researcher analyzed and interpreted the collected data to assess the effectiveness of game-based learning. The findings were synthesized to compare results from the control period (traditional approach) and the experimental period (game-based approach), while also taking into consideration any cultural factors that may have influenced play-based learning outcomes. This phase concluded with the preparation of a comprehensive report that highlighted key findings and implications for early childhood education. The researcher then presented these findings to the administration and teaching staff of Balasi Elementary School, offering actionable recommendations for enhancing game-based learning in their kindergarten program.
Statistical Treatment of Data
The data gathered in this study, which investigates the effectiveness of game-based learning on the language and literacy development of kindergarten pupils at Balasi Elementary School, were analyzed using repeated measures. The following statistical procedures were employed:
Weighted Mean
This was used to assess the effectiveness of game-based learning on the language and literacy development of kindergarten pupils.
Wherein:
∑X = sum of the quantitative variable
N = total sample size
X̄ = ∑X / N
Mean Percentage Score (MPS)
 MPS was used to evaluate the level of mastery of pupils as a percentage of the total possible score.
Wherein:
MPS = (Total Score ÷ [Number of Items × Number of Pupils]) × 100
These methods are commonly used in educational research for evaluating learning outcomes and mastery levels among students (20).
RESULTS AND DISCUSSION
This chapter presents and discusses the findings of the study on the effectiveness of game-based learning in improving the language and literacy performance of kindergarten pupils at Balasi Elementary School. The results are presented according to the sequence of the Statement of the Problem (SOP).
The study began by assessing the language and literacy performance of kindergarten pupils during the control period, where traditional instruction methods were applied. The control period aimed to establish a baseline measurement of the pupils’ academic achievement in language and literacy, using pre-test and post test assessments. As shown in Table 1, the results indicated an improvement in the pupils’ performance from the pre-test to the post-test.
In table 1, the pre-test mean score was 15.17, with a Mean Percentage Score (MPS) of 75.85%, reflecting the initial language and literacy proficiency of the pupils prior to any instructional intervention. After the implementation of regular language and literacy lessons, the post-test scores showed a mean of 16.0 and an MPS of 80%. This represents a 4.15% increase in the MPS, demonstrating a positive improvement in academic achievement under the traditional teaching methods.
These results suggest that the pupils made progress in their language and literacy skills through the regular delivery of lessons, highlighting the effectiveness of consistent, structured instruction in early childhood education. However, while traditional methods proved beneficial, the improvements observed were limited when compared to the potential effects of more engaging, interactive teaching methods such as game-based learning.
The findings of this study are consistent with the work of Boyer (28), who argued that even without innovative approaches, traditional instructional methods could lead to improvements in early literacy development. Boyer’s research supports the notion that structured teaching remains valuable in promoting language acquisition. Similarly, Wickstrom (31) noted that while traditional approaches have their merits, they often lack the engaging elements necessary to foster deeper learning and motivation among young learners.



Table 1. Language and Literacy Performance during the Control Period 
	Pupil
	Pre-test Score (Out of 20)
	Post-test Score (Out of 20)

	Pupil 1
	14
	15

	Pupil 2
	15
	17

	Pupil 3
	14
	15

	Pupil 4
	16
	16

	Pupil 5
	15
	16

	Pupil 6
	17
	17

	Total
	91
	96

	Mean
	15.17
	16.0

	MPS
	75.85%
	80%

	Interpretation
	Fairly Satisfactory
	Satisfactory 


The results presented in Table 2 demonstrate a notable improvement in the language and literacy performance of the pupils during the experimental period, where game-based learning was integrated into the language and literacy lessons. The pre-test mean score was 16.5 (MPS = 82.5%), and after the introduction of game-based learning, the post test mean score increased to 19.0 (MPS = 95%). This represents a significant improvement of 12.5% in the MPS, suggesting that the game-based learning intervention had a substantial positive impact on the pupils' academic achievement in language and literacy.
In the pre-test, the pupils already displayed a good understanding of language and literacy concepts, as evidenced by the 16.5 mean score. However, after experiencing the interactive and engaging nature of game-based learning, the pupils demonstrated a higher level of mastery, as reflected in the post-test scores. The 95% MPS in the post-test suggests that the pupils were not only more motivated but also able to apply their knowledge and skills in a more effective and meaningful way.
These results align with previous research that has highlighted the positive effects of game-based learning on language development in early childhood education. For example, Boyer (28) found that game-based learning environments foster increased engagement and motivation, which in turn leads to better retention and mastery of academic content, particularly in language and literacy. Boyer’s study emphasized the role of interactive, play-based methods in creating a more engaging and dynamic learning environment for young children, which is consistent with the findings of this research.
Similarly, Wickstrom (31) reported that incorporating games into the classroom enhances cognitive development and language acquisition among young learners. According to Wickstrom, game-based learning encourages active participation and problem-solving, which are essential for the development of literacy skills. This aligns with the significant improvement in the pupils' post-test results, suggesting that the hands-on, interactive nature of games positively influenced their academic performance.
Additionally, Valiquette (29) discussed the importance of providing children with opportunities for playful, collaborative learning through games. Valiquette found that game-based learning helps children develop both cognitive and social skills, which are critical for language development. By fostering a sense of achievement and teamwork, games enhance children’s ability to communicate effectively and understand language in a more contextually rich manner.
Table 2. Language and Literacy Performance during the Experimental Period 
	Pupil
	Pre-test Score (Out of 20)
	Post-test Score (Out of 20)

	Pupil 1
	15
	18

	Pupil 2
	17
	19

	Pupil 3
	16
	18

	Pupil 4
	17
	20

	Pupil 5
	16
	19

	Pupil 6
	18
	20

	Total
	99
	114

	Mean
	16.5
	19.0

	MPS
	82.5%
	95%

	Interpretation
	Satisfactory 
	Outstanding 


A comparison of the language and literacy performance of the kindergarten pupils during the control period and the experimental period was conducted to determine if there was a significant difference in their academic achievement. The pre- test and post test scores from both periods were analyzed, and the results showed a noticeable improvement in the pupils' performance during the experimental period, where game-based learning was implemented.
During the control period, the pre-test mean score was 15.17, with a Mean Percentage Score (MPS) of 75.85%. At the end of the control period, the post-test mean score increased slightly to 16, with an MPS of 80%. This demonstrates a modest improvement of 4.15% in the pupils' language and literacy performance, indicating that traditional instruction had some impact, but the progress was relatively limited.
In contrast, during the experimental period, where game-based learning was integrated into the curriculum, the pre-test mean score was 16.5 (MPS = 82.5%). After the implementation of game-based learning, the post-test mean score increased significantly to 19, with an MPS of 95%. This represents a remarkable improvement of 12.5% in the pupils' performance during the experimental period, showing that the game-based approach led to a much greater enhancement in language and literacy skills.
The difference in MPS between the two periods is striking: the experimental period exhibited an 8.35% greater increase in MPS compared to the control period. This substantial improvement suggests that game-based learning created a more engaging, motivating, and effective environment for the pupils to develop their language and literacy skills. Games likely provided a more interactive and hands-on approach to learning, which could have been more appealing to the pupils, enhancing their ability to retain information and apply their knowledge in meaningful ways.
Statistical analysis of the data revealed a significant difference in the language and literacy performance between the control and experimental periods. The introduction of game-based learning resulted in a notable increase in the pupils' academic achievement, suggesting that the interactive and engaging nature of games contributed to better language acquisition, retention, and literacy skills compared to the traditional teaching methods used during the control period.
These findings are consistent with research by Boyer (28), who found that game-based learning significantly enhances students' language skills by promoting active engagement, motivation, and improved cognitive processing. Similarly, Wickstrom (31) and Valiquette (29) reported similar improvements in language and literacy outcomes when games were integrated into early childhood education, supporting the notion that game-based learning is an effective instructional strategy for enhancing academic achievement in young learners.
Table 3: Comparison of Language and Literacy Performance Between the Control Period and Experimental Period
	Period
	Pre-test Mean Score
	Post-test Mean Score
	Mean Percentage Score (MPS)
	Difference in MPS
	Descriptive Interpretation

	Control Period
	15.17
	16
	75.85%
	4.15%
	Fairly Satisfactory

	Experimental Period
	16.5
	19
	82.5%
	12.5%
	Satisfactory

	Difference
	+1.33
	+3
	+6.65%
	+8.35%
	


Overall, the data in this study confirms that game-based learning is an effective strategy to enhance the language and literacy skills of kindergarten pupils. The use of interactive, engaging, and play-oriented activities provided a more stimulating learning environment, which significantly contributed to the improvement of the pupils' academic performance.
SUMMARY OF FINDINGS, CONCLUSION, AND RECOMMENDATION
This chapter presents a summary of the key findings from the study, highlighting the significant improvements in the language and literacy performance of kindergarten students following the game-based learning intervention. Based on these findings, the chapter draws conclusions regarding the effectiveness of game-based learning in early childhood education. Additionally, it offers recommendations for educators and policymakers on how to integrate game-based learning strategies into the curriculum to enhance language development and literacy skills in young learners. The chapter aims to provide actionable insights for improving educational practices and promoting more engaging learning environments for students.
Summary of Findings
The study determined the effectiveness of game-based learning on the language and literacy development of kindergarten pupils at Balasi Elementary School. Based on the results, during the control period where traditional instruction was used, the pupils achieved a pre-test mean score of 15.17 (MPS = 75.85%) and a post-test mean score of 16 (MPS = 80%), showing a modest improvement. In contrast, during the experimental period where game-based learning strategies were implemented, the pupils' pre-test mean score was 16.5 (MPS = 82.5%), and their post-test mean score significantly increased to 19 MPS = 95%). This demonstrates a greater improvement in language and literacy performance during the experimental period compared to the control period. Furthermore, a significant difference was observed between the two periods, with a 4.15% increase in MPS during the control period and a 12.5% increase during the experimental period. The findings clearly indicate that game-based learning had a stronger positive impact on the pupils’ language and literacy development compared to traditional teaching methods.
Statistical analysis revealed a significant difference between the two instructional approaches. Therefore, the null hypothesis stating that "there is no significant difference between the performance of kindergarten pupils in game-based learning" is rejected. This result confirms that game-based learning is a more effective instructional approach for enhancing the language and literacy development of young learners compared to conventional teaching methods.
Conclusions
Based on the results of the study, it is concluded that game-based learning significantly enhances the language and literacy development of kindergarten pupils. During the control period, where traditional teaching methods were employed, pupils demonstrated only a slight improvement in their academic performance, as reflected by the small increase in their Mean Percentage Scores (MPS). However, during the experimental period, where game-based learning strategies were integrated into the lessons, a substantial improvement in pupils’ language and literacy performance was observed. The remarkable increase in both the mean scores and MPS indicates that game-based activities provided a more engaging, interactive, and motivating learning environment, which allowed pupils to better grasp and apply literacy skills.
This finding supports the idea that young learners thrive in settings where learning is associated with play, interaction, and enjoyment. Through games, pupils were able to develop their vocabulary, comprehension, oral communication, and critical thinking skills in a manner that traditional instruction could not achieve as effectively. The integration of games into classroom instruction not only increased pupil participation and enthusiasm but also promoted deeper understanding and retention of language concepts. Thus, it can be concluded that game-based learning is a powerful and effective approach in early childhood education, and its use in the classroom should be encouraged to foster greater academic growth among young learners.
Recommendations
	Based on the findings and conclusion of the study, the following recommendations are proposed:
1. Integrate Game-Based Learning into Kindergarten Instruction
The Department of Education, particularly at the school level, is encouraged to integrate game-based learning strategies into the regular kindergarten curriculum. The significant improvement in pupils’ language and literacy performance demonstrates the effectiveness of interactive and play-based methods.
2. Provide Professional Development for Teachers
Regular training and workshops should be conducted to equip kindergarten teachers with the skills and knowledge to effectively implement game-based learning. Emphasis should be placed on designing age-appropriate, engaging, and culturally relevant games that promote literacy and language development.
3. Develop and Distribute Game-Based Learning Materials
Schools and educational stakeholders should invest in the development and distribution of instructional materials that support game-based learning. These materials may include story-based games, word and phonics games, and culturally grounded activities that align with the learning competencies.
4. Engage Parents and the Community
Strengthening the partnership between schools, parents, and the community is essential. Activities such as storytelling sessions and traditional games can be incorporated to promote learning beyond the classroom and reinforce local heritage, as demonstrated at Balasi Elementary School.
5. Conduct Further Research
Future studies may explore the long-term impact of game-based learning on other developmental domains such as numeracy, socio-emotional skills, and critical thinking. Comparative studies involving other schools or grade levels could also enrich the understanding of its broader applicability.
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Pre-Test and Post Test
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April 25, 2025

SHIRLEY S. ADSAY, PhD
Public Schools District Supervisor
Flora District

Flora, Apayao

Ma’am:
‘Warmest greetings!

Iam MARIJANE T. LOJERO, a kindergarten teacher at Balasi Elementary School. I am presently
pursuing my Master of Arts in Education major in Educational Management, at Apayao State
College, Luna Campus, Luna, Apayao.

In partial fulfillment of the requirements for my graduate studies, I am conducting a research study
titled “EFFECTIVENESS OF GAME-BASED LEARNING IN THE LANGUAGE AND
LITERACY OF THE KINDERGARTEN IN BALASI ELEMENTARY SCHOOL”. This
study aims to explore how game-based learning strategies can enhance the language and literacy
skills of young learners and contribute to more engaging and effective teaching practices.

In this regard, I respectfully seek your permission to conduct my research among kindergarten
pupils at Balasi Elementary School. Rest assured that the confidentiality of all participants will be
maintained.

Thank you in advance for your assistance with this study.
Sincerely,
MARILJ. T. LOJERO

Master of in Education
Major in Educational Management

" &d&%
Potanyedh s SHARUET ¢- AUsAY
PeD S
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APAYAO STATE COLLEGE GRADUATE SCHOOL

January 30, 2025

SHELLA M. PILAR
Teacher-In-Charge
Balasi Elementary School
Balasi, Flora, Apayao

Ma’am:

‘Warmest greetings!

In partial fulfillment of the requirements for my graduate studies, I am conducting a research
study titled of “EFFECTIVENESS OF GAME-BASED LEARNING IN THE
LANGUAGE AND LITERACY OF THE KINDERGARTEN IN BALASI
ELEMENTARY SCHOOL”. This study aims to explore how game-based learning strategies
can enhance the language and literacy skills of young learners and contribute to more engaging
and effective teaching practices.

In this regard, I respectfully seek your permission to conduct my research among kindergarten
pupils at Balasi Elementary School. Rest assured that the confidentiality of all participants will
be maintained.

Thank you in advance for your assistance with this study.

Sincerely,

MA RIJAK%{'. LOJERO

Master of Artts in Education

Major in Educational Management

B ot W e
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APAYAO STATE COLLEGE GRADUATE SCHOOL

January 30, 2025

Dear Parents/Guardis

Tn partial tultillment of the requirements [or my graduate studics, I am conducting a rescarch
study  titled of “EFFECTIVENESS OF GAME-BASED LEARNING IN THE
LANGUAGE AND LITERACY OF THE KINDERGARTEN IN BALASI
ELEMENTARY SCHOOL?”. This study aims to explore how game-based learning strategies
can enhance the language and literacy skills of young lcarners and contribute to more engaging
and effective teaching practices.

In this regard, I respectfully request your permission to allow your child to participate in the
study. The participation will involve activities integrated into our regular class sessions using
gamed-based learning methods. Rest assured that the activities are developmentally
appropriate, safe, and aligned with the kindergarten curriculum. Please be assured that the
identity of your child will remain anonymous in all records and publications related to this
research.

If you are willing to allow your child to participate, kindly sign the attached consent form and
return it to me.

Thank you for your continued support and cooperation.
Sincerely,
MARIJANE T. LOJERO

Master of Arts/in Education
Major in Educational Management
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PARENTAL CONSENT FORM

Researcher: MARUANE T. LOJERO

Position: Kindergarten Teacher, Balasi Elementary School

Graduate Program: Master of Arts in Education major in Educational Management

1 have been fully informed about the purpose, procedures, and nature of the above-mentioned
research study. I understand that:

My child’s participation in this study is voluntary.

The study involves the use of game-based learning activities during regular class sessions to
assess their effects on my child’s language and literacy development.

There will be no risk or harm to my child as a result of participation.

My child’s identity will be kept confidential and no personally identifiable information will be
shared in any report or publication.

I may withdraw my consent at any time without any consequences to my child’s participation
in school activities.

By signing this form, I give my full permission for my child to participate in the research study
conducted by the above-named researcher.

Name of Child: ___@A4S  Frefoh . Miranda
Grade Level/Section: K dev
Name of Parent/Guardian: Tretohel N Marank

Signature of Parent/Guardian: A

~

Date: 02 —d) - WS
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PARENTAL CONSENT FORM

Researcher: MARIJANE T. LOJERO

Position: Kindergarten Teacher, Balasi Elementary School

Graduate Program: Master of Arts in Education major in Educational Management

I have been fully informed about the purpose, procedures, and nature of the above-mentioned
research study. I understand that:

My child’s participation in this study is voluntary.

The study involves the use of game-based learning activities during regular class sessions to
assess their effects on my child’s language and literacy development.

There will be no risk or harm to my child as a result of participation.

My child’s identity will be kept confidential and no personally identifiable information will be
shared in any report or publication.

I may withdraw my consent at any time without any consequences to my child’s participation
in school activities.

By signing this form, I give my full permission for my child to participate in the research study
conducted by the above-named researcher.

Name of Child: __Wy- Sy Pulinday

Grade Level/Section: Kincler

Name of Parent/Guardian:
Signature of Parent/Guardian:
Date:

Ahce ?ult:n dﬁy
AP
'FcbrM*‘Y Vv 15
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PARENTAL CONSENT FORM

Researcher: MARIJANE T. LOJERO

Position: Kindergarten Teacher, Balasi Elementary School

Graduate Program: Master of Arts in Education major in Educational Management

I have been fully informed about the purpose, procedures, and nature of the above-mentioned
research study. I understand that:

My child’s participation in this study is voluntary.

The study involves the use of game-based learning activities during regular class sessions to
assess their effects on my child’s language and literacy development.

There will be no risk or harm to my child as a result of participation.

My child’s identity will be kept confidential and no personally identifiable information will be
shared in any report or publication.

I may withdraw my consent at any time without any consequences to my child’s participation
in school activities.

By signing this form, I give my full permission for my child to participate in the research study
conducted by the above-named researcher.

Name of Child: _\Jhen }Y’H’. M. Tabw

Grade Level/Section:

bantee

Name of Parent/Guardian: Racguel Jafra

Signature of Parent/Guardian:

¢

L

Date: fes. 2, 2028
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PARENTAL CONSENT FORM

Researcher: MARIJANE T. LOJERO

Position: Kindergarten Teacher, Balasi Elementary School

Graduate Program: Master of Arts in Education major in Educational Management

I have been fully informed about the purpose, procedures, and nature of the above-mentioned
research study. I understand that:

My child’s participation in this study is voluntary.

The study involves the use of game-based learning activities during regular class sessions to
assess their effects on my child’s language and literacy development.

There will be no risk or harm to my child as a result of participation.

My child’s identity will be kept confidential and no personally identifiable information will be
shared in any report or publication.

I'may withdraw my consent at any time without any consequences to my child’s participation
in school activities.

By signing this form, I give my full permission for my child to participate in the research study
conducted by the above-named researcher.

Nemeof Child: _ARUAWY (AT % CANDEN

Grade Level/Section: K“‘)Dﬂ

Name of Parent/Guardian:

Signature of Parent/Guardian:

EMLN  cfmADER
& . (omdea

Date: O¥- 0\ - Vg
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PARENTAL CONSENT FORM

Researcher: MARIJANE T. LOJERO

Position: Kindergarten Teacher, Balasi Elementary School

Graduate Program: Master of Arts in Education major in Educational Management

I have been fully informed about the purpose, procedures, and nature of the above-mentioned
research study. I understand that:

My child’s participation in this study is voluntary.

The study involves the use of game-based learning activities during regular class sessions to
assess their effects on my child’s language and literacy development.

There will be no risk or harm to my child as a result of participation.

My child’s identity will be kept confidential and no personally identifiable information will be
shared in any report or publication.

I'may withdraw my consent at any time without any consequences to my child’s participation
in school activities.

By signing this form, I give my full permission for my child to participate in the research study
conducted by the above-named researcher.

Name of Child:  PACASs  grdin Lyl

Grade Level/Section: LaN e,
Name of Parent/Guardian: __ DENS D+ LB
Signature of Parent/Guardian: +. Lufen

Date: 02- 0w
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PARENTAL CONSENT FORM

Researcher: MARIJANE T. LOJERO
Position: Kindergarten Teacher, Balasi Elementary School
Graduate Program: Master of Arts in Education major in Educational Management

I have been fully informed about the purpose, procedures, and nature of the above-mentioned
research study. I understand that:

My child’s participation in this study is voluntary.

e The study involves the use of game-based leaming activities during regular class sessions to
assess their effects on my child’s language and literacy development.

e There will be no risk or harm to my child as a result of participation.

e My child’s identity will be kept confidential and no personally identifiable information will be
shared in any report or publication.

e 1 may withdraw my consent at any time without any consequences to my child’s participation
in school activities.

By signing this form, I give my full permission for my child to participate in the research study
conducted by the above-named researcher.

Name of Child: _ ~JEwws#  Ews o NEBAD

Grade Level/Section: Yandee
Name of Parent/Guardian: Groly- Q. Nofak

Signature of Parent/Guardian:
Date: Tob- 1 LWl





image12.tmp
Tobleof speciation

T
iaing
pargangaiangan
s
Shnergor.
Sxeis

Hatss o

mem
-

Tanass

mea
Erauarivg
ok got. &

oo

Recice]
parsnang iy
Sy gt
Teerrars
gy
e203m0
e
Kapsigien

oty 575
sar

Songugrs





image13.tmp
ery e s
ooy

Sastoses
aesongie
Epetarie e
ety

Vasras
ot
“Rorgaanor
ity

o
Catarerring
o





image14.jpeg
Republic of the Philippines
Department of Education
Cordillera Administrative Region
School Division of Apayao
Flora District
Balasi Elementary School

Kindergarten Assessment

Direction. Pilien ti husto a sungbat. Timbukelan laeng ti letfra.

1. Kitaem ti ladawan.
nangange

I
b. .

a.
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Republic of the Philippines
Department of Education
Cordillera Administrative Region
School Division of Apayao
Flora District
Balasi Elementary School

4. |drowing ti naduma-duma a karirikna iti kahon.

naragsak naliday

5.Ania ti maris/kolor ti bulong fi kayo?
A. nalabaga B. berde/green C. puraw

6. Ania kadagitoy ti kasapulan iti eskwelaan?

7. Marisan ti ladawan a mangipakpakita iti ar-aramiden im uneg
pagadalan.
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Republic ofthc Philippines
Department of Education
Cordillera Administrative Region
School Division of Apayao
Flora District
Balasi Elementary School

8. Basaen dagiti balikas. Timbukelan ti nagan ti ayup.

a. bola b. aso c.lata
9. Basaen dagiti balikas. Timbukelan ti nagan fi lugar.
a. Ana b. lapis c. Balasi
10. Ania kadagitoy a banag ti mangipakpakita iti atiddog a lapis?

o= o[> « B

11. Ania nga letra fi pangrugyan ti balikas a juice?
a.Jj B. Gg c.Dbd

12. koloran/marisan dagiti sabsabong nga addaan ti letra nga
mangbuo fi nagan mo.

U3
oo £
fidy ) 1 )
<55 £ (Sﬂ £ oy

) k 'r) r I 7
m‘»m?ﬁ%@?‘%?m EHA
fiSf M D
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Bukelan (O) ti naisabsabali iti kahon.
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13. e O e e
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Republic of the Philippines
Department of Education
Cordillera Administrative Region
School Division of Apayao
Flora District
Balasi Elementary School

15. kama kama kami kama

16. can cat cat cat

lkahon ( 1) ti agkapada iti tunggal kahon.

<
—
<

17
18. fi ta te i
9. ma me mi me
%0 bet rat bet cat
P d by: Noted by: .
repared by - oted by IS
MARIJAIa‘ET. LOJERO SHELLA M. PILAR
Teacher Teacher-In-Charge
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Republic of the Philippines
Department of Education
Cordillera Administrative Region
School Division of Apayao
I'lora District
Balasi Elementary School

Kindergarten Assessment

Direction. Pilien ti husto a sungbat. Timbukelan laeng ti letra.

1. Ania nga nga ayup ti agnanaed iti daga?
ore—m, -

3. Ania nga nga ayup ti agnanaed iti daga ken danumg?

S ST
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Republic of the Philippines
Department of Education
Cordillera Administrative Region
School Division of Apayao
Flora District
Balasi Elementary School

4. Ania kadagitoy a bola ti kabassitan?

S .9 .

5. It kapanunutam, ania kadagitoy ti kadagsenan?

a. @ b. @ C. Q
6. Ania ti sukog na daytoy a ladawan 4

a. Kuadrado b. nagbukel c. tiangulo

7. Ania kadagitoy a ladawan ti agsagsagad?

8. Nagsakit ti ngipen ni Ana gapo ta e
a. nangan tikendi  b. nagay-ayam c.imminom ti danom

9. Ania ti banag wenno epekto ti panawen iti panagiinite
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Republic of the Philippines
Department of Education
Cordillera Administrative Region
School Division o’ Apayao
Flora District
Balasi Elementary School

Q. aglayos b. magango dagitimula c¢. adu fi danom?

10. Ania ti garaw a ipakpakita ti ladawan? C“;’

a. agsalsala  b.agay-ayam  c. agsagsagad

Pasurutan ti lapis dagiti letra.

Ikkan ti tsek (V) dagiti agpada a letra ken balikas.

® ©® @

12| sapa sama sama
-

Pasurutan ti lapis dagiti letra.

. - .  a . . .
. N s _” . o e B .
s a2 2 - . - - » *
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' ! . < [ 3 ]
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15. Marisan ti nalabaga dagiti paaweng a letra ken amarilio dagiti
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Republic of lhr Philippines
Department of Education
Cordillera Administrative Region
School Division of Apayao
Flora District
Balasi Elementary School

Kitaen dagiti lefra iti funggal kahon. Agaramid ifi linya a mangisilpo
kadagit dua lefra nga rumbeng nga agkadwa.

Q R 7 d b
I T g D

18-20. Isurat ti mapukpukaw a letra babaen ti pannakaurnosna.

Aa—Cc——Fe FF—Hh

Prepared by: Noted by: .

z:.e,/ fy <t -

MARIJANET. LOJERO SHELLA M. PILAR
Teacher Teacher-In-Charge
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School | Bal

MATATAG Schoc mentary Sch — [ Teaching Dates
KINDERGARTEN Teacher | Marijane T. Lojero [T Visekno |7
DALY LESRON | OO el __Theme | Appreciating our Country | Quarter 3 N
[A_Pamantayang Pangnilalaman The learners demonstrate understanding of one’s identity, rights, and responsibiites as a Filipino cifizen

_(Content Standard)

B. Pamantayan Pagganap
| (Performance Standard)

The leamers show apprecialion for one's culture; understand one’s right as a Filpino cifizen. and dar

sense of responsibilty as a Fi

C. Mga Kasanayang

| Pampagkatuto (Learning

Competencies)

« Show appreciation of one's culture and traditions

o Participate in dialogues or conversations about familiar events
o Identify solutions to a problem based on a local text listened to
« Appreciate the natural and physical environment in the country
 Apply basic mathematical operations (formal and non-formal applications using locally available
materials

 Show respect and concern for our country
* Recognize one's rights as a child

[7D.Mga Layunin (Mensahe)

‘e Nalalaman ng mga bata na natutulungan tayo ng mga hayop sa iba't ibang paraan.
© Natutukoy ng mga bata ang iba't ibang pangangailangan ng mga hayop sa Pilipinas.

. i ng mga bata ang iba't ibang paraan ng pag-aalaga sa mga hayop sa Pilipinas.

E. Nilalaman/Paksa (Content Focus) Mayroong iba't ibang uri ng hayop sa Pilipinas.

[ BLOCKS OF TIME

MONDAY [ TUESDAY [ WEDNESDAY | THURSDAY I FRIDAY

Arrival Time - 10 mins

L X 4

B

Magpapaskil ang guro ng mga larawan ng iba't ibang paraan ng pagbati: hand shake, fist bump, high five, kaway
o yakap.
Pipili ang bata. Habang binabati ng guro ang bawat isa ayon sa paraan ng pagbati na pinili niya, magkakaroon
ang guro ng ideya kung ano ang nararamdaman ng bawat bata simula pa lang ng klase.

Maaaring pag-usapan kung ano ang kanilang nararamdaman sa Meeting Time 1 gamit ang mga feelings stick
puppets na pinakilala noong ikaapat na linggo ng unang kwarter.

Kapag may lugar sa labas ng silid-aralan upang pumila ang mga bata nang hindi maaarawan o mauulanan,
papilahin sila habang pumapasok sa silid-aralan.

Sabihin sa mga bata na ibaba ang kanilang mga gamit at maghanda na sa pag-umpisa ng klase

Matapos ang sampung (10) minuto, kantahin ang ‘Isa, Dalawa, Tatlo’ o iba pang kanta na maaring gamitin upang
umupo ang mga bata at maging handa na para sa Meeting Time.

(Sumangguni sa Teacher's Guide partikular ang Intentional Teaching for Routine Activities upang makita ang iba't
ibang konsepto at baryasyon ng paggawa nito.)

HeetingTime (15 minuto)
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National Anthem

National Anthem

National Anthem National Anthem

National Anthem

Opening Prayer Opening Prayer Opening Prayer Opening Prayer Opening Prayer
Routine | Exercise Exercise Exercise Exercise Exercise
Activities | Kumustahan Kumustahan Kumustahan Kumustahan Kumustahan
Attendance Attendance Attendance Attendance Attendance
Balitaan Balitaan Balitaan Balitaan Balitaan
Pag-awit sa binagong | Pag-awit sa binagong | Pag-awit sa binagong Pag-awit sa binagong Pag-awit sa binagong
bersyon ng ABC na bersyon ng ABC na bersyon ng ABC na bersyon ng ABC na bersyon ng ABC na
idinagdag ang Nf at idinagdag ang Nf at idinagdag ang Nfi at idinagdag ang KA at idinagdag ang N at
NGng NGng NGng NGng NGng
Balik-aral | Aling pagbalik-aralan ang mga pinag-usapan nalin sa klase noong nakaraang linggo/kahapon. (mga mensahe na pinag-usapan sa

Kiase bago ipakilala ang

\ga gawain sa kasalukuyang araw.)

Mga Mensahe | Natutulungan tayong | Maaaring maging Mayroong iba't ibang Kailangan ng mga Mayroon tayong mga
mga hayop sa iba't bang | kaibigan (pets o alagang | pangangailangan at alagang hayop ng hayop na:
paraan. hayop) natin ang mga | pangangalaga samga | pagmamahal at pag-  nanganganib na
hayop. hayop sa Pilipinas. aaruga. mawala (threatened)

Nabibigyan tayo ng mga
hayop ng pagkain.
Nakakatulong ang mga
hayop sa ating mga
gawain (trabaho).

May iba pang
pangangailangan at
pangangalaga para sa
mga alagang hayop.

Kailangan ng mga hayop

o malapit na mawala
(endangered)
o wala na (extinct)

ang pagkain.
Kailangan ng mga hayop
ang tubig.
Kailangan ng mga hayop
ang tirahan.
iga Tanong | natutulungan ng mga | Paanc natin puwedeng | Ano-ano ang kallangan | Anong mga paraan ang | Ano-ano ang mga hayop
hayop? maging k: ng mga hayop? ating magagawa upang | na wala na?
Anong klaseng mga mga hayop? mapangalagaan ang mga | Anong mga hayopang |
pagkain ang naibibigay hayop? nanganganib nang

ng mga hayop?
Paano nakakatulong
ang mga hayop sa ating
trabaho?

mawala?
Ano ang nangyari sa
kanila?
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Paano natin sia
puwedeng mas
maalagazn at
mapahalagahan?

Circle Time 1

Awitin natin ang

Awitin natin ang

Awitin natin ang

Awitin natin ang

Awitin n:

ang

(Work Periad) | 'Kaibigang Libro'. *Kaibigang Libro'. *Kaibigang Libro'. *Kaibigang Libro’ “Kaibigang Libro'.
Circle Time 1 (Work Period)
Story | Gawain : Mga larawan | Ang Unang Aking Higante (Akda | Ang Panukat ni Kal | Gawain: Mga larawan

ng mga hayop at mga
pagkain

Kaibigan ni lko
(Akda ni Agatha
Barachina | Guhit ni
Allan Vitor
Misalucha,
Inilathala ng Let's
Read, The Asia
Foundation)

ni Lois Jamero | Guhit
ni JJ Duran, Inilathala
ng DOST-SEI)

(Akda ni Mimi Navales
| Guhit ni Ara Villena,
Inilathala ng DOST-
SEI)

ng mga hayop na
nanganganib nang
mawala, malapit na
mawala, at wala na

Pre-Reading Activity

Pagganyak
Ano ang paborito
ninyong pagkain?

Pangganyak na
Tanong

Alam niyo ba kung saan
galing ang inyong mga
paboritong pagkain?

Pagpapaliwanag ng
mga mahirap na salita/
konsepto na nasa
kuwento,isulat sa
pisara:

- pekiat

« itinataboy

Pagganyak
Puwede bang maging
magkaibigan ang mga
tao at mga hayop?

Pangganyak na
Tanong Nakakita na ba
kayo ng tao at hayop na
magkaibigan?Ano ang
ginawa nila Linggit
laban kay Barakuda?

Pagpapaliwanag ng mga
mahirap na salita/
konsepto na nasa
kuwento,isulat sa pisara:
* mamumukot

Pagganyak
Nakakita na ba kayo ng
higante?

Pangganyak na Tanong
(Ipakita ang harap ng
libro) Ganitong higante ba
ang inyong nakita?

Pagpapaliwanag ng mga
mahirap na salita/
konsepto na nasa
kuwento,isulat sa pisara:
- medida

- piranggot

- dangkal

« talampakan

- dipa

Pagganyak
Mayroon ba kayong mga
alagang hayop?

Nakakita na ba kayo ng
ibang tao na may alagang
hayop?

Pangganyak na Tanong
Ano kaya ang kailangang
sukalin ni Kat? Alamin

Pagganyak
May alam ba kayorg
mga hayop na wala na
ngayon, tulad ng mga
dinosaur?

Pangganyak na Tanong
Ano-ano kaya itong mga
hayop na makikita natin
sa mga larawan na ito?
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natin sa kuwento natin

|
|

ninyong larawan?

« Kumakain din ba
kayo ng mga
pagkain na galing
samga hayop?

« Nakakita na ba

ang puwede
nating maging
kaibigan?

« Kayo ba ay may
mga alaga ding
hayop?

ng mga hayop?
« Bakitnila ito
kailangan?
« Nagiiba-iba ba
ang kailangan ng
bawat hayop?

kat sa kwento?
« Anoang
pinakagustong
gawin ni kat ?
+ Ano-anong
panukat ang

ngayong ‘
araw.
During Reading | Comprehension check 3
PostReading | Talalakayan : Talalakayan : Talalakayan : Talalakayan : Talalakayan :
Activity * Ano-ano ang * Ano-anong « Ano-ano ang « Anong hayop * Ano-ano ang
(Talakayan) mga Nakita klaseng hayop mga kailangan ang sinusukat ni mga nakita

ninyong hayop
sa mga larawan?

« Nakikita niyo pa
ba sila?

« Sainyong tingin
bakit wala na

|
|
{
Kayo ng kalabaw kanyang ang mga kauri |
at kabayo na ginamit? niya? |
‘sumasama at « Bakit sinusukat * Paano kaya ;
tumutulong sa ni kat ang natin sila |
trabaho? kanyang kwarto? maaaring mas |
« Kayo ba ay may maingatanat |
mga alaga ding mas maalagaan |
pusa? bagopasila |
« Paano ninyo siya maubos o |
inaalagaan? mawala? |
Gawain Gayahin natin sila! Gawain Gawain Gawain
Anong pagkain? (Sumangguni sa Animal Stations Saan ka nakatira? Liham para sa mga

(Sumangguni sa

Apendiks para sa

(Sumangguni sa

(Sumangguni sa

Hayop (Sumangguni sa

L

hugis ng tunog (hugis
ng labi/bibig habang
binibigkas ang tunog)

palad, atbp.
o Pagsulat ng hugis ng

titik sa papel

titik
 Pagsusulat ng simulang
tunog

Aa, i, Oo, Bb, Ee, Uu,
Tt Kk, LI, Yy, Nn, Gg.
NGng, at P

Teacher-Supervised | Apendiks para sa detalye ng gawain) Apendiks para sa detalye | Apendiks para sa detalye | Apendiks para sa detalye
Activity | detalye ng gawain at sa ng gawain) ng gawain atsaKLAS | ng gawain)
KLAS No. 1 para sa No. 5 para sa kopya ng
kopya ng gawain) gawain)
itk Rr Titik Rr Titik Rr Titik Rr Titik Rr ]
o Pagpapakilala ng o Pagsulatng hugis ng | e Pagpapakilalangmga | e Balik-Aralngmga | e Pagsasama ng mga
tunog titik sa hangin, sa likod | larawan ng mga bagay na | tunog ng mga naunang | tunog upang makalikha
Marungko | » Pagpapakilala ng ng kaklase, sa sahig, sa | nagsisimula sa tunog ng | naiturong titik: Mm, Ss. | ng makabuluhang

salita (Mm, Ss, Aa, li,
Oo. Bb, Ee, Uu, Tt, Kk,
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Basahin, isulat, iguhit

gawain)

« Pagpapakilala ng titik | Gawain Gawain Gawain LI, Yy, Nn, Gg, NGng, |

Sandbox (Ipaguhitsa | Hanapin Nati Ayun Nakita Ko PpatRr)
Gawain mga mag- aaral ang titik | (Sumangguni sa KLAS | (Sumangguni sa KLAS | s Pagsasama ng
Hanapin ang Titik Rt | Rr sa buhangin ng kani- | No. 4 para sa kopyang | No. 6 para sa kopya ng | nalikhang mga salita at
(Sumangguni sa KLAS | kanilang sandbox.) gawain) gawain) ng salitang pantulong
No. 2 para sa kopya ng upang makabuo ng
gawain) parirala

Gawai

(Sumangguni sa KLAS
No. 8 para sa kopya ng

Transition to
Supervised Recess

Mga bata, sampung minuto na lamang ang natila sa aling Work Period. Tayo ay sabay-sabay na pumalakpak ng limang beses para

sa natapos nating mga Gawain simula — isa, dalawa, tatlo, apat, lima!
Supervised Recess
« Tawagin natin si , ang ating tagapanalangin o prayer leader (ayon sa Job Chart). Magpasalamat o magdasal tayo para sa
natapos nating gawain at sa ating meryenda.
« Tayo ay pumila para sa paghuhugas ng ating mga kamay. Pagkahugas ng kamay, kakain na ng mga bata ang kanilang baon.
« Kapag kumakain na ang mga bata, maaaring sabihin ng guro: Puwede rin kayong magbahagi ng pagkain sa inyong mga
Kaklase. Ano ang lasa o kulay o hugis ng iyong pagkain? Sino ang nakaupo sa harap mo? Sa kaliwa? Sa kanan? At iba pa.
« Pagkatapos kumain, maghuhugas muli ng mga kamay at magsesepilyo. Mahalaga na palaging malinis ang ating mga kamay at
mga ngipin para maiwasan ang pagkakaroon ng sakit. Maaari ding magpalit ng damit kung kinakailangan.
« Magpahinga na ang tapos.
Transition toQuiet/Nap Time
«__Iparinig o kantahin ang awiting, ‘Ang Munting Bituin' o iba pang uyayi (lullaby) habang nagpapahinga ang mga bata. |
Quiet/Nap Time |
Circle Time 2 (Work Period) ]
Mga Gawain | Mga Pamilang Find the Numbers More or Less Anong oras na ba?
Magbilang tayo | Ipalatag sa mga bata (Sumangguni sa KLAS | Hanggang 100 (Sumangguni sa KLAS (Sumangguni sa
ang Kanilang pamilang | No. 3 para sa kopyang | (Sumangguni sa No. 7 para sa kopyang | Apendiks para sa detalye
saisang hilera sa gawain) Apendiks para sa detalye | gawain) ng gawain)
Kanilang harapan sa ng gawain)
mesa.
(Sumangguni sa
apendiks para sa
detalye ng mga Gawain)
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« Ipakita mo!

(Sumangguni sa
apendiks para sa
detalye ng mga Gawain)

Activi

(Sumangguni sa
apendiks para sa
detalye ng mga Gawain)

(Sumangguni sa
apendiks para sa detalye
ng mga Gawain)

(Sumangguni sa

(Sumangguni sa

apendiks para sa detalye | apendiks para sa detalye
‘ ng mga Gawain)

ng mga Gawain)

T pang mga Early | Skip Countingby | = Skip Coutningby |+ Skip Counting by « Letter Sound and
Language, Literacy 2 5 10 Objects Match
and Numeracy |« March Around « Letter Mosaic « Poster of Words |
Activities: the Alphabet (Rr) that Begin with Rr |
Indoor/Outdoor Play Activities S|
Malayang Paglalaro | Lumulubog ang Bangka | Tama at Mali Bahay, baboy, bagyo Ano ang tunog ko?

Dismissal | hayop at ibibigay ng

atibibigay ng bawat

maalagaan natin ang

Wrap-Up Time
Transition to Wrap | Magbibigay ang guro | Magbibigay ng tunog | Magbigay ng isang Magbibigay ang guro
Up Time and ng pangalan ng ng hayop ang guro paraan upang ng pangalan ng hayop

at tutukuyin ng bawat

e}

Magbibigay ang guro ng |

lugar kung saan
karaniwang nakatira ang

bawat bata ang bata ang pangalan mga hayop sa batakungsaanito | mga hayop at
tunog ng hayop na ng hayop na ito bago | Pilipinas. karaniwang nakatira. | magbibigay ang bawat
ito bago lumabas ng lumabas ng silid- bata ng hayop na
silig-aralan. aralan. nakatira dito
Dismissal Mag-ngat sa pagtawid sa kalye. Tumingin sa kaliwa, kanan, at kaliwa mull bago tumawid. (Paalalahanan ang mga bata kung may meeting |
Time ang mga magulang o di kaya kung may sulat para sa kanila.)

Mga Tanong sa Pagninilay

LINGGUHANG PAGNINICAY:NG GURO!

A Aling bahagi ng gawain ang
nagustuhan ng mga bata? Bakit?

B. Alin ang hindi nila gaanong
nagustuban? Bakit?

C. Saiyong palagay, aling istratehiya
sa pagtuturo ang naging epektibo?
Bekit?
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Anong inobasyon’ lokal na materyales
ong ginamit sa araw ma ito? Ano
aging reaksyon ng mga bata

dito?

. Anong obserbasyon sa mga bata ang
‘gagamitin mo upang lalo pang
‘mapaganda ang iyong pagtuturo?

. Nasagot ba ng mea bata ang mga tanong?
(tingnan ang *Mga Katanungan®
pagkatapos ng"Mensahe).

Inihanda ni:
P

MARIJANE T. LOJERO
Teacher Il

Pinagtivay ni:

SHELLA M. PILAR
Teacher-In-Charge
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