USING CLASSPOINT IN TEACHING COMBINATORICS TO IMPROVE GRADE 10 LEARNERS’ ACHIEVEMENT AND ENGAGEMENT LEVELS





ABSTRACT
This study examined the use of ClassPoint in teaching combinatorics to improve the achievement and engagement levels of Grade 10 learners at Rajah Cabungsuan Integrated School during the School Year 2025-2026. The study was anchored on Constructivist Learning Theory, Multiple Intelligences Theory, and the Technological Pedagogical Content Knowledge (TPACK) framework, which collectively emphasized active, meaningful, and technology-supported learning. A quantitative research design with qualitative support was employed involving thirty (30) Grade 10 learners. The intervention covered a five-day implementation of ClassPoint-integrated lessons on the Fundamental Counting Principle, Permutation, and Combination. Data were gathered through a validated lesson exemplar checklist, a 20-item pretest and posttest, engagement surveys, and open-ended questionnaires. Statistical tools such as weighted mean, means, standard deviation, paired samples t-test, and Normalized Learning Gain Score (LGS) were utilized. Results revealed that the lesson exemplar and ClassPoint integration were rated “Very Satisfactory” by expert evaluators. Learners demonstrated Learners demonstrated improved achievement levels after the intervention, with most learners attaining moderate to high learning gains. Findings also indicated improvements in cognitive, behavioral, emotional, and social engagement. The thematic analysis showed that learners perceived ClassPoint as interactive, enjoyable, motivating, and helpful in understanding mathematical concepts. The study concluded that ClassPoint is an effective instructional tool for enhancing learner achievement and engagement in combinatorics. The integration of interactive technology in mathematic instruction may therefore contribute to more meaningful and learner-centered classroom experiences 
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INTRODUCTION
	Mathematics continues to be one of the most challenging subjects for many learners due to its abstract concepts and problem-solving demands. In Grade 10 Mathematics, combinatorics, particularly permutations and combinations, has consistently been identified as one of the least mastered competencies. Traditional lecture-based instruction often limits learner participation and reduces motivation, resulting in low achievements and engagements levels. In response to these concerns, educational technologies such as ClassPoint have emerged as innovative instructional tools that transform ordinary PowerPoint-presentations into interactive learning environments through quizzes, polls, annotations, and instant feedback.

	Previous studies have emphasized that interactive digital platform improve learner participation, motivation, and academic performance. However, limited studies have explored the simultaneous improvement of achievement and engagement among junior high school learners in public school settings, particularly in mathematics. This study therefore aimed to determine how the integration of ClassPoint in teaching combinatorics improved the achievement and engagement levels of Grade 10 learners.
	
METHODOLOGY
	The study employed a quantitative research design with qualitative support using a one-group pretest-posttest approach. The participants consisted of thirty (30) Grade 10 Learners from Rajah Cabungsuan Integrated School, Lingig, Surigao del Sur. The intervention was implemented for five days covering lessons on the Fundamental Counting Principle, Permutation, and Combination.
	ClassPoint was integrated into PowerPoint- based lessons using interactive features such as live quizzes, polls, drawing tools, and game-based activities. Data collection instruments included a validated lesson exemplar evaluation checklist, a 20-item pretest and posttest adapted from DepEd LRMDS materials, and an engagement survey measuring cognitive, behavioral, emotional, and social engagement. Open-ended questions were also administered to gather learnes’ perceptions regarding the use of ClassPoint. 
	The collected data were analyzed using weighted mean, mean, standard deviation, paired samples t-test, and Normalized Learning Gain Score (LGS). Thematic analysis was utilized to identify recurring themes from learners’ qualitative responses.
	
RESULTS AND DISCUSSION
	The validation results revealed that the lesson exemplar integrated with ClassPoint obtained an overall rating of “Very Satisfactory”, indicating that the instructional materials were well-organized, pedagogically sound, and technologically appropriate for classroom implementation.	

	The achievement results showed that learners demonstrated significant improvement in combinatorics after the use of ClassPoint-integrated instruction. The posttest scores reflected better mastery of the concepts compared to the pretest results. Moreover, the Normalized learning Gain Score analysis revealed that 33.3% of the learners achieved high learning gains while 66.7% attained moderate learning gains, with no learner categorized under low learning gain. These findings suggest that the interactive features of ClassPoint contributed positively to learners’ understanding and performance. 	
	In terms of engagement, the study found improvements across cognitive, behavioral, emotional, and social dimensions. Learners became more active during discussions, participated more confidently in activities, and demonstrated greater motivation in solving mathematical problems. Thematic analysis further revealed that learners perceived ClassPoint as enjoyable, interactive, and effective in helping them understand combinatorics concepts. They also appreciated the immediate feedback, collaborative activities, and interactive quizzes that made mathematics lessons more engaging and less stressful.
	The finding supports previous studies emphasizing that technology-enhanced instruction promotes active learning, learner participation, and improved academic performance. The integration of ClassPoint created a learner-centered environment where learners actively constructed knowledge through meaningful and interactive experiences. 
	
CONCLUSION & RECOMMENDATION
	The study concluded that the integration of ClassPoint in teaching combinatorics effectively improved the achievement and engagement levels of Grade 10 learners. The findings revealed that learners demonstrated better academic performance after the implementation of the intervention, as reflected in the improvement of their posttest scores and learning gains. In addition, learners showed positive cognitive, behavioral, emotional, and social engagement during classroom activities. The use of interactive quizzes, immediate feedback, and collaborative learning opportunities made mathematics lessons more engaging, enjoyable, and meaningful. Furthermore, learners perceived ClassPoint as an effective instructional tool that helped them better understand combinatorics concepts and participate actively in the learning process. Therefore, the study affirms that technology-integrated instruction can contribute to improved learners’ achievement and engagement in mathematics education.	
	Based on the findings and conclusions of the study, it is recommended that mathematics teacher integrate ClassPoint and other interactive digital tools in teaching mathematics to promote active participation and improve learners’ academic performance. School administrators may also provide training programs, workshops, and technical support to strengthen teachers’ competence in technology-integrated instruction. Learners should likewise be encouraged to actively participate in interactive classroom activities to enhance their understanding and motivation in mathematics. Moreover, future researchers may conduct similar studies using larger sample sized, longer implementation periods, and other mathematical topics or subject areas to further validate the effectiveness of ClassPoint. Future studies may also explore additional variables such as motivation, retention, critical thinking, and problem-solving skills to gain broader insights into the impact of interactive technology in education. 
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