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ABSTRACT
This study identified the competence level of students in learning World History, teaching methods used by teachers to target core competences in World History, and the relationship between the teaching method and the competency level of students as a basis for creating a simulation game-based strategy. A quantitative descriptive-correlational research design was used. It was carried out in the three public secondary schools of Bunawan, Agusan del Sur namely Bunawan National High School, Libertad National High School and Bunawan National High School-Consuelo Annex. The respondents included 17 Araling Panlipunan teachers selected through complete enumeration and 136 secondary students selected through purposive sampling. A researcher-developed questionnaire was used to measure students' competence in World History in terms of historical causation, evaluating evidence and sourcing, understanding historical perspective, synthesis and making connections across time and space, and argumentation and deconstruction of claims. It also measured teachers' instructional practices in terms of causation, evidence and sourcing, perspective tasks, synthesis and connection making, and argumentation and historiography. The instrument underwent expert validation and pilot testing, yielding reliability coefficients of 0.94 for the teachers' questionnaire and 0.91 for the students' questionnaire. Weighted mean and correlation analysis were used to analyze the data. Findings revealed that students were generally competent in World History, while teachers' instructional practices were moderately practiced. The relationship between students' competence and teachers' instructional practices was generally not significant, although specific significant relationships were found in synthesis and connection making and selected argumentation-related areas. The study concludes that World History instruction needs more targeted and competency-based strategies that strengthen sourcing, synthesis, and historical argumentation.
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INTRODUCTION
In the modern classroom, it is imperative to utilize interactive and responsive teaching techniques that can capture students' attention, cater to their different learning styles, and help them grasp abstract ideas. During World History instruction, students will be expected to remember facts, dates and personalities, but also to explain cause/effect, appraise historical resources, analyze points of view, bridge historical events over time and space, and argue about historical claims. Such skills cannot be presented in a lecture format, as the student should have opportunities to analyse, discuss, decide and reflect on historical situations.
In this context, simulation games have become relevant as they enable learners to take on roles, make decisions, interact with others and see the outcomes of their decisions in a safe learning environment. The literature shows that well-designed and well-designed and appropriate to the learning goals, game-based and simulation-based learning can enhance engagement and motivation, acquisition of skills and concepts (Pacheco-Velazquez et al., 2024; Manligoy et al., 2025; Sounthornwiboon et al., 2025). These can, however, be distracting and ineffective if they are not well designed, if technology is not readily available, or if they are not explicitly linked to learning goals (Nartey, 2024).
The need to make a stronger push for the development of the historical thinking is particularly crucial in the Philippine context. The results of PISA 2022 have left concerns over learners' critical thinking, reading comprehension and problem-solving abilities in the country unchanged from the average performance of the OECD countries (OECD, 2023). The low Mean Percentage Score and Learner Level Competency in Araling Panlipunan (AP) also indicated that instructional strategies that would make Araling Panlipunan lessons more interesting and meaningful need to be considered in Bunawan National High School. Although international literature supports the value of simulation games, there is still a need for localized evidence on how students' existing competence in World History relates to teachers' instructional practices in actual public-school settings.
This study aims to fill this gap by looking at the competencies of the students in the field of World History, the level of instructional practices used by the Araling Panlipunan teachers, and the relationship between these competencies and practices. The results are used to inform the design of a simulation game-based strategy that will focus on the actual needs and practices of teaching and learning in the classroom. The study will help enhance the teaching of World History by pinpointing the strongest and weakest historical competencies, as well as identify the relationship between teacher practices and student competence, more specifically through a more targeted and learner centered approach.
RESEARCH QUESTIONS
This study aimed to determine students' competence in World History and teachers' instructional practices as basis for a simulation game-based strategy. Specifically, it sought to answer the following research questions:
1. What is the level of the students' competence in learning World History in terms of historical causation, evaluating evidence and sourcing, understanding historical perspective, synthesis and making connections across time and space, and argumentation and deconstruction of claims?
2. To what extent do the instructional practices employed by teachers explicitly target the core historical competencies in terms of causation, evidence and sourcing, perspective tasks, synthesis and connection making, and argumentation and historiography?
3. Is there a significant relationship between students' competence in World History and the instructional practices employed by teachers in targeting the core historical competencies?
METHODOLOGY
The quantitative descriptive-correlational research design was employed in this study. To measure students' competence in the subject of World History, the descriptive component was employed, while to measure the extent of the instructional practices applied by the teachers to target the core competencies of students in World History, the descriptive component was also employed. To investigate the relationship between students' competence and teachers' instructional practices, the correlational component was used.
The study was carried out in three public secondary schools in Bunawan, Agusan del Sur in the Philippines which are Bunawan National High School, Libertad National High School and Bunawan National High School-Consuelo Annex. These schools represented diverse and different contexts of public secondary schools and gave a meaningful background to study the teaching of World History in the Araling Panlipunan classes.
The respondents were comprised of 17 Araling Panlipunan teachers and 136 secondary students. The teacher respondents were completely enumerated since all qualified Araling Panlipunan teachers in selected schools were included. The student respondents were purposively sampled because they were students who were exposed to the teaching of World History, and can give data on the competencies measured in this study.
A researcher-developed questionnaire was used as the main instrument. The student competence section assessed historical causation, the ability to evaluate evidence and sourcing, historical perspective, synthesize and make connections across time and space, and argue and deconstruct claims. The teacher instructional practices section included the assessment of causation, evidence and sourcing, perspective tasks, synthesis and connection making, and argumentation and historiography. A Likert-type scale was used to rate items higher means higher level of competence or more often practiced. The instrument was expertly validated and tried out to a small group. The internal consistency of the teachers' questionnaire was the Cronbach's alpha coefficient of 0.94 and of the students' questionnaire was 0.91 in the pilot test.
Prior to the data collection, the relevant school authorities were contacted for permission. The purpose of this study, its voluntary nature and the confidentiality of responses were explained to the respondents. The completed questionnaires were analysed, sorted, coded and evaluated. The competency level of students and level of teachers' pedagogical practices were determined using the weighted mean method. Students’ competence was analyzed with teachers' instructional practices using correlation analysis. A significance level of 0.05 was used.
RESULTS
The results are presented according to the three research questions of the study.
Table 1: Level of Students' Competence in Learning World History
	Indicators
	Teachers Mean
	Teachers Verbal Description
	Students Mean
	Students Verbal Description

	Historical causation
	3.52
	Moderately Competent
	3.09
	Competent

	Evaluating evidence and sourcing
	3.40
	Competent
	3.05
	Competent

	Understanding historical perspective
	3.28
	Competent
	2.97
	Competent

	Synthesis and making connections across time and space
	3.40
	Competent
	2.99
	Competent

	Argumentation and deconstruction of claims
	3.25
	Competent
	2.96
	Competent

	Overall
	3.37
	Competent
	3.01
	Competent


Table 1 shows that students were generally rated Competent in World History. Teachers reported an overall mean of 3.37, while students reported an overall mean of 3.01. Historical causation obtained the highest result among the competencies, indicating that learners were relatively more capable of identifying causes, consequences, and relationships among historical events. Argumentation and deconstruction of claims obtained the lowest result, although it was still described as Competent. This suggests that students need stronger support in constructing, defending, and critiquing historical claims using evidence and logical explanation.
Table 2: Extent of Instructional Practices Employed by Teachers in Targeting Core Historical Competencies
	Indicators
	Mean
	Verbal Description

	Causation
	3.95
	Moderately Practiced

	Evidence and sourcing
	3.88
	Moderately Practiced

	Perspective tasks
	3.94
	Moderately Practiced

	Synthesis and connection making
	3.97
	Moderately Practiced

	Argumentation and historiography
	4.01
	Moderately Practiced

	Overall
	3.95
	Moderately Practiced


Table 2 indicates that teachers' instructional practices were generally Moderately Practiced, with an overall mean of 3.95. Argumentation and historiography obtained the highest mean, showing that teachers gave relatively greater attention to activities that encouraged students to explain events, defend interpretations, and examine historical claims. Evidence and sourcing obtained the lowest mean, suggesting that activities involving source analysis, credibility, bias, and reliability were practiced less often than other instructional areas.
Table 3: Relationship Between Students' Competence in World History and Instructional Practices Employed by Teachers
	Students' Competence in World History
	Instructional Practices Employed by Teachers
	Correlation
	p-value
	Interpretation

	Historical Causation
	Causation
	0.3450
	0.1750
	Not Significant

	Historical Causation
	Evidence and sourcing
	-0.1076
	0.6809
	Not Significant

	Historical Causation
	Perspective tasks
	0.0455
	0.8625
	Not Significant

	Historical Causation
	Synthesis and connection making
	0.0867
	0.7407
	Not Significant

	Historical Causation
	Argumentation and historiography
	0.1221
	0.6405
	Not Significant

	Evaluating evidence and sourcing
	Causation
	0.3063
	0.2319
	Not Significant

	Evaluating evidence and sourcing
	Evidence and sourcing
	0.0168
	0.9489
	Not Significant

	Evaluating evidence and sourcing
	Perspective tasks
	0.0763
	0.7710
	Not Significant

	Evaluating evidence and sourcing
	Synthesis and connection making
	-0.0143
	0.9566
	Not Significant

	Evaluating evidence and sourcing
	Argumentation and historiography
	0.0919
	0.7258
	Not Significant

	Understanding historical perspective
	Causation
	0.4568
	0.0653
	Not Significant

	Understanding historical perspective
	Evidence and sourcing
	0.0925
	0.7240
	Not Significant

	Understanding historical perspective
	Perspective tasks
	0.0105
	0.9681
	Not Significant

	Understanding historical perspective
	Synthesis and connection making
	-0.0563
	0.8300
	Not Significant

	Understanding historical perspective
	Argumentation and historiography
	0.0612
	0.8155
	Not Significant

	Synthesis and making connections across time and space
	Causation
	0.7620
	0.0004
	Significant

	Synthesis and making connections across time and space
	Evidence and sourcing
	0.7712
	0.0003
	Significant

	Synthesis and making connections across time and space
	Perspective tasks
	0.6188
	0.0081
	Significant

	Synthesis and making connections across time and space
	Synthesis and connection making
	0.6112
	0.0091
	Significant

	Synthesis and making connections across time and space
	Argumentation and historiography
	0.7278
	0.0009
	Significant

	Argumentation and deconstruction of claims
	Causation
	0.4438
	0.0744
	Not Significant

	Argumentation and deconstruction of claims
	Evidence and sourcing
	0.5542
	0.0210
	Significant

	Argumentation and deconstruction of claims
	Perspective tasks
	0.5155
	0.0342
	Significant

	Argumentation and deconstruction of claims
	Synthesis and connection making
	0.4226
	0.0910
	Not Significant

	Argumentation and deconstruction of claims
	Argumentation and historiography
	0.6251
	0.0073
	Significant


Table 3 shows that the overall relationship between students' competence in World History and teachers' instructional practices was generally not significant, although selected competency-practice pairings were significant. Synthesis and making connections across time and space showed significant positive relationships with all areas of instructional practices. Argumentation and deconstruction of claims also showed significant relationships with evidence and sourcing, perspective tasks, and argumentation and historiography. These results suggest that some historical competencies are strengthened when teacher practices are directly aligned with specific historical thinking skills.
DISCUSSION
The results indicate that students' competence was adequate, and one of the historical competencies is historical causation, while the other competencies is argumentation and deconstruction of claims. This pattern indicates that students are more likely to be able to understand "cause and effect" in history, particularly when the events are presented in timelines, narratives and guided discussion. Creating and supporting historical claims, however, is more challenging as it involves evidence analysis, arranging ideas, using reasoning, and thinking about other ideas. This result corroborates the idea of the slow development of historical thinking and the need to provide long-term scaffolding (Hamblin, 2020; Borchers et al., 2025; Lin & Yu, 2025).
The results on the instructional practices show that, overall, teachers were already using some of the historical thinking practices, though not a high or uniform level of implementation for each of the competencies. The increased focus on argumentation and historiography indicates that teachers were aware of the need for interpretation and reasoning in the teaching of World History. The lower rating for evidence and sourcing, however, indicates a persistent need for document-based tasks, source analysis, and activities that will allow students to evaluate the credibility, bias, and context. This is consistent with the research that has found that source evaluation is one of the more challenging, but vital, aspects of history teaching (Gomez-Carrasco et al., 2025; Miralles-Sanchez et al., 2025).
The correlation results are very important to be used as a basis for developing a strategy for a simulation game. The generally non-significant relationship implies that general exposure to instruction may not be the only factor that has an impact on students' competence in World History. Students' competence can be influenced by other factors, including prior knowledge, understanding of the text, historical sources available, task difficulty, and scaffolding. However, the strong relationships for the synthesis and connection making clearly indicate that as long as the teaching and learning practices consistently demand that students make connections, compare contexts and explain relationships across place and time, students' ability in this area increases.
The strong connections to argumentation also indicate that higher-order skills are more effectively acquired when teachers encourage students to utilize evidence, form interpretations of perspectives, and create historical explanations as essential components of teacher practice. This is where a strategy that is based on a simulation game is in play. History can be represented in structured situations through simulation games, allowing students to take on a role and investigate a situation, make a decision, explain the consequences and defend their decision. This can be used in conjunction with guided debriefing and reflection to foster a shift from content recall to active historical reasoning in World History instruction.
CONCLUSION
The study revealed that students' competence in World History is generally good. Historical causation was seen as the strongest competency and argumentation/deconstruction of claims was the weakest. This suggests that students were able to make some basic senses of how historical events were interconnected but required more help to explain their interpretations and evaluate historical arguments.
Moderate levels of teachers' instructional practices for core historical competencies were found. There was a comparatively higher emphasis put on argumentation and historiography, and more on evidence and sourcing. This suggests that world history education already involved the teaching of historical thinking skills, but they should be made more systematic, balanced and consistent in terms of the competencies.
In general, the relationship between students' competence and the competence of teachers' teaching was negligible. But meaningful relationships were discovered in the areas of synthesis, connection making and some aspects of argumentation. The findings indicate that effects of teacher practices are stronger when they are directly related to specific historical thinking competencies. Hence, simulations game-based strategy can be used as a learning aid in making World History learning more interactive, inquiry and competency based.
RECOMMENDATIONS
Araling Panlipunan teachers could enhance World History teaching by employing more structured activities for evidence and sourcing, perspective taking, synthesis, and argument. The activities could involve source analysis, discussion based on a role, guided debate, claim making tasks, and reflective questioning.
The simulation game can be used as a strategy for teachers in the learning process of historical thinking. Enjoyment and competition are not the only outcomes of simulation activities; they should also encourage students to investigate causes, review evidence, consider various points of view, make connections, and argue the merits of historical claims.
School administrators and curriculum planners can assist teachers by providing them with training, instructional resources, and time to design activities for the World History that are learner-centered. Support should be directed towards competencies, assessment and debriefing in relation to games that are simulations.
In the future, the simulation game-based strategy can be tested with experimental, quasi-experimental and mixed methods design to determine the impact of the simulation game-based strategy on students' historical thinking, engagement, collaboration, and learning outcomes in various school environments.
LIMITATIONS OF THE STUDY
This study was conducted in selected public secondary schools of Bunawan, Agusan del Sur, and considering only the competence of the students in World History, the instructional practices of the teachers and the relationship between the two. Results were obtained from questionnaires and may represent the perceptions of the questionnaire respondents, rather than observation within the classroom. An experimental pretest-posttest design was not used in the study to measure the gains in learning. Even though there are some drawbacks, this research gives a valuable indication for the development of a strategy for a simulation game to address the identified instructional needs in World History.
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