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INTRODUCTION  

The integration of technology in education has significantly transformed traditional teaching methods, offering 

new avenues to engage students and enhance their learning experiences. This research, titled "The Effects of 

Technological-Based Strategies on the Level of Learning Skills of Junior High School Students in Social 

Studies," seeks to explore how technology-based teaching methods influence students' learning skills, 

particularly in the context of Social Studies. As Social Studies encompasses critical thinking, historical analysis, 

and understanding of societal issues, technology can provide interactive and engaging ways to foster these skills.  

The need for this study arises from the increasing prevalence of digital tools in classrooms and the potential of 

technology to address challenges such as student disengagement and content retention in Social Studies 

education. While much research has focused on the general impact of technology in education, there is a gap in 

understanding its specific effects on learning skills in Social Studies for junior high students. This research will 

help bridge this gap by providing insights into how digital tools can enhance students' abilities to comprehend, 

analyze, and synthesize historical and social information. Studies such as Okojie et al. (2006), which highlighted 

the positive effects of multimedia on student engagement, and Thomas & O'Bannon (2007), who emphasized 

the effectiveness of interactive tools in Social Studies, support the potential benefits of technology in this subject 

area. Furthermore, Dooly & Sadler (2016) found that technology enhances critical thinking in the social sciences, 

reinforcing the need to explore how these tools can improve learning outcomes in the junior high school context. 

THEORETICAL FRAMEWORK  

This study is supported by theories to help the researchers locate the factors that link the effectiveness of 

Technological-Based strategies on the level of Learning Skills of Junior High School Students in Social Studies 

to assist the researchers in making generalization and pertinent research findings. 

Albert Bandura's Social Learning Theory is the theory that will direct to this investigation. According to Albert 

Bandura's Social Learning Theory, people pick up knowledge from one another by modeling, imitating, and 

observing. This process is made easier by technology, which offers peer collaboration platforms, virtual 

classrooms, and social media networks where students may interact and evaluate peers and teachers. In addition 

to building a feeling of community, collaborative tools such as Google Classroom, discussion boards, and group 

project platforms enable students to learn from one another asynchronously or in real time. 

Bandura's Social Learning Theory offers an insightful perspective on technology-based teaching methods. 

Teachers can establish enriched learning settings where students gain knowledge from both their own and other 

people's experiences by utilizing digital technologies that promote social interaction, observation, and teamwork. 

Technology may enhance the social components of learning when properly included, making it a potent tool in 

both conventional and online learning environments.  

According to the social learning theory, people pick up new skills by watching and copying the actions of others. 

This phenomenon was named observant learning by Bandura. In other words, learning does not require actual 

experience of anything. A live observation—that is, a real person modeling or doing the behaviour—is not 

always necessary for observational learning to take place. It can also occur from seeing fiction or real-life 

personalities in films, TV shows, video games, etc. (Becton Loveless, 2024). 
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The second theory that will support this study is Technological Pedagogical Content Knowledge (TPACK) 

framework by Mishra and Koehler is a model designed to help educators integrate technology into their teaching 

effectively. Developed by Punya Mishra and Matthew J. Koehler, TPACK builds on Lee Shulman’s concept of 

Pedagogical Content Knowledge (PCK), expanding it to include the intersection of technology with pedagogy 

and content. The TPACK framework emphasizes the integration of three core domains—technology, pedagogy, 

and content knowledge—and how these areas intersect to support meaningful learning through technology.  

The TPACK framework states that certain technical tools are most effective in teaching and assisting students 

in developing a deeper, more comprehensive comprehension of the subject matter. Thus, within the TPACK 

framework, the three categories of knowledge—TK, PK, and CK—are integrated and recombined in different 

ways. While pedagogical content knowledge (PCK) describes the connection between pedagogical methods and 

specific learning objectives, technological pedagogical knowledge (TPK) describes the linkages and interactions 

between technology tools and specific pedagogical practices. Finally, technical content knowledge (TCK) 

explains how learning objectives and technology interact and intersect. These triangulated areas then make up 

TPACK, which recognizes that educators are operating in this complicated domain and takes into account the 

relationships among all three areas (Kurt, 2019). 

Teachers can use the TPACK framework as a guide to carefully incorporate technology into their lessons, 

making sure that it complements the material being taught as well as their teaching strategies. Teachers may 

design rich learning experiences that engage students, encourage collaboration, and improve their 

comprehension of difficult subjects by establishing a balance between their technological, pedagogical, and 

content knowledge. In the end, the TPACK framework assists educators in utilizing technology as an essential 

element that improves teaching and learning rather than as an independently component. 

Additionally, the Connectivism by George Siemens and Stephen Downes, this theory focuses on how technology 

shapes how individuals learn in an increasingly digital and connected environment. Connectivism highlights the 

value of networks, relationships, and digital resources in promoting learning when it comes to technology-based 

teaching methods. It questions individual-centered, traditional learning models and emphasizes the distributed, 

collective character of knowledge and learning in the digital era. According to this theory, one doesn’t learn 

individually but rather socially. This indicates that students benefit from shared perspectives, ideas, and 

experiences and learn more efficiently when they engage with others. Additionally, they feel more comfortable 

voicing their own opinions. As a result, the approach promotes active student participation in the educational 

process. In contrast to traditional learning, students create information via their interactions with others rather 

than having it imparted to them by the teacher (Pappas, 2023). 

In the digital age, networked learning is crucial, according to connectivism theory. It highlights that learning is 

a continuous, collaborative activity that includes interacting with people and using online resources. To help 

students navigate this networked environment and create an interactive, self-directed learning environment, 

technology-based solutions are crucial. Connectivism teaching methods will continue to be essential in educating 

students for a world that is becoming more interconnected and information-rich as education develops. 

Additionally, Piaget’s Constructivism learning theory. In Piaget’s perspective, games represent a method to 

acquire new information, a means to build and enhance knowledge and skills, a method to merge thought and 

action, and a crucial factor in children’s cognitive growth (Zhong, 2019).  

Also, Kolb's theory of experiential learning has impacted the comprehension of learning in immersive Virtual 

Reality Prior studies support Virtual Reality’s capacity to facilitate experiential learning. Virtual Reality 

experiences that provide immediate feedback and significant interactivity, like the ability to pick up and interact 

with objects discovered in a virtual setting, facilitate active experimentation (Kwon, 2018; Brocke et al., 2021). 

Lastly, the Bloom’s Taxonomy by Benjamin Bloom in 1956. In this theory it encourages more profound learning 

and analytical reasoning among students by offering a systematic framework for educational goals. By 

classifying cognitive abilities into levels of hierarchy, Bloom's Taxonomy assists teachers in creating lessons, 

activities, and evaluations that progress from simple memorization to higher-order thinking (Ajayi, 2024). 
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RESEARCH PARADIGM   

 

Figure 1. Research Paradigm 

The first box (input) contains the respondents' profiles and information related to the researcher's dependent and 

independent variables. Details of which are specified in the researchers’ statement of the problem. 

The second box contains the survey questionnaires that are all a part of the researchers' stated method for 

gathering data. To assess the effects of technology on junior high school students' social studies learning abilities, 

the researchers decided to split the questionnaire into two components. 

The third box (Output) displays the significant correlation between the effects of technology on junior high 

school students’ social studies learning abilities. 

The cycling arrows that connect the boxes (input-process-output) shows the process in the effects of 

technological-based strategies on the level of learning skills of junior high school students in social studies. 

STATEMENT OF THE PROBLEM 

This study aims to investigate the effects of technological-based strategies on the level of learning skills of  

Specifically, the study will answer the following questions: 

1. What is the perception of the respondents on the use of technological-based strategy in teaching junior high 

school students in terms of; 

http://www.rsisinternational.org/


INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (IJRISS) 

ISSN No. 2454-6186 | DOI: 10.47772/IJRISS | Volume X Issue V May 2026 

 

Page 4731 
www.rsisinternational.org 

 

   

 

1.1 game-based learning; 

1.2 immersive learning; 

1.3 active learning; and 

1.4 flipped learning? 

2. What is the level of learning skills of junior high school students in terms of; 

2.1 collaboration; 

2.2 critical thinking skills; 

2.3 communication; and 

2.4 creativity? 

3. Is there a significant relationship between the technological-based strategy and the learning skills of junior 

high school students? 

4. Based on the result of the study, what is the recommended technological-based strategies to increase the 

learning skills of junior high school students. 

SIGNIFICANCE OF THE STUDY 

This study is beneficial to the following: 

To the Students. This study highlights how the use of technology can foster a more dynamic and participatory 

learning environment, allowing them to collaborate with peers, develop critical thinking skills through 

interactive activities, and communicate ideas more effectively.  

To the Teachers. The study provides teachers with information about how various technology methods and 

instruments, including flipped classrooms, game-based learning, and immersive learning, might improve their 

teaching practices. These techniques may be used by teachers to improve the engagement, interest, and suitability 

of their classes for a variety of learners. 

To the Parents and Guardians. The study gives parents and guardians a better knowledge of how technology 

might improve the education of their children. Parents may better understand the importance of technology in 

their children's education by studying how digital strategies and instruments foster abilities like creativity, critical 

thinking, collaboration, and communication. 

To the School Administrators. The study emphasizes how technology may encourage student participation, 

critical thinking, creativity, and teamwork. With this knowledge, administrators can support a technologically 

advanced learning environment that supports a variety of learning styles and improves academic results by 

promoting the use of digital tools and resources. 

To the Future Researchers. The study can inspire future research on how various technological tools can be 

integrated into other subject areas, beyond Social Studies, to assess their impact on learning outcomes. 

Researchers can explore the broader implications of technology use across disciplines. 

HYPOTHESIS 

Based on the statement of the problems, the hypothesis is drawn. There is no significant correlation between 

technological-based strategies and the level of learning skills of the junior high school students. 
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SCOPE AND LIMITATIONS OF THE STUDY   

This study is mainly focused on the Effects of Technological-Based Strategies on the Level of Learning Skills 

of Junior High School Students at Selected Public Schools in Tanauan City, Batangas. The researchers will limit 

the study to 42 Social Studies Teachers ages 20-60 above years old. 

DEFINITION OF TERMS 

The following terms are defined operationally to facilitate easy understanding of the study: 

Active Learning. Active learning is an instructional approach that actively engages students in the learning 

process, encouraging them to take responsibility for their learning through activities and exercises.  

Collaboration Skill. Collaboration skill refers to the ability to work effectively and harmoniously with others 

to achieve common goals. These include problem-solving, cooperation, and communication skills that allow 

individuals to listen to others, share their ideas, and play to each other's strengths in a group environment. 

Communication. Communication is the process of exchanging information, ideas, thoughts, or feelings between 

individuals or groups. It can occur through various channels, including verbal, non-verbal, written, and digital 

forms. 

Content Knowledge (CK). Content Knowledge (CK) refers to the teachers’ understanding of the subject matter 

or discipline they are teaching. It encompasses the facts, concepts, theories, principles, and ideas that make up a 

particular area of knowledge, such as mathematics, science, history, language, or the arts. 

Creativity Skill. Creativity Skill refers to the capacity to come up with new ideas, solutions, or methods for 

issues. These abilities involve using creative thinking, creativeness, and unconventional thinking to opportunities 

or obstacles in a variety of disciplines.  

Critical Thinking Skill. Critical Thinking Skill refers to the ability to analyze, evaluate, and interpret 

information in a logical, objective, and systematic way. It involves questioning presumptions, taking into account 

other viewpoints, and coming at well-reasoned conclusions based on logic and facts rather than feelings or biases. 

Flipped Learning. Flipped Learning is an educational strategy where the traditional model of instruction is 

reversed. Instead of learning new content during class and doing homework afterward, students first learn new 

material on their own, often through videos, readings, or online resources. 

Game-Based Learning. Game-Based Learning is an educational strategy that incorporates game elements and 

principles to enhance learning experiences. It involves using games or game-like environments to engage 

students, motivate them to learn, and help them develop specific skills or knowledge. 

Immersive Learning. Immersive Learning is a teaching strategy that involves fully immersing students in a 

subject or experience in order to facilitate more effective learning. This can be achieved through various 

techniques such as simulations, virtual reality, and experiential activities. 

Information and Communication Technology (ICT). Information and Communication Technology (ICT) is 

a term that describes the many technological tools and resources used to create, store, transmit, share, and 

exchange information. 

Learning Skill. Learning Skill refer to the abilities and techniques that enable individuals to acquire, retain, and 

apply knowledge effectively. These skills are essential for processing information, solving problems, and 

adapting to new learning situations.  

Pedagogical Knowledge (PK). Pedagogical Knowledge (PK) refers to a teacher's understanding of the methods, 

strategies, and approaches used to facilitate learning and manage a classroom. It involves knowledge about how 
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to teach effectively, how to assess students, and how to create an environment that promotes student engagement, 

motivation, and development. 

Technological-Based Strategies. Technological-Based Strategies refers to the process of improving teaching, 

learning, and problem-solving via the use of technological tools, resources, and applications. In order to increase 

productivity, engagement, and results, these strategies use digital technology into several areas of education or 

business. 

Technological Knowledge (TK). Technological Knowledge (TK) refers to a teacher's understanding of 

technology tools, resources, and systems and how to effectively use them in the classroom. This knowledge 

includes familiarity with a wide range of digital tools, software applications, online resources, and educational 

technologies that can support teaching and enhance student learning. 

Technological Pedagogical Content Knowledge (TPACK). Technological Pedagogical Content Knowledge 

(TPACK) is a framework that defines the knowledge teachers need to integrate technology effectively into their 

teaching.  

Virtual Reality (VR). Virtual Reality (VR) is a computer-generated simulation or recreation of a three-

dimensional environment that can be interacted with using special electronic equipment, such as VR headsets, 

gloves, or controllers. 

REVIEW OF RELATED LITERATURE AND RELATED STUDY 

This chapter provides an overview of previous research on knowledge sharing and networks. It introduces the 

framework of the study that comprises the main focus of the research described in this thesis. 

Related Literature 

Foreign 

Digital game-based learning is an innovative approach that harnesses the power of computer and video games 

to enhance the educational experience for students. By integrating educational content and learning principles 

into interactive games, educators can create a dynamic and engaging 21st century classroom environment. This 

method allows students to learn in a way that is both fun and effective, promoting better retention of information 

and increasing overall engagement with the material. Digital game-based learning provides a unique opportunity 

for students to develop critical thinking skills, problem-solving abilities, and collaboration skills while also 

having fun and staying motivated to learn. With the advancements in technology, teachers can leverage this 

approach to create personalized learning experiences that cater to the individual needs and preferences of each 

student, ultimately leading to improved academic outcomes and a more inclusive and dynamic classroom 

environment. (Coffey, 2017).  

Game-based learning is an innovative educational approach that seamlessly blends theoretical content with 

interactive gameplay to engage and motivate students. By harnessing the power of games, educators can create 

immersive learning experiences that encourage exploration and critical thinking. This method not only facilitates 

the understanding of complex concepts but also enables students to achieve targeted learning outcomes in a fun 

and stimulating way. Through this dynamic approach, learners are able to delve into challenging learning 

environments, apply knowledge in practical scenarios, and develop essential skills such as problem-solving, 

collaboration, and decision-making. Ultimately, game-based learning provides a unique opportunity for students 

to experience dynamic and engaging educational experiences that foster curiosity, creativity, and a love for 

learning. (Chen et al., 2018).  

In their study, Hwang et al. (2016) emphasized the importance of incorporating fantasy, curiosity, challenge, 

and control into educational computer games to enhance student engagement and learning outcomes. Fantasy 

refers to the immersive scenarios and worlds created within the games, captivating students and sparking their 

imagination. These fantastical elements not only pique students' interest but also make learning more enjoyable 

http://www.rsisinternational.org/


INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (IJRISS) 

ISSN No. 2454-6186 | DOI: 10.47772/IJRISS | Volume X Issue V May 2026 

 

Page 4734 
www.rsisinternational.org 

 

   

 

and memorable. By transporting learners to new and exciting virtual environments, educational computer games 

can motivate students to actively participate and explore new concepts with enthusiasm. Ultimately, the 

integration of fantasy helps to maintain students' focus and increase their overall learning efficiency. 

Pho and Dinscore (2015) conducted a study on game-based learning and concluded that while it may not be 

inherently superior to traditional learning approaches in terms of educational potential, it does have a unique 

ability to significantly enhance student motivation and engagement with the subject matter. The interactive and 

immersive nature of games can captivate students' attention and make learning more enjoyable and memorable. 

By incorporating elements of competition, collaboration, and problem-solving, game-based learning has the 

potential to not only increase student interest in the material being taught, but also foster a more dynamic and 

interactive learning environment. Additionally, the instant feedback and rewards system in games can provide 

students with a sense of achievement and progress, motivating them to continue learning and improving. 

Ultimately, while game-based learning may not be a one-size-fits-all solution, it certainly offers a valuable tool 

for educators to enhance student learning experiences. 

A study conducted by Kucher (2021), have established that students are better able to retain knowledge learned 

through game-based approaches than that encountered through other learning approaches, but that this is 

dependent on the domain in question; interdisciplinary topics that require skills such as critical thinking, 

interpersonal communication, and debating are those that are associated with the greatest game-based learning 

advantage. 

Virtual Reality (VR) is often understood not as a singular concept but as part of a broader continuum, which is 

increasingly referred to as Extended Reality (XR). This continuum encompasses a range of immersive 

technologies that combine elements of both the real and virtual worlds. On one end, Virtual Reality represents a 

fully immersive, computer-generated environment where users are completely removed from their physical 

surroundings. In the middle, technologies like Augmented Reality (AR) overlay digital content onto the real 

world, allowing users to interact with both real and virtual elements simultaneously. Mixed Reality (MR) extends 

this idea further, enabling virtual objects to interact with and respond to the real-world environment in real-time. 

On the opposite end of the spectrum, there are technologies that capture or enhance real environments, such as 

360-degree video or simulations of physical spaces. The term "Extended Reality" (XR) serves to unify all these 

experiences, emphasizing that Virtual Reality exists within a larger and evolving landscape of immersive 

technologies, where the boundaries between the real and the virtual are increasingly fluid and interconnected 

(Scavarelli et al. 2021).  

In their study conducted in 2024, Alazmi and Alemtairy explored the effectiveness of virtual reality (VR) 

technology in enhancing the learning outcomes of middle-school students in the field of social studies. By 

comparing the academic achievements of students who received VR-based instruction to those who were taught 

through traditional methods, the researchers uncovered significant improvements in the former group. This 

innovative approach not only engaged students in immersive and interactive learning experiences but also 

facilitated a deeper understanding and retention of historical events, cultural concepts, and geographical 

knowledge. The findings of this study highlight the promising potential of VR technology in revolutionizing the 

education system and promoting academic excellence among students of all ages.  

In their comprehensive study published in 2024, Dau et al. delved into the transformative potential of Virtual 

Reality (VR) in educational settings. Through a rigorous systematic review, the researchers underscored how 

VR technologies can facilitate the creation of immersive shared virtual spaces that enable students to collaborate 

on shared tasks and objectives. Within these virtual environments, students are able to engage in meaningful 

interactions, fostering a sense of community and enhancing their collective problem-solving skills. By leveraging 

the capabilities of VR, educators can provide students with unique opportunities to cultivate social and cognitive 

skills in a collaborative and engaging manner, ultimately enriching their learning experiences.  

Despite its benefits, implementing immersive learning in social studies presents challenges. Hamilton et al. (2020) 

highlighted that while Virtual Reality provides users with high-fidelity graphics and immersive content that can 

enhance engagement and understanding, there are concerns regarding the lack of research on its efficacy in 

improving learning outcomes. Furthermore, there is a need to develop effective pedagogical frameworks that 
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can fully leverage the potential of Virtual Reality in social studies education. Without such frameworks, 

educators may struggle to integrate this technology into their curriculum in a meaningful way, potentially 

limiting its impact on student learning. Therefore, a more thorough investigation into the intersection of 

immersive learning and social studies education is necessary to address these challenges and unlock the full 

potential of this innovative approach.  

According to Gargano and Throop (2017), swift advancements in technology and innovation make the 

possibilities for authentic learning experiences endless, and therefore should be developed further. In other words, 

the technology used in our daily lives has the potential to recognize and fix some of the education sector’s biggest 

obstacles.  The use of ICT in education enables students to learn independently, develop problem-solving skills 

and allows educators to enhance the conventional face-to-face learning experience. 

The integration of Information and Communication Technology (ICT) in the educational curriculum, particularly 

in subjects like geography, history, and other social sciences, has significantly enhanced the learning experience 

for students. Through the use of digital tools and resources, students are able to engage in self-regulated learning, 

where they have the autonomy to explore topics at their own pace and depth. This individualized approach to 

learning allows students to focus on areas they find most challenging or interesting, leading to a more meaningful 

understanding of the subject matter. Additionally, ICT has facilitated collaboration among students, enabling 

them to work together on projects, share ideas, and learn from each other's perspectives. This not only enhances 

their social and communication skills but also fosters a sense of community within the classroom. Furthermore, 

the use of technology has also strengthened the relationship between teachers and students, as educators can 

provide personalized feedback, guidance, and support through online platforms and communication channels 

(Miralles-Martínez et al., 2019).  

Amin (2019) emphasizes the crucial role that technology plays in transforming the landscape of language 

teaching and learning. With the proliferation of digital tools such as computers, phones, tablets, and laptops, 

educators are provided with a plethora of resources to enhance ESL education. These devices can be effectively 

utilized to create engaging and interactive lessons that cater to the diverse learning styles of students. 

Additionally, online platforms like Kahoot, Google Classroom, and YouTube Edu have become instrumental in 

supplementing traditional classroom instruction and providing students with access to a wealth of educational 

content. With the integration of technology into language education, teachers are able to facilitate more 

personalized and adaptive learning experiences for their students, ultimately fostering greater language 

proficiency and fluency.  

More specifically, technology engages students behaviorally (more effort and time spent participating in learning 

activities); emotionally (positively impacting attitudes and interests towards learning); and cognitively (mental 

investment to comprehend content). Whether technology is integrated during class time or after school hours, 

students are given more opportunities to interact with instructors, collaborate with peers and engage themselves 

in the learning process. Specific technology examples that have been shown to enhance student engagement 

include web-conferencing software, blogs, wikis, social networking sites and digital games (Schindler et al., 

2017). 

The flipped classroom approach is defined as ‘everything that was traditionally done in the classroom is now 

done outside the classroom and vice versa’ (Asiksoy and Özdamli, 2016). However, simply changing the order 

of teaching and learning activities is not enough to describe this educational approach. Therefore, Bergman and 

Sams tried to define the flipped classroom approach systematically (O’Flaherty et al., 2015). As they defined, 

the flipped classroom approach is a technology-supported educational approach that consists of two components: 

(1) Individual and direct computer-centered education outside the classroom through video lectures and (2) 

Group interactive activities inside the classroom (Mellati et al., 2015a; Mangaroska and Giannakos, 2019). 

Specifically, this definition emphasizes the need to use educational video in learning outside the classroom. 

In their 2015 study, Al-Fadhli and Al-Harbi delved into the intricate relationship between collaborative learning 

strategies, digital tools, and the development of students' collaboration skills. Through the utilization of cutting-

edge collaborative platforms and popular social media platforms, the researchers aimed to unravel how these 

innovative approaches could not only create a conducive environment for joint learning but also enhance the 
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cultivation of essential teamwork abilities among students. The study meticulously examined how the integration 

of collaborative learning strategies and digital tools transformed the traditional classroom dynamic, allowing 

students to engage in collaborative tasks seamlessly and effectively. By leveraging the power of technology, 

students were able to engage in real-time collaboration, irrespective of physical distance, fostering a sense of 

connectivity and shared purpose among learners. Additionally, the utilization of collaborative platforms enabled 

students to access a wealth of resources, participate in interactive discussions, and receive timely feedback from 

peers and instructors, thereby enhancing their overall learning experience.  

Garrison and Akyol (2015) delve deeply into the intricacies of the Community of Inquiry (CoI) framework, 

which is a theoretical model used to understand and improve the quality of online and blended learning 

experiences. Through their research, they highlight the crucial role that technology plays in fostering 

collaboration skills among learners in these settings. They emphasize how technology serves as a powerful tool 

for facilitating meaningful interactions and engagement in educational contexts, ultimately enhancing the overall 

learning experience for students. 

Kim & Seo, (2017) explored the impact of technology-mediated collaborative learning tools, such as Google 

Docs and online discussion platforms, on enhancing students' collaborative skills and academic performance. 

By delving into the effects of these innovative educational resources, the researchers aimed to uncover the extent 

to which these digital platforms contributed to fostering a more engaging and interactive learning environment.  

In their 2020 study, Martínez and Martín seek into the impact of virtual learning environments and technology-

mediated collaboration on the development of teamwork and collaboration skills within virtual teams. Their 

research shed light on how utilizing these tools can effectively enhance the overall dynamics and effectiveness 

of virtual teams by facilitating communication, cooperation, and coordination among team members. By 

exploring the role of virtual learning environments in this context, the study underscored the critical link between 

technology-supported collaboration and the success of virtual teamwork endeavors.  

In his study conducted in 2015, Hsu delves deeply into the various avenues through which technology can serve 

as a cornerstone in the development and refinement of critical thinking prowess and problem-solving aptitude. 

By embarking on a comprehensive examination of this subject matter, Hsu eloquently emphasizes the profound 

importance of embracing a wide spectrum of educational resources, such as immersive simulations, dynamic 

online dialogues, and interactive multimedia materials, with the overarching goal of nurturing and honing these 

fundamental cognitive competencies among students.  

In their comprehensive review published in 2023, Lee and Chen seek into a wide range of studies spanning the 

years 2015 to 2023. These studies focus on evaluating the impact of educational technology interventions on the 

development of critical thinking skills in educational settings. This encompasses diverse contexts, encompassing 

both K-12 education and higher education systems. Lee and Chen's review aims to provide a thorough 

examination of how these interventions have contributed to the enhancement of critical thinking abilities among 

students across various educational levels.  

In his 2021 study, Gee, J. P., delves deep into the multifaceted ways in which game-based learning technologies, 

encompassing simulations, puzzles, and strategy games, play a pivotal role in fostering the development of 

critical thinking skills among learners across various educational settings and age groups. Through the interactive 

and immersive nature of these virtual tools, students are provided with a dynamic platform that ignites their 

problem-solving abilities, hones their decision-making prowess, and refines their analytical thinking faculties. 

By offering learners the opportunity to navigate complex scenarios and engage with real-world challenges in a 

risk-free environment, game-based learning not only enhances cognitive skills but also nurtures creativity, 

adaptability, and collaborative spirit, setting a solid foundation for lifelong learning and success in an 

increasingly digital-driven world.  

Larrabee (2019) seeks into the significance of technology in fostering critical thinking abilities across both K-

12 and higher education settings. He elaborates on the various ways in which educational software, interactive 

simulations, and digital problem-solving tools can be effectively incorporated into classroom instruction to 

enhance students' cognitive skills and analytical reasoning capabilities. By exploring the intersection of 
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technology and education, Larrabee sheds light on how these innovative tools not only engage learners but also 

provide them with hands-on experiences that facilitate deeper learning and understanding.  

In their thorough investigation, Mikropoulos and Natsis (2018) meticulously delved into a multitude of scholarly 

works to shed light on the transformative potential of virtual reality (VR) technology in nurturing the vital skill 

of critical thinking among students. Through their extensive review, the researchers articulated how VR stands 

as a promising educational tool capable of revolutionizing learning experiences by providing students with fully 

immersive and interactive environments. By simulating scenarios where learners are actively engaged in hands-

on activities, VR serves as a catalyst for stimulating critical thinking faculties.   

In their recent study published in 2021, Lee, K., and Lee, J. seek into the intricate role played by modern digital 

communication technologies in enhancing the oral and written communication skills of English as a Second 

Language (ESL) students. The focal point of their research rested on exploring how tools such as video 

conferencing platforms and chat applications bring about a transformative influence on English as a Second 

Language learners, empowering them to effectively articulate their thoughts and ideas, thereby enhancing their 

overall language proficiency. Lee and Lee's study meticulously examined how these digital tools not only bridge 

the gaps in communication faced by English as a Second Language students but also facilitate substantial 

improvement in their abilities to express themselves with confidence and clarity.  

McKeown, J., & Van Lier, L. (2020) seek into the multifaceted realm of e-learning platforms such as Moodle 

and Blackboard, illustrating the pivotal role these platforms play in providing students with diverse opportunities 

to not only refine but also amplify their communication proficiencies. These platforms are instrumental in 

fostering a dynamic learning environment where students engage in a spectrum of activities, including 

participatory online lectures, interactive peer discussions, and collaborative assignments.  

Rahimi, M., & A. M. Bakar, K. (2018) conducted a thorough evaluation to explore the effectiveness of utilizing 

various online collaboration tools such as Google Docs, Slack, and Zoom in enhancing students' proficiency in 

both written and verbal communication skills as they progress over time within educational settings. Their 

findings shed light on the positive impact these digital platforms have on students' ability to effectively express 

their thoughts, ideas, and opinions in a coherent manner through written assignments and verbal presentations.  

Liu and Chen (2017) seek into the exploration of how a range of digital tools, including online discussion forums, 

video blogs, and multimedia presentations, can play a significant role in improving the communication abilities 

of university students. By scrutinizing the impact of these tools on communication skills enhancement, the 

researchers highlight the crucial connection between technological resources and educational outcomes in the 

university setting.  

Kayworth, T. R., and Leidner, D. E. (2015) seek into the intricate mechanisms through which various 

communication technologies, such as video conferencing and instant messaging, play a pivotal role in enhancing 

communication proficiency within virtual teams. Their comprehensive analysis sheds light on the profound 

impact these technologies have in bridging geographical barriers and fostering collaboration in the increasingly 

interconnected globalized work environments. 

In his 2021 publication, Gee, J. P. seeks into the transformative potential of game-based learning environments 

as powerful tools for fostering creative thinking among students. Through the incorporation of problem-solving 

challenges, simulations that demand critical thinking, and platforms that allow for unique creative expression, 

Gee highlights how Game Based Learning  can serve as a dynamic catalyst in shaping students' cognitive skills 

and nurturing their innovation capacities.  

In the study conducted by Tan and Newell (2020), the exploration of technology's incorporation into arts 

education aimed to seek into how it influences the development of students' creative expression and problem-

solving skills. By focusing on the utilization of digital art tools and interactive platforms, the research shed light 

on the intricate relationship between technology and the enhancement of students' artistic capabilities.  
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Sawyer, R. K. seeks into the transformative potential of educational technology platforms like virtual reality 

(VR) and digital games to not only facilitate but also amplify students' creativity through the cultivation of 

collaborative skills and innovative thought processes. By immersing students in these interactive environments, 

these cutting-edge tools provide dynamic opportunities for learners to engage with content in a way that 

encourages exploration, experimentation, and problem-solving.  

In their 2019 study, Hämäläinen and Vähäsantanen seek into the realm of educational innovation, specifically 

focusing on the deployment of digital tools to nurture and cultivate the creative problem-solving capabilities of 

students. The research explores the impact of online collaboration tools and various digital resources on fostering 

creativity within educational environments, shedding light on how these technologies can serve as catalysts for 

unleashing students' imaginative potential and enhancing their ability to think innovatively.  

In their 2017 publication, "The Progress of Creativity in the Modern Workplace," Amabile and Pratt seek into 

the intricate ways in which technology has significantly transformed the environment where creativity thrives 

within organizations. By examining the impact of digital tools and various platforms, their research sheds light 

on how these technological advancements have revolutionized the landscape of innovation and problem-solving 

practices in today's business world.  

Local 

In the research conducted by Abenes and colleagues in 2020, they delved into the evaluation of how digital 

Game Based Learning influences students' understanding of Physics. Through their meticulous analysis, the 

researchers determined that the incorporation of Game Based Learning into educational settings yielded 

promising results. The study highlighted the potential of Game Based Learning as an effective educational 

approach that can be implemented in a structured manner.  

In their research conducted in 2022, Tinambunan and colleagues delved into the impact of Game-Based Learning 

(GBL) on enhancing students' levels of motivation and academic achievements specifically in a Science 9 class 

at Valencia National High School. Employing a quasi-experimental methodology, their study revealed 

noteworthy results indicating that the incorporation of Game-Based Learning (GBL) tools such as Kahoot and 

Ed puzzle within the context of the 7E learning cycle significantly contributed to improvements in both student 

motivation and academic performance. 

In the study conducted by Derasin et al. (2023), the researchers delved into a thorough investigation to compare 

the effects of implementing digital gamification with conventional educational techniques on the academic 

achievement of students in mathematics. Their extensive quasi-experimental research, which took place at 

Bantayan National High School, shed light on the notable difference in performance outcomes between students 

exposed to gamified learning and those engaged in traditional learning methods. The findings unveiled a 

compelling trend indicating that the integration of gamification strategies in the academic curriculum could 

remarkably boost students' mathematical skills and understanding, surpassing the outcomes attained through 

conventional instructional practices. 

The University of the Philippines Open University (UPOU) has been at the forefront of integrating immersive 

technologies into education. In 2020, it hosted the third session of its Edu-Hack podcast series titled "Pedagogical 

Potentials of Immersive Technologies," featuring experts who discussed the applications of immersive 

technologies in education. Furthering its commitment, UPOU's OpenTalk 27 in 2022 focused on "Developing 

Immersive Learning Programs for Higher Education through Augmented Reality (AR), Virtual Reality (VR), 

and beyond." This session highlighted the benefits, limitations, and potential applications of these technologies 

in teaching and learning.  

The exposure to a flipped classroom resulted in a more significant improvement in understanding of concepts in 

a biology class as observed by Malto, Dalida, and Lagunzad (2018). This enlightening study further emphasized 

that the students' engagement with this adaptive teaching approach elicited a remarkable shift in their overall 

perception and receptivity towards learning, fostering a more positive attitude towards academic 

challenges.Through this comprehensive exploration, the research underscored the far-reaching potential of the 
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flipped classroom model as a multifaceted tool for nurturing holistic learning experiences and elevating student 

performance across various disciplines. 

The flipped classroom model, where students engage with learning materials outside class (via online videos or 

digital resources) and use class time for active, collaborative learning, has shown promise. A study in the 

Philippines found that this model can be particularly effective in enhancing the understanding of complex 

subjects like science. This is particularly true when teachers use digital resources, such as educational videos or 

interactive platforms, and foster student collaboration through tools like peer instruction and online forums 

(DepEd Tambayan). 

Santos, M. J., & Gomez, A. B. (2015) conducted a detailed investigation to explore the impact of technology 

tools like learning management systems (LMS) and collaboration platforms on the development and 

improvement of students' collaborative learning skills within the educational context of Philippine public schools. 

Their study seek into the ways in which these tools play a crucial role in facilitating communication, interaction, 

and cooperation among students, ultimately leading to enriched collaborative learning experiences.  

Lopez & Medina (2017) delve deeply into an in-depth exploration aimed at uncovering and analyzing the 

multifaceted ways in which technology-based collaborative learning platforms serve as a central mechanism in 

not only facilitating but also nurturing the development and augmentation of collaborative skills among 

educators actively engaged in various professional development initiatives within the education landscape of the 

Philippines. By offering a nuanced perspective on the intricate interplay between technology and collaborative 

learning, the authors shed light on the pivotal role played by these platforms in fostering a conducive 

environment for teachers to cultivate and refine their collaborative competencies through participation in 

structured educational programs.  

By embracing technology as a tool for collaboration, teachers are able to cultivate essential skills that are vital 

for their professional growth and success. Moreover, the study provides valuable insights into how the adoption 

of such platforms can help bridge geographical barriers, connect educators from diverse backgrounds, and create 

a supportive community of practice. Overall, Lopez and Medina's (2017) research underscore the significance 

of technology in empowering teachers to collaborate effectively and equipping them with the necessary skills to 

thrive in an ever-evolving educational landscape in the Philippines. 

In their work published in 2020, Cruz and Tan seek into the practices of K-12 educators in the Philippines as 

they leverage various collaborative technologies, including shared digital documents and video conferencing 

tools, to enrich their collaborative teaching efforts. The study explores how these tools are utilized by teachers 

to foster closer collaboration among themselves and with their students, ultimately enhancing the overall 

teaching and learning experience. 

Reyes, T. P., & Garcia, M. L. (2021) explore the utilization of social media platforms such as Facebook and 

Twitter within Philippine educational institutions to enhance collaborative learning experiences, facilitate 

effective communication channels, and foster the sharing of innovative ideas among students. The study sheds 

light on how these platforms are being leveraged as powerful tools to encourage interactive engagement, enable 

seamless networking opportunities, and promote a dynamic learning environment where students can actively 

participate, exchange thoughts, and collaborate on various academic endeavors. 

In their 2023 study, Aquino and Tan seek into the ways organizations in the Philippines leverage collaborative 

technologies, such as project management tools and shared platforms, to enhance teamwork dynamics and boost 

the overall efficiency of project-based assignments. Their insightful research sheds light on how these digital 

tools not only streamline communication processes but also facilitate better coordination among team members, 

leading to more successful project outcomes.  

In their comprehensive study carried out in 2015, De La Cruz and Santos delve deeply into the multifaceted 

strategies surrounding the integration of various technology tools. These tools, which span from interactive 

online simulations to specialized educational apps and a wide array of digital resources, are meticulously selected 

and strategically deployed to cultivate and amplify the development of critical thinking abilities among 
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university students in the specific setting of the Philippines. Through their in-depth analysis, De La Cruz and 

Santos meticulously examine how each of these technological resources is thoughtfully designed and utilized to 

not only facilitate learning but also to foster and enhance the students' capacity for critical analysis and problem-

solving.   

In their study published in 2016, Reyes and Tan investigate the optimal usage of various digital tools, including 

interactive software and online collaboration platforms, in the educational setting of Philippine classrooms. Their 

primary objective is to shed light on the transformative potential of these technological resources in enhancing 

students' critical thinking abilities and problem-solving competencies. By exploring the integration of these tools 

within the educational framework, the authors aim to highlight the significant impact they can have on fostering 

a more engaging and dynamic learning environment.  

In their 2017 study, Hernandez, V. T., and Medina, A. R., explored the impact of utilizing learning management 

systems (LMS) such as Moodle and Google Classroom to enhance students' critical thinking abilities. 

Throughout their research, they extensively analyzed how these digital platforms offer students a broader range 

of resources and tools to foster deep contemplation and an enriched engagement in inquiry-based learning 

processes. By utilizing these advanced technologies, students are provided with unique opportunities to interact 

with educational content in a more immersive and interactive manner, thereby promoting a more profound level 

of understanding through self-driven exploration and intellectual curiosity.  

In their comprehensive study published in 2023, Aquino, J. P., & Cruz, M. A. explore the groundbreaking use 

of virtual reality (VR) within the realm of STEM education. Their study not only sheds light on the utilization 

of VR technology but also explores the myriad ways it can be skillfully integrated to enhance the critical thinking 

abilities of students across various educational settings. Through a series of comprehensive analyses and case 

studies, Aquino and Cruz provide a comprehensive overview of how VR can serve as a powerful tool to augment 

students' problem-solving skills and foster a deeper understanding. 

 Ramos, T. F., & Reyes, N. P. (2021) study into the intricate functionalities of game-based learning platforms, 

emphasizing the pivotal role played by popular tools like Kahoot! and Quizlet. Through their research, they 

highlighted how these platforms serve as more than just educational resources; rather, they serve as dynamic 

catalysts that ignite and nurture critical thinking abilities in students, encouraging active engagement and 

intellectual development. 

Dela Cruz, E. A., & Solis, M. T. (2017) conducted a comprehensive study focusing on the utilization and impact 

of online collaborative tools, such as Google Docs, Padlet, and Edmodo, within the educational context. Their 

study shed light on how these digital platforms contribute to enhancing collaborative learning experiences and 

facilitating communication among students and educators. Moreover, in their subsequent research published in 

2019, Flores and Rojas delved into the intricate landscape of technology's role in improving communication 

skills within distance learning settings. Through their study, they explored how the integration of technological 

tools can bridge gaps in virtual communication, fostering more efficient and engaging interactions in the realm 

of online education.   

In their 2020 study, Tan, S. M., and Villa, C. P. explored the implementation of e-portfolios within teacher 

education programs in order to enhance the written and verbal communication abilities of Filipino educators. 

The research placed a particular focus on how the utilization of e-portfolios could facilitate the development of 

reflective practices among teachers, encouraging them to continuously evaluate and improve their 

communication skills. Santos, M. A., & Velez, C. A. (2021) study into the exploration of the effectiveness of 

widely used video conferencing tools such as Zoom and Google Meet. Their research focuses on understanding 

the impact of these digital platforms on enhancing the communication skills of college students.  

In their 2023 study, Rodriguez, L. M., & Cruz, J. F. explore the impact of utilizing technology tools, including 

project management software, communication platforms, and instant messaging apps, on the enhancement of 

communication skills among Filipino professionals engaged in both internal and external business 

communications. Dela Cruz, N. A., & Villanueva, R. A. (2018) study deeply into the positive impact of diverse 

mobile applications, such as drawing apps, music composition tools, and video production apps, on fostering 
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and nurturing the creativity of Filipino students across a spectrum of educational environments. Their research 

sheds light on how these technological tools not only act as facilitators but also as catalysts for igniting innovative 

thinking and artistic expression among the students.  

In their comprehensive study conducted in 2023, Villanueva and Garcia delved into the strategies adopted by 

businesses operating in the Philippines to harness the power of technology in cultivating a culture of creativity 

and fostering innovative solutions. Dela Cruz and Villanueva (2018) delved into the impact of mobile 

applications on fostering creative expression and enhancing learning among Filipino students. They specifically 

examined the role of various mobile apps, including drawing and music composition apps, in facilitating the 

creative process and promoting meaningful educational experiences.  

In their insightful 2021 study titled "Enhancing creativity among college students in the Philippines," authors 

Ramos and Mendoza delve deeply into exploring the impact and effectiveness of incorporating various resources 

such as design software, digital media tools, and collaborative online platforms in enhancing the creative 

potential of Filipino college students. By conducting a comprehensive investigation, they aim to uncover the 

intricate ways in which these innovative tools and platforms can act as catalysts in fostering a conducive 

environment for creative expression and problem-solving among the student community.  

Related Studies 

Foreign 

Research conducted by Elaish et al. (2019) delved into the realm of mobile game application development, 

shedding light on its potential impact across different academic disciplines. The study identified digital gaming 

technology, particularly within the mobile game sector, as a promising avenue for fostering a greater interest in 

learning among individuals. This form of technology has demonstrated a remarkable ability to engage users 

through interactive and dynamic gameplay experiences.  

Furthermore, the integration of digital games into educational settings has garnered widespread acknowledgment 

for their ability to enhance learning experiences. Specifically, mobile games are at the forefront of this innovation 

as they seamlessly encompass the idea of learning through play, a methodology widely regarded as a potent tool 

for fostering deep and substantial learning outcomes (Su et al., 2015). These interactive games not only captivate 

students' attention but also offer a dynamic platform for them to actively engage with educational content in a 

fun and immersive manner.  

In the modern technological age, the traditional method of simply using chalk and talking to relay information 

may no longer be as impactful or efficient as it once was in the past. This shift is largely due to the continuous 

advancements in technology and the expanding reach of global connections that have revolutionized the way we 

learn and teach. As educational practices evolve and adapt to the changing landscape, there is a growing 

recognition of the need for teachers to embrace more flexible and creative approaches to engage students 

effectively. Research by Pazilah et al. (2019) supports this notion, emphasizing that in today's fast-paced world, 

education must be dynamic and adaptive to meet the diverse learning needs of students. This underscores the 

importance of incorporating innovative teaching strategies that cater to different learning styles and preferences, 

fostering a more inclusive and enriching educational experience.  

Integrating games in education allows the reaching of instructional goals in a more fun and creative way (Güven 

& Özerbaş, 2020). Moreover, the use of games in Social Studies instruction allows the integrating games in 

education allows the reaching of instructional goals in a more fun and creative way. The use of games in Social 

Studies instruction allows the students to learn by doing, develop a holistic perspective and understanding of 

concepts, and foster skills and value acquisition students to learn by doing, develop a holistic perspective and 

understanding of concepts, and foster skills and value acquisition. 

Kaplan-Rakowski and Lin (2022) meticulously examined a total of 32 meticulously selected peer-reviewed 

studies that spanned the academic years from 2015 to 2020. During their extensive review, they found 

compelling clues pointing towards the potential efficacy of virtual reality (VR) applications in language 
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acquisition. For instance, their analyses revealed that VR holds promise as a powerful tool for enhancing 

contextual vocabulary learning among language learners. Additionally, the duo noted that users generally 

expressed favorable attitudes towards language learning experiences facilitated by VR technologies.   

In the study conducted by Bessa (2021), it was discovered that virtual reality (VR) technology has the 

extraordinary capability to enable learners to immerse themselves in realistic scenarios, thus offering them the 

opportunity to engage actively in the learning process. By providing a platform to recreate authentic 

environments virtually, VR not only enhances learners' participation but also fosters a sense of presence that 

contributes to an optimal learning experience.   

Hein, Wienrich, and Latoschik (2021)  a comprehensive review exploring the pivotal role that immersive 

technology plays in the realm of foreign language learning. Through their thorough examination, they shed light 

on the profound impact Virtual Reality can exert on student behavior and attitudes, which in turn catalyzes a 

substantial enhancement in language acquisition processes. This observation underscores not only the potential 

efficacy but also the growing appeal of immersive technology in transforming and revolutionizing conventional 

language learning paradigms. 

In the insightful study conducted by Başar (2022), the focus was on examining into the seamless incorporation 

of cutting-edge immersive technologies like virtual reality (VR) and augmented reality (AR) within the domain 

of foreign language education. These innovative technologies pave the way for a whole new realm of interactive 

and stimulating learning opportunities, thereby fostering a dynamic educational landscape where students have 

the chance to actively engage and immerse themselves in language learning within simulated real-world 

scenarios.   

According to Chakraborty et al. (2020), selecting the appropriate media for online learning can significantly 

impact the overall learning outcomes and student engagement levels. Therefore, it is essential for learners to 

carefully consider the various media options available and their compatibility with the learning objectives. From 

videos and interactive simulations to virtual classrooms and online forums, the range of media formats can 

greatly influence the accessibility and effectiveness of the learning materials. By leveraging the right media tools, 

students can enhance their understanding of complex concepts, foster collaboration with peers, and receive 

timely feedback from instructors. 

Huang et al. (2023) proposed integrating video tutorials as a key component of a systems programming course 

implemented in a flipped classroom setting, with the aim of fostering greater engagement among students and 

encouraging a deeper level of interest and participation in the learning process. By strategically incorporating 

video-based instructional materials into the curriculum, the objective is to create a more dynamic and interactive 

learning environment that aligns with the diverse learning styles and preferences of students.   

Flipped learning, a methodology gaining recognition in higher education, is being increasingly embraced due to 

its potential to provide a cost-effective and student-centered approach that can effectively cater to the rising 

enrollments seen in academic institutions today. The study conducted by Zou et al. (2020) highlights the 

significance of implementing such a transformative teaching model in higher education settings. This innovative 

pedagogical method not only supports the sustainability of academic institutions in the face of expanding student 

populations but also emphasizes the importance of prioritizing student engagement and an interactive learning 

experience over the conventional lecture-based approach.  

Moreover, the implementation of a flipped classroom not only fosters student collaboration but also provides 

numerous opportunities for interactive teacher-student interactions throughout the learning process, as 

emphasized by Güler et al. (2023). This innovative approach to teaching and learning not only aids in the 

development of critical thinking abilities but also cultivates essential teamwork and problem-solving skills that 

are vital in real-world scenarios, as highlighted in the research by Sevillano-Monje et al. (2022). By flipping the 

traditional classroom model, students are encouraged to take a more active role in their education, promoting 

deeper engagement and understanding of academic concepts.  
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In their research study published in the year 2022, researchers Lai and Bower delve into a detailed examination 

on the beneficial integration of technological resources in educational environments. Their study focuses on how 

this integration can effectively enhance students' collaborative competence, paving the way for a more interactive 

and engaging learning experience. By exploring the potential of technology as a tool to foster collaboration 

among students, Lai and Bower shed light on innovative ways to cultivate skills crucial for success in today's 

interconnected world.   

Dabbagh and Kitsantas (2021) study into the multifaceted impact of technology on fostering collaborative 

learning environments. Specifically, they analyze how technologies such as social media and collaborative 

platforms can revolutionize communication dynamics and teamwork within educational settings.Their 

comprehensive analysis extends to the innovative utilization of platforms like social media and collaborative 

tools, showcasing how these technologies have the power to revolutionize traditional educational settings.   

Lee, D. L. and Park. M. Y. conducted a comprehensive examination into the effects of a multitude of technology 

tools, including widely used platforms like Google Docs and Wikis, on the intricate dynamics of teamwork and 

collaboration. Through their meticulous research, they discovered compelling evidence supporting the notion 

that these digital tools serve as catalysts in encouraging team members to engage actively and contribute 

meaningfully, ultimately leading to a significant boost in the overall efficiency of collaborative endeavors.  

Lee and Park (2022) study into the ways in which collaborative technologies, like shared project management 

tools and communication platforms, play a crucial role in boosting teamwork and fostering better collaboration 

skills within professional settings. Additionally, in their 2018 study, Manca and Ranieri delved into the 

educational realm to investigate the integration of social media platforms and various digital tools within 

classroom settings to enhance collaborative learning experiences.  

Dede, C., & Richards, J. (2020) study into the profound effects that the incorporation of digital tools such as 

wikis, collaborative writing platforms, and online forums can have on fostering collaborative skills among both 

students and educators. Through their insightful analysis, Dede and Richards provided valuable insights into the 

powerful collaboration that emerges when innovative digital tools are harnessed to promote collaboration, 

communication, and mutual learning experiences among students and educators alike. 

In their recent study in 2022, Hartley, R. E. and Olson, N. L. study into the intricate correlation between the 

development of critical thinking skills and the incorporation of artificial intelligence (AI) technologies within 

the realms of educational environments. Moore and Fisher study into the impact of technology-driven strategies 

within STEM education. They specifically focus on the role of simulations and interactive learning tools in 

fostering critical thinking skills among students.  Morgan and Ríos (2019) study into the intricate relationship 

between the utilization of technology and the advancement of critical thinking abilities. With a specific emphasis 

placed on the influence and effectiveness of digital tools within educational environments, their research sheds 

light on how students' interaction with technology shapes their cognitive abilities.  

In their 2016 research, Bates and McMahon explored the impact of technology on the development of critical 

thinking skills within various educational environments. By focusing on interactive simulations and problem-

based learning tools, they demonstrated how these technological resources play a pivotal role in stimulating 

critical thinking among learners across diverse educational settings. Through their investigation, Bates and 

McMahon emphasized the significant role that technology can play in enhancing educational practices, 

particularly in promoting critical thinking skills among a wide range of students.   

In their 2020 study, Vongkulluksn and Daniel focus on examining the impact of incorporating technology within 

university-level curricula on the enhancement of critical thinking and problem-solving abilities among students. 

This study into the intricate relationship between technological integration and the cultivation of essential 

cognitive skills, shedding light on how this intersection shapes students' academic growth and preparedness for 

real-world challenges.  

Resta and Laferrière's 2018 study provided valuable insights into the significant impact that modern online 

collaborative platforms, such as Google Classroom and Slack, have on bolstering communication skills and 
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cultivating a sense of teamwork among students in educational settings. By delving into the utilization of these 

digital tools, the study illuminates how they serve as pivotal mechanisms for enhancing students' ability to 

effectively interact and collaborate within educational contexts.  

Duan and Zhang (2021) focus on examining the significance of mobile technology in enhancing communication 

proficiency within the business realm, with a specific emphasis on the utilization of email and instant messaging 

platforms.Through their comprehensive analysis, Duan and Zhang (2021) highlight the transformative potential 

of integrating mobile technologies in contemporary business practices, illustrating how these advancements 

enable streamlined communication processes, improved information sharing, and enhanced connectivity on a 

global scale.  

Swan (2021) delves into the innovative ways digital technologies, such as online forums and video conferencing 

platforms, are harnessed to enhance the acquisition and refinement of communication skills within the unique 

environment of fully online educational settings. The study highlights the transformative potential of digital 

technologies in revolutionizing educational practices and shaping the future of communication skills 

development in digital learning environments. 

Gorib, M. A., & Al-Daihani, S. M. (what year?) study into the intricate ways in which AI-driven tools, including 

chatbots, virtual assistants, and language models, can influence the development of communication skills within 

the dynamic landscape of workplace environments. Their findings emphasize the importance of embracing these 

innovative technologies as valuable assets in fostering improved communication practices and fostering stronger 

professional relationships among individuals in diverse organizational contexts. 

In their 2015 study, Dumford and Miller study into the profound influence that online learning technologies have 

on communication skills, particularly emphasizing how these tools shape student engagement levels and the 

fostering of collaborative skills within virtual learning settings. This comprehensive investigation sheds light on 

the intricate dynamics at play in online learning platforms, shedding light on the powerful influence that 

technology wields on modern educational practices.  

Lin, J., & Wang, X. (2022) conduct an in-depth exploration into the impact of digital art creation tools on the 

development of creativity and the enhancement of artistic expression among students pursuing higher education. 

Through their research, they aim to shed light on the ways in which these innovative tools shape the creative 

process and empower students to express their artistic ideas more effectively. Furthermore, Kaufman, J. C., & 

Beghetto, R. A. (2019) study into a well-rounded exploration of the intricate ways in which technology impacts 

the cultivation of creativity within educational environments. This illuminating discussion not only highlights 

the various ways in which technology can spark creativity but also underlines the critical role it plays in nurturing 

innovative thinking among students.  

In their 2020 study, Kuo, Y. F., and Liao, P. Y. study into the exploration of how the infusion of creativity into 

STEM education is revolutionized through the utilization of cutting-edge technology tools, including simulations 

and 3D modeling. They investigate how this innovative approach not only bolsters students' problem-solving 

skills but also nurtures their creative thinking abilities.  

Buchanan and Hall (2021) study into the impact of digital technologies within the workplace, particularly 

focusing on how AI-driven design tools can revolutionize the creative process and improve problem-solving 

abilities among employees. Their study critically analyzed how these advanced digital tools have the capacity to 

revolutionize conventional creative processes and significantly enhance the problem-solving skills of employees. 

Their findings underscored the importance of embracing technological advancements in enhancing workplace 

dynamics and empowering employees to tackle complex challenges with a newfound level of sophistication. 

In their comprehensive discussion published in 2023, Gonsalves and McAuliffe delve into the profound impact 

of utilizing artificial intelligence (AI) tools within various creative sectors, such as music and visual arts. The 

authors provide insightful perspectives on how AI tools are serving as catalysts for pushing the boundaries of 

traditional artistic expressions, paving the way for novel approaches and breakthroughs in creativity.  
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Local  

A study by Liu et al. (2020) examined the use of Quizziz, a game-based formative assessment tool, in enhancing 

students' self-regulated learning. The research highlighted the benefits of incorporating game-based assessments 

to increase student engagement and provide immediate feedback. The research outcomes underscore the 

potential benefits of incorporating innovative assessment methods, such as game-based platforms, to 

revolutionize traditional educational practices and nurture a more participatory and stimulating learning culture 

for students.  

Garcia (2018) conducted a comparative analysis between computer-based and mobile-based game learning 

frameworks for preschoolers in the Philippines. The study found that both platforms effectively engaged young 

learners, with mobile-based games offering greater accessibility. This research serves as a valuable contribution 

to the pedagogical literature, offering insights that can guide educators and policymakers in leveraging 

technology to enhance learning experiences for preschoolers. 

A concept paper by Eslit (2023) discusses the integration of technology in English language teaching within the 

Philippine context. The study emphasizes the use of digital games to enhance student engagement and improve 

language proficiency. It also addresses challenges such as limited resources and the need for teacher training. 

Through its thorough exploration of these issues, the study paints a comprehensive picture of the opportunities 

and obstacles intertwined with the integration of technology in English language teaching, thereby offering 

insights that hold the promise of reshaping contemporary language education practices in the Philippine context 

towards a brighter, technology-enhanced future.  

A study by Valdez, Rivera, and Pabico (2015) examined the implementation of an ICT-AR-based immersive 

learning system in a Philippine higher education institution. The study found that students engaged with 

Augmented Reality systems had improved learning outcomes due to the interactive and immersive nature of the 

technology. This positive shift can be attributed to the captivating and interactive aspects of the technology, 

which immersed students in a dynamic educational environment.   

A broader perspective on technology use in Philippine education during the pandemic highlighted by UNESCO 

underscores the importance of immersive and interactive learning tools. The sudden shift to digital learning due 

to the pandemic accelerated the use of technologies such as Virtual Reality and Augmented Reality in classrooms, 

especially in institutions that were previously not as technologically advanced (UNESCO, 2023). 

A study by Ugali (2023) examined the correlation between technology integration in educational instruction and 

students' interest in learning Science 10. The research found that science teachers moderately integrated 

technology into their teaching, which corresponded with varying levels of student interest, ranging from 

moderate to high. The study concluded that the extent of technology integration is related to students' interest in 

learning, suggesting that effective use of technology can enhance student engagement. 

Albacete and Banhaw (2019) conducted a qualitative study examining the pedagogical practices of teacher 

educators in integrating technology into their teaching. Their research identified five key themes: technological 

tools utilized, reasons for technology integration, perceived advantages, pedagogical practices, and dilemmas 

encountered. The study emphasized the importance of selecting appropriate technological tools to enhance 

teaching effectiveness. Additionally, a study conducted in San Jose del Monte City compared the effectiveness 

of a flipped classroom environment with conventional classrooms for Grade 8 students. It found that the flipped 

classroom significantly improved academic achievement, especially among students who were previously 

average or below-average performers. The flipped approach allowed students to learn at their own pace and 

engage in more interactive, student-centered activities, contrasting with the traditional, teacher-centered methods 

(Cruz, 2018). 

In another study, a flipped classroom approach was implemented in a Grade 7 science class, focusing on topics 

like solutions, scientific investigation, and properties of substances. The students were provided with online 

learning materials, which they accessed offline due to limited internet availability, before coming to class for 

discussions and activities using peer instruction. The study found that students in the flipped classroom group 
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showed improved engagement and understanding compared to those in a traditional classroom setting (Centeno 

et al., 2021). 

In their comprehensive study conducted in 2023, Lopez, P. A., and Espiritu, C. M. delved into a thorough 

examination of the utilization of technology as a tool to improve collaborative skills within team-based learning 

settings across various higher education institutions located in the Philippines. Through their comprehensive 

investigation, the researchers provided valuable insights into the potential benefits and challenges associated 

with leveraging technology to enhance collaborative skills, offering a rich tapestry of recommendations and best 

practices for educators and institutions seeking to optimize team-based learning dynamics in the Philippine 

higher education landscape.  

Mendoza, D. M., & Garcia, R. S. (2022) conduct an in-depth inquiry into the impact of utilizing collaborative 

online tools on enhancing the quality of group work and fostering student collaboration. Through their 

comprehensive analysis, Mendoza and Garcia provided valuable insights into the potential benefits and 

challenges associated with implementing online collaborative tools in the classroom, offering recommendations 

for how educators can leverage technology to create a more dynamic and interactive learning environment that 

nurtures creativity, critical thinking, and collaboration skills among students. 

In their 2022 study, Santos, R. C., & Dela Cruz, examined the impact of digital platforms such as Google 

Classroom and Edmodo on promoting collaborative learning within the Filipino high school student population. 

This study aimed to provide a thorough analysis of the impact these platforms have had on student engagement, 

interaction, and overall academic performance. Through meticulous examination and data collection, the 

research findings shed light on the effectiveness of utilizing these innovative tools within the Filipino high school 

educational system, highlighting the various benefits and challenges associated with their implementation.   

Reyes and Lazo (2020) explored the effective utilization of digital tools, such as webinars, online communities, 

and various social media platforms, aimed at fostering stronger professional collaboration within the community 

of Filipino teachers. The research delved into the ways in which these innovative technologies could be 

harnessed to facilitate communication, resource-sharing, and idea exchange among educators, ultimately leading 

to a more enriched teaching environment 

Garcia, S. L., & Hernandez, L. A. (2017) conducted a thorough examination to delve into the profound impact 

of utilizing online learning platforms on enhancing collaboration skills among Filipino educators. Their study 

focused on how these platforms play a pivotal role in fostering a dynamic environment where educators can 

seamlessly share valuable resources and innovative teaching strategies.   

In their insightful study published in 2022, Dela Cruz, L. M., and Reyes, M. P. conducted a comprehensive 

exploration of the intricate relationship between digital literacy and critical thinking skills within the specific 

academic context of Filipino students. Through a detailed examination and rigorous investigation, the 

researchers probed deeply into how proficiency in digital literacy plays a pivotal role in fostering and enhancing 

the development of critical thinking skills among the student population in the Philippines. 

Garcia, E. P., & Cruz, A. F. (2019) conducted a comprehensive study to explore the multifaceted ways in which 

Filipino educators leverage technology to enhance the development of critical thinking skills among their 

students. Their research delved into the strategic implementation of various digital tools and platforms, such as 

debate platforms, online research tools, and interactive case studies, aiming to foster a more engaging and 

interactive learning environment.  

Delos Santos, M. L., & Cruz, C. T. (2019) conducted an investigation to discuss deeply the utilization and impact 

of e-learning tools within the intricate educational framework of various esteemed Philippine universities. 

Through meticulous research and thorough analysis, they explored how these modern digital tools have been 

integrated into the educational fabric of these institutions, shedding light on the strategies employed, challenges 

faced, and the overall effectiveness in enhancing the learning experience for students. 
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In their 2015 study, Alcaraz and Reyes discuss the multifaceted domain of educational technologies, honing in 

on the profound impact that digital tools and interactive platforms can have in nurturing the development of 

critical thinking skills within the context of Filipino higher education. By exploring the transformative potential 

inherent in these technologies, the researchers shed light on how such innovative tools can serve as catalysts for 

empowering college students in the Philippines to enhance their analytical reasoning, problem-solving abilities, 

and overall cognitive aptitude.   

Salazar, E. P., & Mendoza, F. J. (2016) explore the impact of various digital tools, including educational apps, 

online quizzes, and e-learning platforms, on the enhancement of critical thinking skills among high school 

students in the Philippines. The researchers delved into the effectiveness of these tools in fostering analytical 

thinking, problem-solving abilities, and decision-making skills within the specific context of the Filipino 

educational system.  

The study conducted by Gonzales, R. T., & Ramos, C. M. (2023) the intricate ways in which various digital 

platforms, such as email, social media, and collaboration tools, shape and impact the communication skills 

observed within the dynamic landscape of the Filipino corporate realm. This study highlights the imperative role 

digital platforms play in molding and reshaping the communication competencies essential for navigating the 

intricacies of the modern corporate realm in the Philippines.   

In their 2019 study, Valdez and Varela conducted research to investigate how the extensive use of mobile 

communication applications influences the development and practice of interpersonal communication skills 

among Filipino teenagers, aiming to comprehend the intricate dynamics of digital interactions within this specific 

demographic group. Through a thorough exploration of various mobile apps commonly utilized by Filipino 

youths for communication purposes, the researchers examine the behavioral patterns and social implications 

associated with these digital platforms, shedding light on the ways in which virtual interactions through 

technology impact face-to-face communication abilities and interpersonal relationships among the younger 

generation in the Philippines. 

Garcia, T. S., & Tan, R. M. (2015) conducted a comprehensive study that delved into the impact and 

effectiveness of various technology-based learning approaches, such as digital storytelling and multimedia 

presentations, on the enhancement of communication skills among Filipino students. The findings from their 

research not only highlighted the benefits of incorporating digital storytelling and multimedia resources into the 

curriculum but also emphasized the significance of utilizing these methods to create engaging and interactive 

learning experiences. 

De Guzman, P. R., & Reyes, L. P. (2018) conducted a comprehensive study examining the impact of various e-

learning platforms, notably Moodle, Zoom, and Skype, on the development of communication skills among 

Filipino university students in the digital realm. Through their meticulous examination and analysis, the 

researchers aimed to uncover the nuances and nuances of how these specific platforms contribute to the overall 

communication proficiency of Filipino students in the digital age.  

Tan and Cruz (2018) delve into the perceptions of Filipino students regarding the impact of technology-enabled 

learning environments on the enhancement of their communication skills. Particularly focusing on online forums, 

the study explores how students believe these digital platforms contribute to their overall communicative abilities, 

the research underscores the significance of these digital platforms as facilitators of meaningful interaction and 

collaborative learning experiences, providing a deeper insight into how technology intersects with 

communication practices among Filipino students.  

The research conducted by Delos Santos, M. C., & Tan, G. A. (2021) emphasizes the impact of mobile learning 

applications, specifically drawing apps and creative writing platforms, on fostering creativity among Filipino 

college students. The research underscores how these digital tools not only serve as educational aids but also 

play a significant role in nurturing innovative thinking and artistic expression among Filipino undergraduates. 

By exploring the impact of using such technology in an academic setting, the study reveals the positive 

correlation between mobile learning applications and the development of creative skills among college students 

in the context of the Philippines.   
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In their study conducted in 2010, Tan, M. G., and Solis, A. L. examined the impact of technology, specifically 

digital art tools and multimedia platforms, on promoting creativity within the arts education curriculum for 

Filipino students.The research undertaken by Tan, M. G., and Solis, A. L. aimed to explore the significant role 

that technology, including modern digital art tools and diverse multimedia platforms, plays in fostering creative 

expression and innovation among students in the context of arts education. By focusing on the impact of 

technology integration, particularly through digital art tools and multimedia platforms, Tan, M. G., and Solis, A. 

L. sought to offer valuable insights into the ways in which these technological advancements can contribute to 

the development and promotion of creativity within the arts education framework tailored for Filipino students.  

In their 2023 study, Bello and Reyes explore the significant impact of cutting-edge workplace technologies on 

the creative capabilities of Filipino professionals. The research explores into how design software, virtual 

brainstorming platforms, and digital marketing tools play a pivotal role in bolstering the artistic and innovative 

skills of individuals in various industries.The study's findings underscore the vital importance of leveraging such 

technologies as catalysts for nurturing and honing the creative capabilities of Filipino professionals, ultimately 

positioning them at the forefront of innovation and artistic excellence in the ever-evolving global workforce.  

Gonzales, J. P., & De Guzman, R. F. (2019) highlights the impact of technology-enhanced learning environments 

on nurturing creativity in Filipino high school students. The study specifically delves into the role of interactive 

simulations and digital learning apps in promoting innovative thinking and problem-solving skills among these 

students.  Furthermore, the authors underscore the significance of incorporating such cutting-edge technologies 

into educational settings to empower students to think critically, collaborate effectively, and adapt to the 

constantly evolving demands of the digital age. 

Synthesis 

Based on the data and information gathered from different literature and studies both local and foreign, the 

researcher found some similarities and differences from the previous researchers to the present study. 

Innovative learning approaches like game-based, immersive, active, and flipped learning utilize technology to 

enhance engagement, collaboration, and creativity. Game-based learning integrates educational content into 

video games, balancing theoretical and interactive elements to improve motivation and knowledge retention 

Coffey, H., 2017; Chen et al., 2018). Immersive learning through virtual reality enhances academic outcomes 

and collaboration but requires robust pedagogical frameworks (Alazmi & Alemtairy, 2024; Hamilton et al., 

2020). 

Active learning uses ICT to foster self-regulated and collaborative learning, while flipped learning reimagines 

traditional classrooms by prioritizing interactive group activities during class time (Schindler et al., 2017; Mellati 

et al., 2015a). Technology-mediated tools like Google Docs and video conferencing boost collaboration and 

teamwork (Kim, C., & Seo, Y., 2018), while simulations and multimedia resources enhance critical thinking. 

Digital platforms improve communication and language skills, especially in ESL contexts (Lee, K., & Lee, J., 

2021; Rahimi, M., & A. M. Bakar, K., 2018). Moreover, digital tools and VR encourage creativity by enabling 

problem-solving and innovative expression (Amabile, T. M., & Pratt, M. G., 2017). These methods demonstrate 

technology's potential to transform education and develop essential 21st-century skills. 

Game-based learning leverages mobile and digital games to create engaging and meaningful educational 

experiences. Studies highlight that mobile games foster enthusiasm for learning by embodying "learning by 

playing," an effective method for achieving instructional goals creatively and flexibly (Elaish et al., 2019; Su et 

al., 2015). This approach enables students to learn by doing, develop holistic perspectives, and acquire skills and 

values, particularly in subjects like Social Studies (Güven & Özerbaş, 2020). In the context of rapid globalization 

and technological advancements, integrating games into education is increasingly vital for fostering creativity 

and adapting to evolving educational needs (Pazilah et al., 2019). 

Technology-based tools like learning management systems, collaborative platforms, and social media are 

effective in fostering collaboration among students and educators (Santos & Gomez, 2015; Lopez & Medina, 
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2017). These tools facilitate communication, teamwork, and the exchange of ideas, enhancing both teaching and 

learning experiences. 

Digital resources, including learning management systems, virtual reality, and game-based platforms like Kahoot, 

play a crucial role in developing critical thinking among students (De La Cruz & Santos, 2015; Aquino & Cruz, 

2023). These tools encourage analytical problem-solving and interactive learning. 

Technological tools like Google Docs, Zoom, and e-portfolios have been instrumental in enhancing written and 

verbal communication skills among students and professionals (Dela Cruz & Solis, 2017; Santos & Velez, 2021). 

These platforms provide avenues for collaboration, feedback, and effective interaction. 

The integration of digital tools, including mobile applications, design software, and social media platforms, 

fosters creativity in educational and professional contexts. These tools enable innovative thinking and artistic 

expression, as evidenced by studies like those of Ramos & Mendoza (2021) and Dizon & Villanueva (2021). 

This study differentiates itself from other studies by focusing specifically on teachers as the respondents, rather 

than students. While most research in the field of educational technology tends to focus on the impact of 

technology on student learning outcomes, this study shifts attention to the teachers' perspectives and experiences 

with the integration of technology into their Social Studies classrooms. This teacher-centered approach provides 

valuable insights into how educators perceive the effectiveness of various technological strategies in enhancing 

students' learning skills, such as critical thinking, analytical reasoning, and collaboration. 

By gathering data from teachers, this study explores the challenges, motivations, and strategies that educators 

employ when incorporating technology into their teaching practices. Teachers play a pivotal role in selecting, 

adapting, and utilizing technological tools in the classroom, making their perceptions crucial to understanding 

the broader impact of technology on learning outcomes. Unlike studies that measure students’ performance or 

directly examine student engagement with technology, this research investigates the educators' views on how 

technology shapes the development of learning skills in Social Studies. This shift in focus provides a more 

comprehensive view of the educational ecosystem, recognizing that successful integration of technology depends 

not just on students' interaction with digital tools but also on teachers' competence, comfort, and pedagogical 

approaches in using those tools effectively. 

Moreover, this study sheds light on the barriers and challenges that teachers face in implementing technology in 

their classrooms, such as lack of training, limited access to resources, or resistance to change. Understanding 

these challenges is essential for designing effective professional development programs and providing the 

necessary support for teachers to feel confident in using technology to enhance student learning.  This research 

also contributes to discussions about teacher readiness and the impact of technology on pedagogy, which are 

crucial for the successful integration of digital tools in the classroom. Additionally, by focusing on teachers' 

reflections and strategies, this study highlights the importance of teacher agency in the use of technology. 

Educators have the power to shape how technology is used in their classrooms, which in turn influences the 

quality and effectiveness of learning experiences for students. This contrasts with other studies that might focus 

on student outcomes without considering the underlying role of the teacher in facilitating technology integration. 

In essence, this research study offers a teacher-driven perspective, providing a nuanced understanding of how 

technology-based strategies impact students’ learning skills from the point of view of those who are directly 

responsible for implementing these strategies. By exploring teachers’ insights, challenges, and strategies, your 

research adds depth to the literature on technology in education and provides valuable implications for teacher 

professional development, curriculum design, and policy-making. This focus on educators makes your study 

distinct, as it offers a more holistic view of the technological integration process and its potential for fostering 

essential skills in Social Studies. 

Based on the data and information gathered from different literature and studies both local and foreign, the 

researcher found some similarities and differences from the previous researchers to the present study. 

http://www.rsisinternational.org/


INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (IJRISS) 

ISSN No. 2454-6186 | DOI: 10.47772/IJRISS | Volume X Issue V May 2026 

 

Page 4750 
www.rsisinternational.org 

 

   

 

Innovative learning approaches like game-based, immersive, active, and flipped learning utilize technology to 

enhance engagement, collaboration, and creativity. Game-based learning integrates educational content into 

video games, balancing theoretical and interactive elements to improve motivation and knowledge retention 

Coffey, H., 2017; Chen et al., 2018). Immersive learning through VR enhances academic outcomes and 

collaboration but requires robust pedagogical frameworks (Alazmi & Alemtairy, 2024; Hamilton et al., 2020). 

Active learning uses ICT to foster self-regulated and collaborative learning, while flipped learning reimagines 

traditional classrooms by prioritizing interactive group activities during class time (Schindler et al., 2017; Mellati 

et al., 2015a). Technology-mediated tools like Google Docs and video conferencing boost collaboration and 

teamwork (Kim, C., & Seo, Y., 2018), while simulations and multimedia resources enhance critical thinking. 

Digital platforms improve communication and language skills, especially in ESL contexts (Lee, K., & Lee, J., 

2021; Rahimi, M., & A. M. Bakar, K., 2018). Moreover, digital tools and VR encourage creativity by enabling 

problem-solving and innovative expression (Amabile, T. M., & Pratt, M. G., 2017). These methods demonstrate 

technology's potential to transform education and develop essential 21st-century skills. 

Game-based learning leverages mobile and digital games to create engaging and meaningful educational 

experiences. Studies highlight that mobile games foster enthusiasm for learning by embodying "learning by 

playing," an effective method for achieving instructional goals creatively and flexibly (Elaish et al., 2019; Su et 

al., 2015). This approach enables students to learn by doing, develop holistic perspectives, and acquire skills and 

values, particularly in subjects like Social Studies (Güven & Özerbaş, 2020). In the context of rapid globalization 

and technological advancements, integrating games into education is increasingly vital for fostering creativity 

and adapting to evolving educational needs (Pazilah et al., 2019). 

Technology-based tools like learning management systems, collaborative platforms, and social media are 

effective in fostering collaboration among students and educators (Santos & Gomez, 2015; Lopez & Medina, 

2017). These tools facilitate communication, teamwork, and the exchange of ideas, enhancing both teaching and 

learning experiences. 

Digital resources, including learning management systems, VR, and game-based platforms like Kahoot, play a 

crucial role in developing critical thinking among students (De La Cruz & Santos, 2015; Aquino & Cruz, 2023). 

These tools encourage analytical problem-solving and interactive learning. 

Technological tools like Google Docs, Zoom, and e-portfolios have been instrumental in enhancing written and 

verbal communication skills among students and professionals (Dela Cruz & Solis, 2017; Santos & Velez, 2021). 

These platforms provide avenues for collaboration, feedback, and effective interaction. 

The integration of digital tools, including mobile applications, design software, and social media platforms, 

fosters creativity in educational and professional contexts. These tools enable innovative thinking and artistic 

expression, as evidenced by studies like those of Ramos & Mendoza (2021) and Dizon & Villanueva (2021). 

This study differentiates itself from other studies by focusing specifically on teachers as the respondents, rather 

than students. While most research in the field of educational technology tends to focus on the impact of 

technology on student learning outcomes, this study shifts attention to the teachers' perspectives and experiences 

with the integration of technology into their Social Studies classrooms. This teacher-centered approach provides 

valuable insights into how educators perceive the effectiveness of various technological strategies in enhancing 

students' learning skills, such as critical thinking, analytical reasoning, and collaboration. 

By gathering data from teachers, this study explores the challenges, motivations, and strategies that educators 

employ when incorporating technology into their teaching practices. Teachers play a pivotal role in selecting, 

adapting, and utilizing technological tools in the classroom, making their perceptions crucial to understanding 

the broader impact of technology on learning outcomes. Unlike studies that measure student performance or 

directly examine student engagement with technology, this research investigates the educators' views on how 

technology shapes the development of learning skills in Social Studies. This shift in focus provides a more 

comprehensive view of the educational ecosystem, recognizing that successful integration of technology depends 
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not just on students' interaction with digital tools but also on teachers' competence, comfort, and pedagogical 

approaches in using those tools effectively. 

Moreover, this study sheds light on the barriers and challenges that teachers face in implementing technology in 

their classrooms, such as lack of training, limited access to resources, or resistance to change. Understanding 

these challenges is essential for designing effective professional development programs and providing the 

necessary support for teachers to feel confident in using technology to enhance student learning.  This research 

also contributes to discussions about teacher readiness and the impact of technology on pedagogy, which are 

crucial for the successful integration of digital tools in the classroom. Additionally, by focusing on teachers' 

reflections and strategies, this study highlights the importance of teacher agency in the use of technology. 

Educators have the power to shape how technology is used in their classrooms, which in turn influences the 

quality and effectiveness of learning experiences for students. This contrasts with other studies that might focus 

on student outcomes without considering the underlying role of the teacher in facilitating technology integration. 

In essence, this research study offers a teacher-driven perspective, providing a nuanced understanding of how 

technology-based strategies impact students’ learning skills from the point of view of those who are directly 

responsible for implementing these strategies. By exploring teachers’ insights, challenges, and strategies, your 

research adds depth to the literature on technology in education and provides valuable implications for teacher 

professional development, curriculum design, and policy-making. This focus on educators makes your study 

distinct, as it offers a more holistic view of the technological integration process and its potential for fostering 

essential skills in Social Studies. 

RESEARCH METHODOLOGY AND PROCEDURES 

This chapter reveals the methods of research to be employed by the researcher in conducting the study which 

includes the research design, population of the study, research instrument and its development establishing its 

validity and reliability, data gathering procedures, and the appropriate statistical treatment of data. 

Research Design 

This study utilized a descriptive correlational research design to examine the relationship between technological-

based strategies and the level of learning skills of Junior High School Students in selected public secondary 

schools in Tanauan. The design aims to reveal any significant relationships between the variables, providing 

insights into how technological-based approaches impact students’ learning skills in social studies. Learning 

management systems (LMS), educational apps, and digital technologies give students the chance to practice 

digital literacy, critical thinking, and teamwork. Technology-integrated learning settings increase metacognitive 

awareness, encourage active learning, and increase content engagement (Hew, K. F., & Brush, T. 2020). 

This study tests hypothesis regarding the effects of technological-based strategies on the level of student’s 

learning skills, seeking to determine the extent to which these strategies contribute to a deeper comprehension 

of learning skills among Junior High School Students. 

Respondents Of The Study 

The respondents of the study are 42 Junior High School Social Studies teachers in Selected Public Secondary 

Schools in Tanauan. One   of   the   vital   processes to keep this study successful. All of these participants are 

selected   through   random   sampling.   This sampling method was conducted where each member of a 

population had the capability to become part of the sample. The respondents and school were chosen by the 

researchers because they were suitable and applicable to the study. 

OVER-ALL TOTAL TANAUAN PUBLIC SCHOOLS M F T 

Balele Integrated High School 1 2 3 

Tanauan School of Fisheries 0 7 7 
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Tinurik National High School 1 6 7 

Banjo Laurel National High School 0 2 2 

Bernardo Lirio National High School 1 10 11 

Tanauan City Integrated National High School 1 9 10 

Pantay National High School 0 2 2 

TOTAL: 4 38 42 

Locale Of The Study  

 

Figure 2. Map Showing the School Used in the Study 

This study was conducted in Selected Public Secondary Schools located in the Municipality of Tanauan City. 

Sampling Technique 

The population of Junior High School Social Studies teachers in Selected Public Secondary Schools are used as 

respondents. The aim of the study is to determine the Effects of Technological-Based Strategies on the Level of 

Learning Skills of Junior High School Students in Social Studies.  

In selecting the respondents, probability sampling was applied, utilizing a systematic random sampling technique 

based on Cochran's formula. It is used in surveys to identify the right number of participants/samples. This 

method is commonly used in surveys to identify the appropriate number of participants or samples, which was 

determined by the total population size available (Bak-Zabala, 2023). The researchers apply the sampling 

procedure so that each member of the population has an equal chance of being chosen. 

Research Instrument 

The survey questionnaire and checklist were used as the main data-gathering instruments. The instrument to be 

prepared focused on answering the statement of the problem of the effects of technological-based strategies on 

the level of learning skills of junior high school students in social studies. The questionnaire consisted of eighty 

(80) questions and was distributed to the respondents. 

Part one (1) contained a checklist of demographic information, including age, sex, educational attainment, and 

years of service. Part two (2) assessed the effectiveness of technological-based strategies on the level of learning 

skills of junior high school students. The data-gathering instrument was structured as a scale ranging from 1 to 

4, where (1) indicates strongly disagree, (2) indicates disagree, (3) indicates agree, and (4) indicates strongly 

http://www.rsisinternational.org/


INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (IJRISS) 

ISSN No. 2454-6186 | DOI: 10.47772/IJRISS | Volume X Issue V May 2026 

 

Page 4753 
www.rsisinternational.org 

 

   

 

agree. Part three (3) included a checklist regarding the level of learning skills among students as observed by the 

respondents. This scale and structure helped the researchers analyze the results of the data-gathering process 

effectively. 

Validity Of The Questionnaire 

The researchers created an updated draft of the questionnaire, which was sent to the adviser for feedback. The 

draft was examined based on its objectives, organization, and content. It was anticipated that some items would 

be revised to ensure the final version of the instrument met the study's objectives. 

Three experts were consulted to validate the questions. The final revised version of the questionnaire was 

designed to capture the respondents' ideas effectively through the survey. The purpose of the study was to 

determine the effect of technological-based strategies on the level of learning skills of junior high school students. 

After establishing the validity and reliability of the research instrument and obtaining approval of the thesis 

proposal from the pre-dissertation participants, the researchers sent letters to school principals requesting their 

assistance in forwarding the research questionnaires to junior high school Social Studies teachers. 

Respondents were given adequate time to complete the questionnaire, which was collected personally by the 

researchers. The researchers then carefully tallied and organized the responses for accurate data analysis. 

Reliability Test 

The reliability of the research instrument was established to ensure consistency and accuracy in measuring the 

intended variables. Reliability testing was conducted to assess the internal consistency of the survey 

questionnaire, which is critical for verifying the dependability of the data collected. This process involved 

calculating Cronbach's Alpha for each subscale to determine their level of reliability. 

Subscales No. of Items Cronbach's Alpha Internal Consistency 

Technological-Based Strategy    

Game-Based Learning 10 .934 Excellent 

Immersive Learning 10 .934 Excellent 

Active Learning 10 .937 Excellent 

Flipped Learning 10 .944 Excellent 

Learning Skills    

Collaboration 10 .928 Excellent 

Critical Thinking Skills 10 .941 Excellent 

Communication 10 .942 Excellent 

Creativity 10 .966 Excellent 

Table 1. Level of Internal Consistency of the Survey Questionnaire 

Statistical Treatment Of Data 

For meaningful interpretation of the data, the following statistical treatments were applied: 
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1. Mean: This was applied to determine the responses of the teachers. 

2. Standard Deviation: This was used to calculate the dispersion of all teacher responses in the indicators 

provided for each variable from the mean. 

3. Pearson’s Correlation Coefficient: This was used to assess the strength and direction of the relationship 

between the effects of technological-based strategies and the learning skills of junior high school students. 

PRESENTATION, ANALYSIS, AND INTERPRETATION OF DATA 

This chapter presents the findings of the study in graphical and tabular forms with their respective interpretation. 

Part I. The Perception of the Respondents on the Use of Technological-based Strategy in Teaching Junior 

High School Students 

Table 2. 1.1 Perception of the Respondents on the Use of Technological-based Strategy in terms of Game – 

Based Learning 

Indicators Mean SD Interpretation 

As a teacher    

1. Game-based learning engages my students effectively. 3.57 0.50 Strongly Agree 

2. Using Scrabble can enhance my students vocabulary and it 

promotes critical thinking skills and teamwork among the 

students. 

3.23 0.76 Agree 

3. I observed that my students improved their retention of 

material through game-based learning. 
3.29 0.64 Agree 

4. I am confident in implementing game-based learning strategies 

in my teaching. 
3.38 0.79 Agree 

5. I receive positive feedback from students regarding the use of 

game-based learning. 
3.45 0.59 Agree 

6. I use Quizizz to allow my students review flashcards at their 

own pace. 
2.98 0.87 Agree 

7. Game-based learning fosters collaboration and active 

participation among my students. 
3.50 0.59 Strongly Agree 

8. Game-based learning improves my student motivation. 3.52 0.67 Strongly Agree 

9. Jeopardy is an effective way to teach complex concepts. 3.21 0.65 Agree 

10. Role playing can be integrated with collaboration among my 

students. 
3.48 0.59 Agree 

COMPOSITE MEAN 3.36 0.11 Agree 

Legend: 1.0-1.75-(Strongly Disagree/Not Effective); 1.76-2.50-(Disagree/Less Effective); 2.51-3.25-

(Agree/Effective); 3.26-4.00-(Strongly Agree/Highly Effective) 
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Table 2 reveals the overall mean of 3.36, interpreted as “effective” that the respondents perceived the game-

based learning. Indicator one stating that “Game-based learning engages my students effectively.”, got the 

highest mean of 3.57 with a verbal interpretation of effective while indicator six stated “I use Quizizz to allow 

my students review flashcards at their own pace.” Got the lowest mean of 2.98 and a verbal interpretation of 

effective. 

Chang et al. (2021) suggested that integration of digital games in educational goals and objectives not only 

inspire the learners but also provides them with an interactive and innovative learning environment. 

Table 2 shows that game-based learning is perceived as effective, with an overall mean of 3.36. The highest-

rated indicator, "Game-based learning engages my students effectively," received a mean of 3.57, reflecting its 

strong impact on student engagement. In contrast, the lowest-rated indicator, "I use Quizizz to allow my students 

to review flashcards at their own pace," had a mean of 2.98, though still considered effective. These results align 

with Chang et al. (2021), who noted that integrating digital games into educational objectives inspires learners 

and creates an interactive and innovative learning environment. 

Table 3. 1.2 Perception of the Respondents on the Use of Technological-based Strategy in terms of Immersive 

Learning 

Indicators Mean SD Interpretation 

As a teacher    

1. It enhances my student’s engagement. 3.48 0.51 Agree 

2. I use role-playing in teaching literature to perform their activities 

to enhance their understanding of themes and emotions through a 

collaborative performance. 

3.60 0.54 Strongly Agree 

3. I have used virtual reality in my teaching. 3.36 0.76 Agree 

4. I believe students retain information better through immersive 

learning. 
3.55 0.63 Strongly Agree 

5. I use interactive story telling to my students to help them learn 

vocabulary while also improving their listening and speaking skills. 
3.31 0.75 Agree 

6. I have access to technologies that support immersive learning. 3.57 0.55 Strongly Agree 

7. Simulating real-world scenarios can be used across various 

subjects. 
3.53 0.59 Strongly Agree 

8. It can help my students practice communication skills in a safe 

environment. 
3.64 0.48 Strongly Agree 

9. Immersive learning promotes student collaboration. 3.57 0.55 Strongly Agree 

10. Using voice instructions helps my students to improve student 

response. 
3.45 0.59 Agree 

COMPOSITE MEAN 3.50 0.09 Strongly Agree 

Legend: 1.0-1.75-(Strongly Disagree/Not Effective); 1.76-2.50-(Disagree/Less Effective); 2.51-3.25-

(Agree/Effective); 3.26-4.00-(Strongly Agree/Highly Effective) 
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The overall mean of this table is 3.50, interpreted as “highly effective” that the respondents perceived the 

immersive learning. Indicator eight stating that “It can help my students practice communication skills in a safe 

environment.”, got the highest mean of 3.64 with a verbal interpretation of highly effective while indicator five 

stated “I use interactive storytelling to my students to help them learn vocabulary while also improving their 

listening and speaking skills.” got the lowest mean of 3.31 and a verbal interpretation of effective. 

Immersive technologies in higher education foster active and engaging learning of students. These technologies 

help visualize complex concepts, create interactive simulations, and allow students to master practical skills in 

a controlled environment (Karakozov et al., 2020). 

The results in this table indicate that respondents perceive immersive learning as highly effective, with an overall 

mean of 3.50. The highest-rated indicator, "It can help my students practice communication skills in a safe 

environment," achieved a mean of 3.64, highlighting its strong effectiveness in fostering student communication. 

On the other hand, the lowest-rated indicator, "I use interactive storytelling to help my students learn vocabulary 

and improve listening and speaking skills," had a mean of 3.31, though still considered effective. These findings 

support the view of Karakozov et al. (2020), who emphasized that immersive technologies in higher education 

enhance learning by visualizing complex concepts and providing interactive simulations in a controlled 

environment. 

Table 4. 1.3 Perception of the Respondents on the Use of Technological-based Strategy in terms of Active 

Learning 

Indicators Mean SD Interpretation 

As a teacher    

1. Debates increases my student participation. 3.55 0.59 Strongly Agree 

2. I regularly incorporate active learning strategies in my lessons to 

ensure students’ learning. 
3.48 0.59 Agree 

3. I have observed students becoming more independent through 

active learning. 
3.52 0.59 Strongly Agree 

4. Concept map help my students to develop critical thinking skills. 3.67 0.45 Strongly Agree 

5. I believe active learning is beneficial for diverse student needs. 3.67 0.45 Strongly Agree 

6. I have seen an improvement in my students’ academic performance 

due to active learning. 
3.62 0.54 Strongly Agree 

7. Active learning allows for more student feedback in real-time. 3.76 0.43 Strongly Agree 

8. I have observed that students enjoy active learning activities. 3.62 0.62 Strongly Agree 

9. I believe brainstorming enhances student retention of information. 3.76 0.57 Strongly Agree 

10. I think active learning creates a more dynamic classroom 

environment. 
3.62 0.63 Strongly Agree 

COMPOSITE MEAN 3.61 0.07 Strongly Agree 

Legend: 1.0-1.75-(Strongly Disagree/Not Effective); 1.76-2.50-(Disagree/Less Effective); 2.51-3.25-

(Agree/Effective); 3.26-4.00-(Strongly Agree/Highly Effective) 
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Table 4 indicates the total mean of 3.61, interpreted as highly effective. Indicator seven and nine got the highest 

mean, while indicator two got the lowest mean. The indicator seven and nine got the highest mean of 3.57 in 

which teachers are strongly agree when active learning allows students for more feedback in real-time and 

enhances students’ retention of information. While the lowest mean got by the indicator two in which regularly 

incorporating active learning strategies in lessons to ensure students’ learning resulting in effective interpretation. 

Active learning is effective because it encourages learners to engage with the material and apply it to relevant, 

real-world scenarios. It is also important to pair active learning with appropriate and timely feedback (Howell, 

2021). 

The results in Table 4 show that active learning is perceived as highly effective, with an overall mean of 3.61. 

Indicators 7 and 9, both scoring 3.57, highlight that teachers strongly agree that active learning provides real-

time feedback and improves students' retention of information. However, indicator 2, which focuses on the 

regular incorporation of active learning strategies in lessons, received the lowest mean, indicating that while it 

is still viewed as effective, its consistent application may need improvement. This supports Howell (2021), who 

emphasized that active learning is most effective when paired with timely feedback, allowing students to engage 

more deeply with the material and apply it to real-world contexts. 

Table 5. 1.4 Perception of the Respondents on the Use of Technological-based Strategy in terms of Flipped 

Learning 

Indicators Mean SD Interpretation 

As a teacher    

1. Flipped learning encourages students to engage with content and apply their 

knowledge in real-life context. 
3.33 0.57 Agree 

2. I have seen improved understanding of concepts through flipped learning. 3.21 0.56 Agree 

3. I receive positive feedback from students regarding flipped learning. 3.17 0.54 Agree 

4. I feel that flipped learning helps to maximize class time. 3.07 0.51 Agree 

5. I believe flipped learning promotes collaborative learning. 3.17 0.54 Agree 

6. Flipped learning is suitable for all student learning levels and needs of the 

learners. 
3.17 0.66 Agree 

7. I think flipped learning enhances critical thinking skills. 3.21 0.65 Agree 

8. I believe students are more engaged in a flipped classroom environment. 3.19 0.59 Agree 

9. I find that flipped learning improves communication skills among students. 3.29 0.60 Agree 

10. I regularly assess student performance in a flipped learning model. 3.12 0.63 Agree 

COMPOSITE MEAN 3.19 0.5 Agree 

Legend: 1.0-1.75-(Strongly Disagree/Not Effective); 1.76-2.50-(Disagree/Less Effective); 2.51-3.25-

(Agree/Effective); 3.26-4.00-(Strongly Agree/Highly Effective) 

Table 5 reveals that the highest-rated statement, with a mean of 3.33, is "Flipped learning encourages students 

to engage with content and apply their knowledge in real-life context.". This suggests that teachers strongly agree 

that flipped learning effectively fosters practical application and deeper engagement with the material. On the 

other hand, the statement with the lowest mean, at 3.07, is "I feel that flipped learning helps to maximize class 
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time." While this still indicates agreement, it highlights a relatively lower level of confidence among teachers 

regarding the efficient use of time in a flipped learning model. Overall, the composite means of 3.19 reflects a 

generally positive perception of flipped learning, with all indicators falling within the "Agree" range, suggesting 

that educators find value in its implementation across various aspects of teaching and learning. 

Flipped classroom encourages student collaboration and offers additional chances for teacher-student 

engagement throughout the teaching and learning process (Güler et al., 2023).  

The results in Table 5 indicate a generally positive perception of flipped learning, with an overall mean of 3.19, 

suggesting that teachers agree with its effectiveness. The highest-rated statement, "Flipped learning encourages 

students to engage with content and apply their knowledge in real-life context," received a mean of 3.33, showing 

strong agreement among teachers about its ability to foster deeper engagement and practical application. 

However, the statement with the lowest mean, "I feel that flipped learning helps to maximize class time," 

received a mean of 3.07, indicating less confidence in the model’s ability to efficiently use class time. This aligns 

with Güler et al. (2023), who noted that flipped classrooms promote collaboration and enhance teacher-student 

engagement, although some challenges may remain in optimizing time management. 

Part II. The Level of Learning Skills of Junior High School Students 

Table 6. 2.1 Perception of the Respondents on the Level of Learning Skills of Junior High School Students in 

terms of Collaboration Skills 

Indicators Mean SD Interpretation 

As a teacher    

1. My students work effectively in groups to complete tasks. 3.57 0.59 Strongly Agree 

2. Students are willing to share ideas with peers during projects. 3.55 0.55 Strongly Agree 

3. Collaborative activities lead to deeper understanding of the material and 

better wok outcomes. 
3.61 0.49 Strongly Agree 

4. Students take on various roles during group activities. 3.57 0.55 Strongly Agree 

5. I regularly assess students' collaborative skills during group tasks. 3.52 0.55 Strongly Agree 

6. I observe improved communication among students during collaborative 

tasks. 
3.57 0.50 Strongly Agree 

7. I believe collaboration helps build social skills in students. 3.59 0.50 Strongly Agree 

8. I notice increased engagement in students during group works. 3.57 0.55 Strongly Agree 

9. I feel that my students learn more effectively when collaborating with 

peers 
3.52 0.55 Strongly Agree 

10. Collaboration is a key focus in my teaching approach. 3.62 0.51 Strongly Agree 

COMPOSITE MEAN 3.56 0.03 Strongly Agree 

Legend: 1.0-1.75-(Strongly Disagree/Poor Level); 1.76-2.50-(Disagree/Low Level); 2.51-3.25-(Agree/High 

Level); 3.26-4.00-(Strongly Agree/Very High Level) 

The highest-rated statement in Table 6, with a mean of 3.62, is "Collaboration is a key focus in my teaching 

approach." This indicates that teachers strongly agree on the importance of collaboration as a central element of 
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their teaching practices. The lowest-rated statements, each with a mean of 3.52, are "I regularly assess students' 

collaborative skills during group tasks" and "I feel that my students learn more effectively when collaborating 

with peers."  

While these scores still reflect strong agreement, they suggest slightly less emphasis or confidence in the 

assessment process and the effectiveness of collaboration in enhancing learning outcomes. Overall, the 

composite means of 3.56 reflects a very positive perception of collaboration in teaching, with all indicators 

within the "Strongly Agree" category. 

Collaboration leads to the ability of individuals to contribute effectively in groups by involving knowledge, 

appreciation and problem solving (Scoular, et al.,2020). 

The results in Table 6 indicate a very positive perception of collaboration in teaching, with an overall mean of 

3.56, placing all indicators within the "Strongly Agree" range. The highest-rated statement, "Collaboration is a 

key focus in my teaching approach," received a mean of 3.62, showing that teachers strongly prioritize 

collaboration in their practices. However, the lowest-rated statements, both with a mean of 3.52, reflect slightly 

less emphasis or confidence regarding the regular assessment of students' collaborative skills and the belief that 

collaboration enhances learning outcomes. These results align with Scoular et al. (2020), who emphasized that 

collaboration improves students' ability to contribute effectively in group settings by fostering knowledge 

sharing, appreciation, and problem-solving skills. 

Table 6. 2.2 Perception of the Respondents on the Level of Learning Skills of Junior High School Students in 

terms of Critical Thinking Skills 

Indicators Mean SD Interpretation 

As a student    

1. My students demonstrate the ability to analyze information critically. 3.53 0.54 Strongly Agree 

2. I provide opportunities for students to solve real-world problems. 3.53 0.55 Strongly Agree 

3. I observe students making connections between concepts. 3.53 0.59 Strongly Agree 

4. I regularly include tasks that require critical analysis. 3.53 0.55 Strongly Agree 

5. I believe critical thinking is essential for success in my subject. 3.56 0.55 Strongly Agree 

6. I see improvements in students' reasoning skills over time. 3.56 0.51 Strongly Agree 

7. I regularly assess students' critical thinking abilities. 3.61 0.55 Strongly Agree 

8. My students ask insightful questions about the material. 3.64 0.55 Strongly Agree 

9. I believe critical thinking enhances student engagement. 3.63 0.55 Strongly Agree 

10. Students are able to defend their viewpoints with evidence. 2.49 0.50 Disagree 

COMPOSITE MEAN 3.46 0.03 Agree 

Legend: 1.0-1.75-(Strongly Disagree/Poor Level); 1.76-2.50-(Disagree/Low Level); 2.51-3.25-(Agree/High 

Level); 3.26-4.00-(Strongly Agree/Very High Level) 

The data indicates that the highest-rated statement, with a mean of 3.64, is "My students ask insightful questions 

about the material," highlighting that teachers strongly agree that critical thinking fosters inquisitiveness in 
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students. Conversely, the lowest-rated statement, with a mean of 2.49, is "Students are able to defend their 

viewpoints with evidence," suggesting a notable area for improvement in students' ability to support their 

arguments effectively.  

The composite means of 3.46 reflects an overall positive perception of critical thinking among students, with 

most indicators in the "Strongly Agree" category, though the lowest mean underscores a gap in applied critical 

reasoning skills. 

Critical thinking imparts students with skills that allow them to reflect, analyze information and make 

conclusions while examining facts (Murawaski, 2014).  

The data indicates that critical thinking is generally viewed positively by teachers, with an overall composite 

mean of 3.46, suggesting strong agreement with the development of critical thinking skills in students. The 

highest-rated statement, "My students ask insightful questions about the material," received a mean of 3.64, 

indicating that teachers believe critical thinking significantly contributes to students' curiosity and inquiry. 

However, the lowest-rated statement, "Students are able to defend their viewpoints with evidence," with a mean 

of 2.49, highlights a gap in students' ability to effectively support their arguments with evidence, suggesting an 

area for improvement in applied critical thinking skills. These results align with Murawaski (2014), who noted 

that critical thinking helps students reflect, analyze information, and draw conclusions based on evidence. 

Table 8. 2.3 Perception of the Respondents on the Level of Learning Skills of Junior High School Students in 

terms of Communication Skills 

Indicators Mean SD Interpretation 

As a teacher    

1. My students express their ideas clearly during discussions. 3.52 0.67 Strongly Agree 

2. I provide opportunities for students to present their work. 3.60 0.54 Strongly Agree 

3. Students are comfortable asking questions in class. 3.62 0.58 Strongly Agree 

4. I regularly assess students' communication skills. 3.64 0.55 Strongly Agree 

5. I believe communication skills are essential for success in school. 3.69 0.62 Strongly Agree 

6. I encourage students to engage in debates and discussions. 3.47 0.52 Strongly Agree 

7. I provide constructive feedback on students' communication skills. 3.60 0.50 Strongly Agree 

8. I use role-playing to enhance communication skills. 3.60 0.63 Strongly Agree 

9. I believe that effective communication fosters collaboration. 3.54 0.54 Strongly Agree 

10. Communication skills are a key focus in my teaching. 3.64 0.48 Strongly Agree 

COMPOSITE MEAN 3.60 0.06 Strongly Agree 

Legend: 1.0-1.75-(Strongly Disagree/Poor Level); 1.76-2.50-(Disagree/Low Level); 2.51-3.25-(Agree/High 

Level); 3.26-4.00-(Strongly Agree/Very High Level) 

The interpretation of the highest and lowest means from the data highlights the areas of focus and development 

in teaching communication skills. The highest mean, 3.69, reflects the strong agreement among teachers 

regarding the essential role of communication skills in achieving success in school. This underscores the belief 

that communication is foundational to academic and social development.  
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Conversely, the lowest mean, 3.47, pertains to encouraging students to engage in debates and discussions. While 

still strongly agreed upon, it may indicate a slightly lesser emphasis or challenge in consistently integrating 

debates and discussions compared to other strategies like feedback or role-playing. Overall, the composite means 

of 3.60 demonstrates a strong commitment to fostering communication skills in teaching practices. 

The study by Diloyan (2017) effective communication is essential in education. Whether a teacher is instructing 

a pupil, an effective communication between a parent, coworker, or both is necessary to ensure the success of 

our students.  

The data highlights a strong emphasis on communication skills in teaching practices, with an overall composite 

mean of 3.60, indicating a strong commitment to fostering these skills. The highest mean, 3.69, reflects teachers' 

strong agreement on the importance of communication skills for academic and social success, emphasizing their 

foundational role in student development. On the other hand, the lowest mean, 3.47, relates to encouraging 

debates and discussions, suggesting a slightly lower emphasis or a challenge in consistently incorporating these 

activities into teaching. Despite this, all indicators still fall within the "Strongly Agree" category, underscoring 

the importance of communication skills in education. This aligns with Diloyan (2017), who emphasized that 

effective communication is critical for the success of students, involving not only teacher-student interactions 

but also communication with parents and colleagues. 

Table 9. 2.4 Perception of the Respondents on the Level of Learning Skills of Junior High School Students in 

terms of Creativity Skills 

Indicators Mean SD Interpretation 

As a teacher    

1. I encourage students to think outside the box during projects. 3.67 0.53 Strongly Agree 

2. My students demonstrate originality in their work. 3.57 0.50 Strongly Agree 

3. I provide opportunities for students to explore their interests creatively. 3.57 0.55 Strongly Agree 

4. I observe a variety of creative approaches to assignments. 3.55 0.59 Strongly Agree 

5. I provide constructive feedback to enhance students' creativity. 3.69 0.52 Strongly Agree 

6. I believe that creativity is essential for problem-solving. 3.67 0.57 Strongly Agree 

7. I incorporate arts and creative activities into my teaching. 3.62 0.54 Strongly Agree 

8. My students enjoy participating in creative tasks. 3.67 0.48 Strongly Agree 

9. I encourage students to express their ideas visually and verbally. 3.52 0.55 Strongly Agree 

10. I believe creativity can be developed through practice and feedback. 3.62 0.49 Strongly Agree 

COMPOSITE MEAN 3.61 0.03 Strongly Agree 

Legend: 1.0-1.75-(Strongly Disagree/Poor Level); 1.76-2.50-(Disagree/Low Level); 2.51-3.25-(Agree/High 

Level); 3.26-4.00-(Strongly Agree/Very High Level) 

The interpretation of the highest and lowest means in the data reflects priorities in fostering creativity. The 

highest mean 3.69 relates to providing constructive feedback to enhance students' creativity, signifying that 

teachers recognize feedback as a vital tool for nurturing originality and innovation.  
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On the other hand, the lowest mean, 3.52, pertains to encouraging students to express their ideas visually and 

verbally. While still strongly agreed upon, this suggests a slightly lesser emphasis or challenge in implementing 

this practice compared to others. The composite means of 3.61 confirms a strong overall commitment to 

promoting creativity in teaching. 

Creativity is  an  important  aspect  of  human  development,  which  is  no  exception  in educational institutions 

such as schools (Chan & Yuen, 2014). Educational institutions are the right place to develop creative talents and 

the ability of students  to think creatively.  

The data indicates a strong focus on fostering creativity in teaching, with an overall composite mean of 3.61, 

reflecting a commitment to nurturing creativity among students. The highest-rated statement, with a mean of 

3.69, highlights the importance of providing constructive feedback to enhance students' creativity, suggesting 

that teachers view feedback as a critical tool for encouraging originality and innovation. However, the lowest-

rated statement, with a mean of 3.52, relates to encouraging students to express their ideas both visually and 

verbally. While still strongly agreed upon, this score suggests a slightly lesser emphasis or potential challenge 

in consistently implementing this practice compared to other strategies. Overall, the results emphasize the 

importance of fostering creativity as a key teaching priority. 

Part III. Significant relationship between the technological-based strategy and the learning skills of Junior 

High School Students 

Table 10. Significant relationship between the Game-based Learning and the learning skills of Junior High 

School Students 

Learning Skills of the Junior High School 

Students in Social Studies 
r-values p-values Decision and Interpretation 

Collaboration 0.4279 0.00136 Reject Ho, the result is significant at α =0.05 

Critical Thinking Skills 0.4435 <0.0001 Reject Ho, the result is significant at α =0.05 

Communication 0.4221 0.7211 
Accept Ho, the result is NOT significant at α 

=0.05 

Creativity 0.4328 0.00032 Reject Ho, the result is significant at α =0.05 

Table 10 shows a significant relationship between game-based learning and most learning skills of junior high 

school students in Social Studies. Specifically, collaboration (r = 0.4279, p = 0.00136), critical thinking skills (r 

= 0.4435, p < 0.0001), and creativity (r = 0.4328, p = 0.00032) demonstrate statistically significant positive 

correlations, indicating that game-based learning effectively enhances these skills.  

However, communication skills (r = 0.4221, p = 0.7211) do not show a statistically significant relationship with 

game-based learning. Although the correlation coefficient suggests a possible relationship, the high p-value 

indicates that the result is not significant and should not be interpreted as evidence of a meaningful effect. 

Surendeleg, et al. (2020) examined the effects of game-based learning on junior high school students, focusing 

on the development of collaboration, critical thinking, and creativity skills. The study found that game-based 

learning positively influenced students' collaboration and critical thinking abilities, which aligns with your 

analysis. In particular, collaborative games encouraged teamwork and problem-solving, while strategic games 

enhanced students' critical thinking skills. The study also reported improvements in creativity, as students 

engaged in game-based scenarios that required innovative solutions. However, similar to this finding, the study 

noted that while game-based learning significantly impacted cognitive and collaborative skills, it did not notably 

enhance communication skills, suggesting that other strategies may be more effective for improving 

communication. This research reinforces the value of game-based learning for fostering essential skills such as 

collaboration, critical thinking, and creativity in junior high school students. 
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Table 11. Significant relationship between the Immersive Learning and the learning skills of Junior High School 

Students 

Learning Skills of the Junior High 

School Students in Social Studies 
r-values p-values Decision and Interpretation 

Collaboration 0.7321 <0.0001 Reject Ho, the result is significant at α =0.05 

Critical Thinking Skills 0.7772 0.0045 Reject Ho, the result is significant at α =0.05 

Communication 0.7065 0.0021 Reject Ho, the result is significant at α =0.05 

Creativity 0.7322 <0.0001 Reject Ho, the result is significant at α =0.05 

The analysis reveals a significant positive relationship between immersive learning and all learning skills of 

junior high school students in Social Studies. Collaboration (r = 0.7321, p < 0.0001), critical thinking skills (r = 

0.7772, p = 0.0045), communication (r = 0.7065, p = 0.0021), and creativity (r = 0.7322, p < 0.0001) all exhibit 

strong correlations with immersive learning. These findings indicate that immersive learning is highly effective 

in enhancing various essential learning skills, fostering an engaging and impactful educational experience for 

students. 

According to Cheng and Tsai (2020) the impact of immersive learning on various learning skills, including 

collaboration, critical thinking, communication, and creativity, aligning with the positive relationships found in 

your analysis. The study highlighted those immersive technologies, such as virtual reality (VR) and augmented 

reality (AR), significantly enhance students' engagement and cognitive skills by providing realistic, interactive 

learning experiences. They found that immersive learning environments foster collaboration among students, 

promote deeper critical thinking, enhance communication, and stimulate creativity by offering experiential 

learning opportunities that traditional methods cannot. These findings underscore the effectiveness of immersive 

learning in developing essential skills, particularly in Social Studies and other disciplines that require complex 

problem-solving and interaction. 

Table 12. Significant relationship between the Active Learning and the learning skills of Junior High School 

Students 

Learning Skills of the Junior High 

School Students in Social Studies 
r-values p-values Decision and Interpretation 

Collaboration 0.4542 <0.0001 Reject Ho, the result is significant at α =0.05 

Critical Thinking Skills 0.4441 <0.0001 Reject Ho, the result is significant at α =0.05 

Communication 0.4921 <0.0001 Reject Ho, the result is significant at α =0.05 

Creativity 0.4327 <0.0001 Reject Ho, the result is significant at α =0.05 

Table 12 demonstrates a significant positive relationship between active learning and the learning skills of junior 

high school students in Social Studies. Collaboration (r = 0.4542, p < 0.0001), critical thinking skills (r = 0.4441, 

p < 0.0001), communication (r = 0.4921, p < 0.0001), and creativity (r = 0.4327, p < 0.0001) all exhibit 

statistically significant correlations with active learning. These results suggest that active learning approaches 

effectively promote these critical skills, reinforcing their importance in fostering engagement, problem-solving, 

and innovation among students. 

http://www.rsisinternational.org/


INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (IJRISS) 

ISSN No. 2454-6186 | DOI: 10.47772/IJRISS | Volume X Issue V May 2026 

 

Page 4764 
www.rsisinternational.org 

 

   

 

Table 13. Significant relationship between the Flipped Learning and the learning skills of Junior High School 

Students 

Learning Skills of the Junior High 

School Students in Social Studies 
r-values p-values Decision and Interpretation 

Collaboration 0.6432 0.0021 Reject Ho, the result is significant at α =0.05 

Critical Thinking Skills 0.6685 0.0110 Reject Ho, the result is significant at α =0.05 

Communication 0.6853 0.001 Reject Ho, the result is significant at α =0.05 

Creativity 0.6692 0.0231 Reject Ho, the result is significant at α =0.05 

Table 13 shows a significant relationship between flipped learning and the learning skills of junior high school 

students in social studies. For collaboration, the computed r-value of 0.6432 and a p-value of 0.0021 indicate a 

significant correlation at the 0.05 level of significance, leading to the rejection of the null hypothesis.  

Similarly, critical thinking skills have an r-value of 0.6685 and a p-value of 0.0110, communication skills show 

an r-value of 0.6853 with a p-value of 0.001, and creativity has an r-value of 0.6692 with a p-value of 0.0231. 

These results suggest that flipped learning significantly enhances various learning skills, including collaboration, 

critical thinking, communication, and creativity, among junior high school students. 

Hao et al. (2024) explored the integration of project-based flipped classrooms in higher education, showing 

significant improvement in creativity. Students engaged in real-world problem-solving tasks, enhancing their 

innovative thinking and application skills. 

The results in Table 13 show significant relationships between flipped learning and the development of various 

learning skills among junior high school students in social studies. The computed r-values for collaboration 

(0.6432), critical thinking (0.6685), communication (0.6853), and creativity (0.6692) all indicate moderate to 

strong positive correlations with flipped learning. The p-values for each of these skills (ranging from 0.001 to 

0.0231) are all below the 0.05 significance level, leading to the rejection of the null hypothesis. These findings 

suggest that flipped learning has a significant positive impact on enhancing collaboration, critical thinking, 

communication, and creativity, highlighting its effectiveness in fostering key learning skills in students. 

SUMMARY OF FINDINGS, CONCLUSIONS, AND RECOMMENDATIONS 

This chapter presents the summary of findings, conclusions, and corresponding recommendations based on the 

result of the study. 

Summary 

This study focused on the effects of technological-based strategies on the level of learning skills of junior high 

school students in social studies. It involved the participation of 42 Social Studies Teachers from selected public 

school in Tanauan City. 

The study was s descriptive correlational design, and the Technological-Based Strategies and Learning Skills 

were the main instruments for gathering data. Mean and Pearson Product Moment Correlation Coefficient was 

used in the statistical analysis of data. 

Summary Of Findings  

The salient findings of the study are summarized as follows: 
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1. Teachers perceive game-based learning, immersive learning, and active learning as highly effective, with 

flipped learning considered effective but less impactful. 

2. Immersive and active learning showed the strongest positive outcomes in fostering engagement, retention, 

and collaboration. 

3. Barriers include a lack of training, resources, and varying levels of teacher readiness. Communication skills 

were less significantly impacted by game-based strategies compared to other skills. 

Conclusion 

The study found a significant relationship between the technological-based strategies and learning skills of junior 

high school students. It concludes that technology-based strategies are effective in enhancing the learning skills 

of junior high school students in Social Studies, particularly in fostering collaboration, critical thinking, and 

creativity. Immersive and active learning proved to have the strongest impact, while game-based learning 

showed limitations in improving communication skills.  

Teachers perceive these strategies as valuable tools for creating engaging and interactive learning environments, 

though challenges such as limited resources, insufficient training, and varying levels of readiness hinder full 

implementation.  

However, communication skills do not show a significant relationship with game-based learning, suggesting that 

this teaching strategy may not strongly impact communication compared to other skills. Overall, game-based 

learning appears to be a valuable approach for developing critical learning competencies, excluding 

communication, in junior high school students. 

The research underscores the importance of aligning technology with pedagogical and content goals, 

emphasizing that teacher professional development and institutional support are critical for maximizing the 

potential of these strategies. Ultimately, the findings highlight the transformative role of technology in education 

and encourage the continued exploration of innovative approaches to address challenges and enhance student 

outcomes.  

Recommendations 

In light of the findings and conclusion of the study, the following recommendations are offered: 

1. As students engage with technology, they should focus on developing digital literacy skills. This includes 

being able to evaluate online sources, use educational platforms responsibly, and navigate digital environments 

effectively. 

2. Teachers should explore and integrate a variety of technological tools and strategies into their teaching 

practices. By incorporating different technologies, teachers can cater to the diverse learning styles of their 

students and foster active participation. 

3. Parents should stay in regular communication with teachers to understand how technology is being used in 

the classroom and how their child is benefiting from these strategies. 

4. While technology offers numerous benefits, administrators should ensure that it is used in a balanced way that 

complements traditional teaching methods. Administrators can encourage teachers to combine the benefits of 

both methods to enhance student engagement and learning. 

5. Future research could focus on the long-term impact of technology-based learning on students' academic 

performance and skill development. 

6. And lastly, the recommended technological-based strategies are immersive and active learning because they 

make learning more dynamic, meaningful, and connected to real-world contexts. These strategies are particularly 
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beneficial in Social Studies, where understanding complex concepts and developing critical thinking and 

analytical skills are crucial for academic success. 
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APPENDIX 

RESEARCH INSTRUMENT 

Respondents Details: 

Name (Optional): ________________________________     

Direction: Based on your perception, kindly rate the following by putting a check mark (✔) on the box in each 

statement that corresponds to your answer. Please indicate degree of agreement (using a score ranging from 1-

4) to the following scale: 

Strongly Disagree 

(1) 

Disagree (2) Agree (3) Strongly Agree (4) 

TECHNOLOGICAL-BASED STRATEGY 

GAME-BASED LEARNING is an active learning technique that uses games to 

improve student learning.  

(1) (2) (3) (4) 

As a teacher… how effective do you find the use of game-based learning in 

teaching social studies on junior high school students. 

    

1. Using games during discussion engages my students effectively.     

2. Game-based learning improves my student motivation.     

3.  I observed that my students improved retention of material through game-based 

learning. 

    

4.  I am confident on implementing game-based learning strategies in my teaching.       

5. Game-based learning encourages healthy competition among my students.     

6.  Using game-based learning can address diverse learning styles of my students.     

7. It fosters collaboration among my students.     

8. I receive positive feedback from students regarding game-based learning.     

9. Jeopardy is an effective way to teach complex concepts.     

10. Role playing can be integrated with collaboration among my students.     

 

IMMERSIVE LEARNING is a teaching method that involves fully immersing 

students in a subject or experience in order to facilitate more effective learning.  

(1) (2) (3) (4) 

As a teacher… how effective do you find the use of immersive learning in 

teaching social studies on junior high school students. 

    

11. It enhances my student’s engagement.     

12. Immersive learning helps students understand real-world applications.     
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13. I have seen improved my student’s performance.     

14. I receive feedback from students that they enjoy immersive learning.     

15. Immersive learning encourages students to take ownership of their learning.     

16. I have access to technologies that support immersive learning.     

17. Simulating real-world scenarios can be used across various subjects.     

18. I have used virtual reality in my teaching.     

19. Immersive learning promotes student collaboration.     

20. I think students retain information better through immersive learning.     

 

ACTIVE LEARNING  is any educational activity where students engage in the 

process of learning. 

(1) (2) (3) (4) 

As a teacher… how effective do you find the use of game-based learning in 

teaching social studies on junior high school students. 

    

21. Active learning increases my student participation.     

22. I regularly incorporate active learning strategies in my lessons.     

23. I have observed students becoming more independent through active learning.     

24. Active learning allows for more student feedback in real-time.     

25. I believe active learning is beneficial for diverse student needs.     

26. I have seen an improvement in my student grades due to active learning.     

27. Active learning can be integrated with technology.     

28. I have observed that students enjoy active learning activities.     

29. I believe active learning enhances student retention of information.     

30. I think active learning creates a more dynamic classroom environment.      

 

FLIPPED LEARNING is an educational approach where the traditional model of 

instruction is reversed; instead of learning new content during class and doing 

homework afterward, students first learn new material on their own, often through 

videos, readings, or online resources. 

(1) (2) (3) (4) 

As a teacher… how effective do you find the use of game-based learning in 

teaching social studies on junior high school students. 

    

31. Flipped learning encourages students to engage with content outside of class.     
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32. I have seen improved understanding of concepts through flipped learning.      

33. I receive positive feedback from students regarding flipped learning.     

34. I feel that flipped learning helps to maximize class time.     

35. I believe flipped learning promotes collaborative learning.     

36.  Flipped learning is suitable for all student learning levels.       

37. I think flipped learning enhances critical thinking skills.     

38. I believe students are more engaged in a flipped classroom environment.     

39. I find that flipped learning improves communication skills among students.     

40. I regularly assess student performance in a flipped learning model.     

LEARNING SKILLS 

COLLABORATION it refers to the ability to work effectively with others toward a 

common goal. 

(1) (2) (3) (4) 

As a teacher… how students use their abilities to collaborate in social studies.     

41. My students work effectively in groups to complete tasks.     

42. Students are willing to share ideas with peers during projects.     

43. Collaborative activities lead to deeper understanding of the material.     

44. Students take on various roles during group activities.     

45. I regularly assess students' collaborative skills.     

46. I observe improved communication among students during collaborative tasks.     

47. I believe collaboration helps build social skills in students.     

48. I notice increased engagement in students during group work.     

49. I feel that my students learn more effectively when collaborating.     

50. Collaboration is a key focus in my teaching approach.     

 

CRITICAL THINKING SKILLS is the ability to think clearly and rationally, 

understanding the logical connection between ideas. 

(1) (2) (3) (4) 

As a teacher… how students use their critical thinking skills in social studies.     

51. My students demonstrate the ability to analyze information critically.     

52. I provide opportunities for students to solve real-world problems.     
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53. I observe students making connections between concepts.     

54. I regularly include tasks that require critical analysis.     

55. I believe critical thinking is essential for success in my subject.     

56. I see improvements in students' reasoning skills over time.     

57. I regularly assess students' critical thinking abilities.     

58. My students ask insightful questions about the material.     

59. I believe critical thinking enhances student engagement.     

60. Students are able to defend their viewpoints with evidence.     

 

COMMUNICATION it refers to the ability to convey or exchange information, 

ideas, and feelings effectively with others. 

(1) (2) (3) (4) 

As a teacher… how students use their communication skills in social studies.     

61. My students express their ideas clearly during discussions.     

62. I provide opportunities for students to present their work.     

63. Students are comfortable asking questions in class.     

64. I regularly assess students' communication skills.     

65. I believe communication skills are essential for success in school.     

66. I encourage students to engage in debates and discussions.     

67. I provide constructive feedback on students' communication skills.     

68. I use role-playing to enhance communication skills.     

69. I believe that effective communication fosters collaboration.     

70. Communication skills are a key focus in my teaching.     

 

CREATIVITY refers to the capacity to come up with new ideas, solutions, or 

methods for issues. These abilities involve using creative thinking, creativeness, and 

unconventional thinking to opportunities or obstacles in a variety of disciplines.  

(1) (2) (3) (4) 

As a teacher… how students use their creativity in social studies.     

71. I encourage students to think outside the box during projects.     

72. My students demonstrate originality in their work.     

73. I provide opportunities for students to explore their interests creatively.     
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74. I observe a variety of creative approaches to assignments.     

75. I provide constructive feedback to enhance students' creativity.     

76. I believe that creativity is essential for problem-solving.     

77. I incorporate arts and creative activities into my teaching.     

78. My students enjoy participating in creative tasks.     

79. I encourage students to express their ideas visually and verbally.     

80. I believe creativity can be developed through practice and feedback.     
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