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Abstract 

This study examines the effectiveness of contextualized simulation-games in enhancing the performance 

of Grade 10 students in Araling Panlipunan in the province of Samar during the school year 2024-2025. 

Given the challenges students face in understanding Araling Panlipunan, this research explores an 

innovative instructional strategy to improve engagement and learning outcomes. A quasi-experimental 

research design was employed, utilizing pre-test and post-test assessments to compare the performance of 

an experimental group exposed to simulation-games and a control group taught through traditional 

methods.  

The study included a total of 70 respondents, with statistical analysis conducted using paired and 

independent sample t-tests. Results showed that while both groups demonstrated improvement, the 

experimental group exhibited a significantly higher increase in post-test scores. The paired samples t-test 

indicated a mean score increase of 18.057 for the experimental group compared to 7.600 for the control 

group. Furthermore, the independent sample t-test revealed a statistically significant difference in post-

test scores (p = 0.001), confirming the effectiveness of contextualized simulation-games in improving 

students' comprehension and retention.  

The study concludes that simulation-games create an engaging and interactive learning environment that 

enhances student performance in Araling Panlipunan. However, challenges such as technological 

limitations and time constraints were noted. It is recommended that educators integrate this strategy into 

their teaching practices, provide adequate resources, and undergo training to ensure its effective 

implementation. Further research is suggested to explore its long-term impact on students' critical thinking 

and problem-solving skills 
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1. Introduction  
 

Araling Panlipunan is one of the fundamental subjects in the school curriculum, serving as a core 

component in the holistic development of learners. The subject's essence as a discipline can be used in 

explaining problems of association and interaction in man’s dynamic environment of daily life (Castro, 

2020). According to the Department of Education (DepEd), Araling Panlipunan plays a crucial role in 

promoting responsible citizenship and preparing learners to participate actively in nation-building. 

Moreover, it helps students understand social issues and the interplay of local and global events, enhancing 

their analytical skills and socio-political awareness (DepEd, 2019). By studying Araling Panlipunan, 

learners become more informed, empowered, and culturally sensitive members of society. However, 

learners perceive Araling Panlipunan as one of the difficult subjects nowadays due to its intricacy thus 

they are inclined to overlook it and categorize it as a minor subject (Tomines, et al., 2021). 

As a result, based on the National Achievement Test results for the 2017-2018 school year in the Calbayog 

Division Region VIII, only 5% of Grade 10 students achieved a high proficiency level in Araling 

Panlipunan (AP), while 42.45% were deemed proficient, and 53.55% did not meet the proficiency criteria 

in AP. This was also true in the following school year 2018-2019 National Achievement Test DepEd 

Region II in Cagayan Valley for grade 10 test takers on proficiency level in Araling Panlipunan (AP). It 

was found that only 0.1% of the examinees are highly proficient, while 10.93% are proficient and 89% of 

the examinees do not fall under the proficiency level in AP.  

Therefore, there is a need for Araling Panlipunan to be taught with an extensive array of instructional 

methods that will boost students to partake in the teaching-learning process. As Pecson (2019) mentioned, 

that lesson should be presented in a meaningful and relevant context grounded by previous experiences 

and real-life conditions. One of the prominent instructional methods is simulation-game technique.  

In line with this, the researcher crafted four modules with an integration of contextualized simulation-

game techniques that will serve as the intervention of the study. Hence, the main objective of this study 

was to determine the effectiveness of contextualized simulation-game techniques on Grade 10 students’ 

performance in Araling Panlipunan, during the School Year 2024-2025. 

 

1.1 Objectives of the Study  

This study determined the effectiveness of contextualized simulation-games technique on Grade 10 

students’ performance in Araling Panlipunan. Specifically, this study sought answers to the following:  

1. Develop a contextualized simulation game module for grade 10 students. 

2. Determine the pre-test and post-test means scores of the experimental group and control group. 

3. Determine the significant difference between the pre-test and post-test means scores of the 

experimental group and control group. 

4. Determine the significant difference between the post-test means scores of the two groups 

respondents  

5. Proposed a recommendation based on the findings of the studies 
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2. Methodology 

This chapter presents and discusses the methods which were used in the conduct of this study. This chapter 

specifically includes research design, instrumentation, validation of instruments, sampling procedures, 

data-gathering procedures, statistical treatment of data, and ethical considerations. 

2.1 Research Design  

This study employed a Developmental Research Design comprising two main phases: (1) the Formative 

Phase, which involved the design and validation of contextualized simulation-game-based modules; and 

(2) the Evaluative Phase, which applied a Quasi-Experimental Design to determine the effectiveness of 

the developed modules on student performance in Araling Panlipunan. 

Formative Phase: Design and Validation of Instructional Material  

The formative phase followed a systematic process of instructional design, development, and validation. 

This phase was anchored on the principles of developmental research, which emphasize the creation of 

contextually relevant and pedagogically sound learning interventions. The simulation-game-based module 

was developed based on curriculum standards, identified learner needs, and local contextual realities. It 

underwent expert validation using the Content Validation Index (CVI), with inputs from three Master 

Teachers handling Araling Panlipunan. Revisions were made based on the validators’ recommendations. 

The module focused on environmental issues, disaster risk reduction, and community resilience, which 

aligned with the third quarter coverage of the Grade 10 curriculum 

Evaluative Phase: Quasi-Experimental Testing of Effectiveness  

The evaluative phase employed a Quasi-Experimental Design to assess the effectiveness of the validated 

instructional module. Specifically, the study used an equivalent groups pretest-posttest design, comparing 

the performance of students in an experimental group (who used the simulation-game-based module) with 

those in a control group (who received traditional instruction). Both groups completed pre- and post-tests 

on the same content. This design allowed the researcher to evaluate the instructional impact of the 

developed material in real classroom settings where random assignment was not feasible. The evaluation 

also considered contextual factors such as age, sex, and family income to explore their influence on 

learning outcomes.  

By integrating formative development and rigorous summative evaluation, the two-phase design ensured 

both the instructional quality and empirical effectiveness of the contextualized module. 

2.2 Sampling and Data Collection Approach  

This study employed a random sampling technique to select participants from the target population. The 

population consisted of two sections under which the researcher handled classes of Grade 10 students 

enrolled in Araling Panlipunan during the school year 2024-2025 in the province of Samar. Using a coin 

toss to select between two sections who will serve as the experimental and control group. The experimental 

group, which received the intervention (contextualized simulation-games), while the other served as the 

control group, which continued with traditional teaching methods. Both groups are heterogenous learners, 

have an average age of 16 and come from low-income families. The only difference is that there are more 

females in the experimental group than in the control group. This division facilitated a robust comparison 

between the two groups to measure the effectiveness of the intervention. To ensure comparability between 
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groups and maintain statistical rigor, a total of 70 students (35 for the experimental group and 35 for the 

control group) were randomly selected from the eligible students. Inclusion criteria require students to be 

officially enrolled in Grade 10 Araling Panlipunan, have regular attendance of at least 80%, and provide 

consent to participate in the study.  

Meanwhile, students with excessive absences, and those who declined participation or lacked 

parental/guardian consent were excluded. After applying these criteria, a random selection process was 

conducted to ensure proper group assignment, with 35 students in the experimental group receiving the 

contextualized simulation-games intervention and 35 students in the control group following traditional 

teaching methods. This approach minimized selection bias and allowed for a valid statistical comparison 

of the intervention’s effectiveness. 

 

2.3 Validation of Research Instrument   

The developed contextualized simulation-games were validated in terms of its content and its reliability 

through a Content Validation Index by three Master Teachers handling Araling Panlipunan and Internal 

Consistency Method using Kuder-Richardson Formula 20, respectively.  

The Content Validation Index was conducted through a thorough inspection of the printed materials of 

modules, activities and questionnaires by three Master Teachers. A series of clarifications took place and 

once queries were satisfactorily answered, revisions were made based on the validators’ recommendations. 

All the Masters Teachers who validated the modules, activities and questionnaires are all graduates of 

master’s in arts in Education major in management and have already been in service for an average of 

seventeen years. When the approved CVI was obtained and incorporated, the developed contextualized 

simulation-games were prepared and finalized for one-time testing using KR-20 among Grade 10 students 

in the province of Samar. The test was done during the class schedule of Araling Panlipunan of each 

section that consumed two meetings. This was due to the students being able to only do two tests per 

meeting at the given class time. 

Table 1. Pilot Test Results for Reliability of the Developed Contextualized Simulation Games 

Module Number of Items KR-20 Coefficient Reliability 

Module 1: 

Lakbay ng Kaalaman 

20 0.82 Good 

Module 2:  

Bigo Card 

20 0.76 Acceptable 

Module 3: 

Lights! Camera! Action! 

20 0.88 Good 

Module 4: 

Binbini o Ginoo 

20 0.85 Good 

Overall 80 0.828 Good 
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2.4 Statistical Treatment of Data  

The data collected in this study were analyzed using appropriate statistical tools to ensure accurate 

interpretation of the results. The following statistical treatments were applied: 

Mean. Used in this study as a measure of the central tendency to determine the average performance of 

students before and after the intervention. 

Standard Deviation. These were used to determine the pre-test and post-test performance of the 

experimental and control groups.  

Kolmogorov-Smirnov Test.  This was used to test the normality of the pre-test and post-test scores of both 

groups, ensuring the validity of using parametric statistical tests.   

Paired Samples t-Test.  This was applied to assess whether there was a significant difference between the 

pre-test and post-test scores within each group (experimental and control), determining the effectiveness 

of the intervention.  

Independent Samples t-Test. This was used to compare the post-test scores between the experimental and 

control groups, determining whether the contextualized simulation-games technique had a statistically 

significant effect on student performance. 

Levene’s Test for Equality of Variances. This was conducted to check for homogeneity of variances 

between the experimental and control groups before performing the independent samples t-test.  

The hypotheses of this study were tested at a 0.05 level of significance, applying two-tailed hypothesis 

testing where applicable. These statistical tools ensured the reliability and validity of the study’s findings 

on the effectiveness of contextualized simulation-games in improving students' academic performance in 

Araling Panlipunan. 

 

2.5 Ethical Consideration  

The ethical concerns which were considered and observed in this current research focused on the student-

respondents’ privacy, confidentiality of information, and legitimacy of the conduct of the study. For the 

legitimacy of the conduct of the study, the researcher secured the approval of the School Principal or Head 

Teacher or Teacher-in-Charge of the school. The approval of this was important because it was the starting 

point before this current research was conducted.  

When the approval was given, the researcher proceeded with securing the consent of the student-

respondents to ensure that they voluntarily participated in answering the questionnaires. Part of this is 

respecting their privacy and thus, no personal information was divulged and all the answers of the teacher-

respondents during the study were considered privileged communication between the researcher, the 

teacher-respondents, the research adviser, and the statistical expert. Finally, a copy of the manuscript was 

submitted to the Ethics Review Committee (ERC) to further ensure the observance of the ethical 

considerations of this study. 
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3. Findings and Discussion 

This chapter presents the results and discussion regarding the effectiveness of contextualized simulation-

games technique on Grade 10 students’ performance in Araling Panlipunan. Data shows that there is 

significant improvement in students' performance in Araling Panlipunan using the intervention.   

 

Contextualized Simulation-game Module 

Phase I: Formative Phase 

The first phase of the study focused on the development and validation of contextualized simulation-game 

modules for Araling Panlipunan. This formative phase aimed to create engaging and curriculum-based 

activities that would foster meaningful learning experiences for Grade 10 students. 

Phase I of this study focused on the formative development of contextualized simulation-game modules 

for Grade 10 Araling Panlipunan. The goal was to design innovative learning materials that align with the 

curriculum while incorporating game-based strategies to enhance student participation and understanding. 

This phase involved identifying learning competencies, crafting simulation-game activities, and validating 

the modules with the help of experts. The results presented in this section include a detailed description 

of the developed modules, their structure, instructional content, and required materials. Each module was 

created to simulate real-world scenarios and foster active engagement among learners. Through 

collaborative activities such as “Lakbay ng Kaalaman,” “BI’GO Card,” “Lights, Camera, Action!” and 

“Binibini o Ginoo,” students were immersed in meaningful learning experiences tailored to local contexts. 

Feedback from initial implementation and expert review through Content Validation Index with a score 

of 1.0 in both relevance and clarity revealed that the modules were appropriate, engaging, and aligned 

with the intended learning outcomes. Furthermore, after the pilot testing, the Internal Consistency Method 

using Kuder-Richardson Formula 20 was used to determine the reliability of the developed contextualized 

simulation-games.  The computed overall KR-20 value of 0.828 indicates good reliability. The formative 

phase successfully established a set of well-designed, contextualized instructional tools that laid the 

groundwork for the evaluative phase of the study. 

Pre-test and Post-test means scores of the Experimental Group and Control Group 

Phase II: Evaluation Phase 

The second phase of the study focused on the evaluation of contextualized simulation-game modules for 

Araling Panlipunan. This phase is aimed at assessing the effectiveness of the validated instructional 

module with the use of different statistical treatment of data. Comparing the difference between post and 

pre-test means scores and standard deviation, and the post-test means scores of both groups provides a 

significant difference between the performance of experimental and control group. 

 

Table 2. Pre-Test and Post Test Learning Performance of the Students in Araling Panlipunan 

Group n 

Pretest Post Test 

Mean SD Mean SD 

Controlled 35 42.3429 8.82491 49.9429 10.03213 

Experimental 35 38.9714 12.47936 57.0286 5.50660 

 

The findings imply that students in the experimental group, despite starting with a lower mean pre-test 

score, demonstrated a significantly greater increase in post-test performance compared to the control 
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group. This suggests that the traditional method used in the control group may not have been as responsive 

to the learners’ needs, particularly for those requiring more engaging or interactive approaches. The lower 

initial performance of the experimental group also indicates possible gaps in prior knowledge or 

motivation, which were effectively addressed through the intervention. The relatively small standard 

deviation in the experimental group’s post-test scores further suggests that the intervention not only 

improved learning outcomes but also helped standardize understanding across students, reducing 

performance disparity. These patterns highlight that the conventional approach may not be adequately 

reaching all learners, and that integrating more contextualized, active learning strategies can serve as a 

diagnostic remedy for disengagement, inconsistent comprehension, or low retention often observed in 

traditional setups. 

Castro (2020) found that students taught using simulation-games demonstrated significantly greater 

improvement in their academic performance compared to those taught through traditional lecture methods. 

This supports the findings of the current study, where the experimental group, which was exposed to 

contextualized simulation-games, showed a higher increase in post-test scores than the control group. 

Similarly, Lara (2019) emphasized that simulation-based learning enhances deeper engagement and 

improved knowledge retention, particularly among younger students. These findings align with the results 

of this study, suggesting that integrating simulation-games into the learning process can be a beneficial 

instructional strategy for improving student performance in Araling Panlipunan.  

Difference between the Pre-test and Post-test means scores of the Experimental Group and Control 

Group 

Table 3 presents the comparison between the pre-test and post-test mean scores of the experimental and 

control groups to determine whether the intervention had a significant effect on students' learning 

performance in Araling Panlipunan. 

 

Table 3. Comparison of the Pre-Test and Post Test Mean Scores of the Students 

Group Means Differ

ence 

t p-

value 

Interpretation 

Pre-

Test 

Post 

Test 

Controlled 42.3429 49.9429 7.600 -3.733 0.001 S/Reject Ho 

Experimental 38.9714 57.0286 18.057 -7.004 0.000 S/Reject Ho 

Level of Significance is at 0.05, two-tail 

 

The significantly greater gain in the experimental group suggests that the intervention not only enhanced 

learning outcomes but also addressed existing gaps in student understanding that the traditional method 

failed to resolve. The experimental group's lower pre-test mean indicates that students began with weaker 

prior knowledge, yet the intervention successfully facilitated deeper learning and retention. This 

performance shift serves as a diagnostic indicator that traditional approaches may lack the engagement or 

contextual relevance needed for struggling learners, while the applied strategy in the experimental group 

appears to offer a more responsive and inclusive learning experience. Furthermore, the stark difference in 

gains may point to a mismatch between conventional teaching styles and the actual learning preferences 

or cognitive processing styles of the students. The experimental group's improvement suggests that the 

intervention possibly incorporated more active, experiential, or student-centered elements, which helped 
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bridge the gap between instruction and understanding. This reveals that learners may benefit more from 

contextualized and interactive strategies, especially when dealing with subjects like Araling Panlipunan. 

Therefore, the findings serve as a diagnostic cue for educators and curriculum planners to consider 

integrating more dynamic approaches that cater to diverse learner needs. 

McClintock (2020) emphasized that experiential learning strategies, such as simulations, promote higher-

order thinking and deeper understanding of subject matter, making them an effective alternative to 

traditional lecture-based methods. Similarly, Hakeem (2021) found that students exposed to experiential 

learning environments demonstrated better comprehension and retention compared to those in 

conventional classroom settings. These findings align with the results of this study, where the experimental 

group, which utilized contextualized simulation-games, exhibited significantly greater improvement in 

post-test scores compared to the control group. This suggests that integrating simulation-based techniques 

into Araling Panlipunan instruction can be an effective approach to enhancing student learning and 

engagement. The results overall imply that while both teaching approaches contributed to student learning, 

the use of contextualized simulation-games had a more substantial impact on improving student 

performance compared to traditional teaching methods. This indicates that interactive and experiential 

learning strategies may be more effective in enhancing students' understanding and retention of Araling 

Panlipunan concepts. 

Difference Between the Post Test Mean Scores of the Two Groups 

Table 4 presents the comparison of post-test mean scores between the control and experimental groups to 

determine whether the use of contextualized simulation-games had a significant effect on student 

performance.  

 

Table 4. Comparison of the Post-Test Mean Scores in Araling Panlipunan 

Group N Mean t p-value Interpretation 

Controlled 35 49.9429 3.663 0.001 S/Reject Ho 

Experimental 35 57.0286 

 

This significant gap in post-test performance serves as a diagnostic signal that the traditional instructional 

approach may not have been as effective in promoting deeper learning and long-term retention of concepts. 

The higher mean score in the experimental group suggests that the use of contextualized simulation-games 

may have supported better content integration, active participation, and critical thinking among learners. 

The results point to a possible disconnect between the teaching strategies commonly used in Araling 

Panlipunan and the actual learning needs or preferences of students. Moreover, the findings highlight the 

potential of game-based, contextualized instruction in transforming passive learners into engaged 

participants, especially in a subject that often relies on memorization. 

The diagnostic implications extend beyond performance scores; they suggest that the conventional 

approach may not be sufficiently responsive to students with varying learning styles, particularly visual, 

kinesthetic, and experiential learners who benefit from active engagement. The significant improvement 

in the experimental group also implies that traditional methods may contribute to cognitive overload or 

disengagement, while simulation-games may help reduce these by providing meaningful context and 
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scaffolding. Hence, if learning remains rooted in passive or one-size-fits-all methods, student performance 

may stagnate 

Kreber (2021) emphasized that experiential learning, such as simulation-games, encourages higher-order 

thinking and self-directed learning, which can lead to significant improvements in academic outcomes. 

Similarly, Makri (2022) found that simulations promote deep learning, problem-solving skills, and 

conceptual understanding, which help students retain information more effectively. These findings 

coincide with the results of the current study, where the experimental group exposed to contextualized 

simulation-games exhibited a higher increase in post-test scores compared to the control group. This 

suggests that integrating simulation-based strategies in Araling Panlipunan can enhance student 

engagement and improve learning retention, making it a valuable tool for educators. These findings imply 

that the integration of contextualized simulation-games in Araling Panlipunan can significantly enhance 

student learning outcomes compared to traditional teaching methods. The higher post-test scores of the 

experimental group indicate that interactive and experiential learning approaches may lead to better 

comprehension and retention of concepts 

Proposed a recommendation based on the findings of the studies 

Based on the results of the study, the following were the proposed recommendations: 

1. Teachers are encouraged to adopt contextualized simulation-games as part of their teaching 

strategies to boost student motivation, participation, and academic achievement, particularly in 

subjects like Araling Panlipunan. 

2. The Department of Education should explore the integration of simulation-based learning 

techniques into the curriculum to modernize the delivery of social studies and other related 

disciplines. 

3. Schools must ensure the availability of essential technological tools—such as computers, internet 

access, and educational software—to support the smooth implementation of simulation-based 

instruction. 

4. Capacity-building programs should be provided to train teachers in designing and delivering game-

based and contextualized lessons, equipping them with the skills to implement this innovative 

approach effectively. 

5. Educators should combine simulation-games with other active learning strategies, such as project-

based learning, inquiry-based instruction, and differentiated activities, to address varied learning 

needs and optimize student outcomes. 

6. Simulation-game activities should be designed to include group tasks and reflective discussions to 

foster collaborative learning, critical thinking, and deeper engagement with historical and social 

concepts. 

7. Future studies should investigate the long-term effects of contextualized simulation-games on 

academic performance, retention of knowledge, and development of higher-order thinking skills, 

as well as their applicability in other subject areas and educational levels. 
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4. Limitations 
 

The current study determined the effectiveness of contextualized simulation-games technique on Grade 

10 students’ performance in Araling Panlipunan during the School Year 2024-2025 in the province of 

Samar.  The researcher was then prompted to make use of the developmental research design as his main 

method of carrying out the study. Wherein, four modules were developed with an integration of 

contextualized simulation-game. The topics covered are environmental issues, disaster risk reduction, and 

community resilience. These are the covered topics because the study was conducted during the third 

quarter of the school year 2024-2025. Same as through the crafting of the questionnaires that only cover 

the mentioned topics.  

 

The study focused on the effectiveness of contextualized simulation-games technique; and measured the 

differences between the pre-test and post-test results of the experimental and control groups. The research 

was therefore experimental in nature. 

The respondents of the study comprised of two sections, a total of 70 Grade 10 students. The study also 

described the student-respondents’ profiles in terms of their age, sex and family income. On the one hand, 

comparative analysis was conducted to determine the difference between the pre-test and post-test results 

of the experimental and control groups; and the challenges encountered by the researcher and student-

respondents were technical difficulty with the use of laptops or television, over-stimulated responses of 

the learners during the activities and the interruption of class due to school activities, weather and irregular 

attendance of students. However, the study is limited to the current school year in its conduct as well as 

utilizing only two groups of respondents for its sources of data. 

 

5. Conclusions  
 

In conclusion, the study provides strong evidence that the use of contextualized simulation-game 

techniques in Araling Panlipunan significantly improves student learning outcomes. As such, this 

approach holds promise for transforming traditional classroom instruction into a more dynamic and 

impactful learning experience. In light of the study's findings and conclusions the following 

recommendations are proposed: (1) Araling Panlipunan educators are encouraged to integrate 

contextualized simulation-game modules into their teaching strategies. Teachers may use the developed 

module as a reference or model for designing similar interventions suited to other topics or learning areas; 

(2) Educational leaders should support the inclusion of game-based and experiential learning approaches 

in the curriculum by providing professional development and resources for teachers; (3) Subsequent 

studies could expand the scope of simulation-game techniques across different subjects and educational 

levels to validate and enrich the current findings; and (4) incorporating local culture, history, and realities 

into game-based modules, learning becomes more meaningful and relevant to students’ lives. 

 

Learning should be relevant and interactive because it enhances engagement, promotes deeper 

understanding, and fosters critical thinking skills. When learning is connected to students' lives and 

involves active participation, they are more likely to retain information and develop a genuine interest in 

the subject matter. 
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6. Appendix  

 

The appendices attached include the SPSS results and the university’s ethical clearance to conduct the 

research study. 
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