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ABSTRACTS
The main purpose of this research is to further address this
gap with pupils to understand further game-based learning.
The study was conducted at Tacurong City, Sultan Kudarat.
Five students (grade 5) of Tacurong Pilot Elementary School
were selected purposively and considered their availability.
The researchers used semi-structured questionnaires via an
online one-on-one interview with the participants through
Google Meet. This was to find out that the game-based
activity method makes them more interested in learning and
it becomes easier for them generally to answer their
homework and activities using the game-based method. It is
disclosed that the use of games to show educational content
inevitably raises the question of their compatibility with deep
learning. Despite their disadvantages, games have a series of
undeniable positive features: using one and also the same
game to develop several skills in students at once; providing
visual, life-like examples for practical situations; forcing all
learners to undertake learning, discovery, thinking, thus
enhancing self-esteem and self-improvement.
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1. INTRODUCTION
The growing popularity of digital games has led to their widespread use and application.
Digital games are often used in education, in the form of serious games that concentrate more
on primary purposes (Anastasiadis et al., 2018).
As with any new educational approach, there are numerous challenges to using games
both in the classroom and in library instruction. Spiegelman and Glass (2008) discuss potential
barriers to game-based learning. These include the following: games take time to learn and
design properly, involve materials that range from the inexpensive to the costly, design efforts
are often funded via grants which have to be managed, pedagogical and technical supports
might be necessary (additional resources), issues of access and the digital divide, and an
examination is needed as to whether students prefer this approach to teaching. Additionally,
the benefits of game-based learning, including increased engagement and motivation,
greater learning, are too compelling to ignore (Spiegelman & Glass, 2008).
This study aimed to describe elementary students' experiences of using the game-based
method in their activities. This provided insight into how a game-based method can be
successfully deployed and their possible impacts, in addition to the interdisciplinary study of
game and learning mechanics. We would like to address this gap with elementary students
further to understand game-based methods further. This study showed a case in grade 5
elementary students' experiences on using the game-based activity method in answering
their activities.
2. METHODS
We used a qualitative design specifically the case study. Exploratory type is the type of
case study that was used in this study with five students (grade 5) from Tacurong Pilot
Elementary School, the Philipines, was purposively chosen. Exploratory studies are trying to
find an answer to such questions, like ‘who’ or ‘what’. They include experiments,
questionnaires, and interviews, and so on. The participants of the study must come from the
grade 5 pupils of Tacurong Pilot Elementary School; pupils who enrolled in an online class;
and pupils who have experience in using game-based learning as a method in answering their
activities. The researchers used semi-structured questions to gather the data. The study had
been conducted in an online interview via Google Meet due to COVID-19 restrictions.
Exploratory-Narrative Analysis was used on data analysis.
3. RESULTS AND DISCUSSION
In this study, the researchers gathered the experiences of 5 students using a game-based
activity method by conducting interviews with 5 participants from grade 5 pupils of Tacurong
Pilot Elementary School. The interviewers made the participants describe their experiences
of using the game-based activity method.
Game-based activities are motivating and highly engaging for students and can be an
effective way for students to learn when embedded in a curriculum. In addition, Anastasiadis
et al. (2018) quoted that game-based learning involves more than just creating games for kids
to play, but also constructing engaging learning activities that may gradually impart concepts
and direct students toward an ultimate goal. Based on their answers, the participants
described it easily and straight to the point. All of them stated how the game-based activity
method is easy and fun to use.
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As students build games, they have the opportunity to engage in genuine group ventures
that improve their problem-solving, communication, and teamwork skills. For the pupils,
saying that their teacher guides them and only gives links and instructions for their activities
means that they can answer the questions at their own pace. Moreover, learners are also
encouraged to notice and comprehend reflective thinking and thought initiatives. They have
the potential to be creative thinkers (Sangsawang, 2020).
The other participants stated their difficulties due to some reasons they said. Most had
difficulties due to technical problems in accessing the links that were provided by their
teachers that were caused by the slow or lack of internet connection in their area. And the
other one is unable to answer the questions. However, considering the circumstances, the
overall impression still helps students to work remotely with their lecturers and peers to share
and reflect on their knowledge.
One of how learning tries to motivate pupils is through this game-based activity is to arouse
excitement and instill confidence. According to the responses of the participants, they had
fun, enjoyment, and a tint of satisfaction to the game activities they participated in. Also, it
made them hyper and participative in the tasks which promptly deviated them from getting
bored in their online classes. Concurrently, it appears that their attention and motivation are
improved, which aids their learning process (Anastasiadis et al., 2018).
Aside from the entertainment brought by the games, competition is also inevitable for
students which brings pressure and stress. Some of them said they were worried and nervous
because they might have difficulty with other questions in the game. After all, the other
questions were not yet taught to them, while one of them was concerned with their
leaderboard. Thus, the participants were under pressure. Other participants were not
pressured because they preferred to enjoy and remain calm playing and answer games.
Children will discover and learn many more facts and lessons as they grow up. Furthermore,
will help them organize things into different shapes and reason logically about concrete
events (Putri et al., 2018).
Hearing their answers that the game-based activity method makes them more interested
in learning is incredibly good news to hear and know because it can be seen that they want
to use this method of learning. This also implies that it becomes easier for them generally to
answer their homework and activities using the game-based method.
4. CONCLUSION
The use of games to show educational content inevitably raises the question of their
compatibility with deep learning. The participants displayed positive attitudes toward the use
of game-based as a learning method and felt that the approach contributed to learning. The
majority of pupils accepted this learning method and hoped to continue using this approach
in the future. The pupils also expressed that learning with the game-based method could
assist them to gain knowledge in a fun way and that the game-based learning method
increased their interest in modes of answering at their own pace creatively. The pupils also
said that it was easy to use. It was an easy task for them to answer their activities. Both the
experience and the achievement show that the digital game within a gamified learning
experience was very effective and enjoyable. Moreover, the use of the game-based method
to promote learning also enhanced learning motivation and learning effectiveness. This result
shows that the game-based learning framework increases pupils' learning achievement. The
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introduction of a game-based learning method to a classroom environment is both feasible
and useful for long-term learning.
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