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ABSTRACT
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vocabulary builders. The gap being addressed
through gamified materials is the deterioration
in students’ comprehension and vocabulary. The
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\_Interactive Website of an advanced word search puzzle in enhancing
students’ comprehension and retention of story
elements, as well as improving their word recognition and vocabulary skills. The
results show that the students agreed that the word search puzzle helped them
remember significant aspects of the literary piece used, with the highest mean
of 3.51, as well as expand and recognize their vocabulary, with calculated means
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ranging from 3.51 to 3.58. The findings affirm that gamified learning materials,
such as advanced word search puzzles, are effective in supporting reading
comprehension and promoting vocabulary development among learners.

INTRODUCTION

Education is crucial for developing the cognitive abilities needed to adapt
to the gradual changes in society and international relations. However, in today’s
world, students often lack enthusiasm when they enter school, where different
strategies are presented. Some of these strategies may not apply to students’ study
habits or learning methods, which, in turn, influence their academic performance.
Interest is a factor in students’ learning that greatly affects the learning process
and the motivations applied in the teaching-learning process. Just as important
as learning is the process itself, which must also be taken into account to ensure
continuity in students’ learning and development. English is one of the subjects
commonly taught in schools, and it is an essential course as it develops students’
communication skills and global awareness. To provide the most appropriate
teaching and learning techniques, English teachers innovate their teaching. The
rapid advancement of technology, as reflected in educational materials, is highly
prominent nowadays, and teachers are required to use improved tools to enhance
their teaching strategies and effectively deliver lessons to their students. Teachers
have shifted from traditional materials to digital tools and instructional media
to more easily capture students’ attention in class and support English learning.
This aids students in successfully acquiring the lesson. One of the difficulties
in the teaching process is that students lack motivation to read and enthusiasm
to learn and master the subject, leading to missed opportunities for students to
display their best abilities to meet the competency standards required for their
level (Darmayanti, 2021). Students find it worrisome to read such long narratives
and analyze them afterward, especially when the language is unfamiliar.

According to Geronimo (2024), as cited by the Philippine Institute for
Development Studies (PIDS), the Philippines ranked among the lowest in reading,
math, and science. This is a clear gap in the study, which future outputs will help
address by fostering students’ interest in literature and modernizing instructional
materials. Its average was quite disappointing, as it was expected to be gleaned as
“educated” based on the expected results; instead, the results showed that English
standards in the country are slowly degrading. Studies are compelled to innovate
new strategies for the effective transmission of knowledge for instructional
materials. According to Rasinski and Rupley (2019), an initiative recommended
by institutions is the gamification of lessons, which gives students a chance to be
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more active vocabulary builders and engage in learning. This sustains learners’
interest, helping them develop a delight in participating in class. Several studies
have demonstrated that games and puzzles are effective tools for teaching English,
especially for improving vocabulary and reading comprehension. Word searches
aligned with educational materials help students improve their vocabulary
mastery, for both high- and low-interest students. The importance of considering
such possibilities is that students will feel more at ease if they learn through an
interactive teaching strategy rather than the passive method, where they only
listen to the teacher speaking in front, without meaningful interaction between
the learner and the teacher. Hence, what the students need is a foundation for
developing their skills in English through a gamified learning resource.

Students generally lack development in English because it is not fully aligned
with their interests, and some words are not part of their native vocabulary. In
the study by Liswaniso and Pretorius (2025), the key to improving reading
comprehension and vocabulary is to choose a literary work that captures the
student’s attention and is highly relevant to real-life situations. Meaning, the
more words that a learner knows, the better their comprehension becomes. It may
be difficult for most teachers to motivate students to participate in discussions;
hence, there is a need to improve the instructional materials teachers use. The
reason for using Dahl’s books for the output is that Roald Dahl’s works serve as
a source of empowerment, according to Yu (2008), especially for young readers,
who can be introduced to discoveries about the adult world and construct
interpretations. The incorporation of humor mirrors the perspective of children,
in which everything may seem funny to them while they are also learning. Some
of the learning that children can gain from reading Dahl’s works is that the stories
help readers understand the proper application of English grammar rules and
expand their vocabulary. As of today, the students’ mastery of English still needs
improvement in comprehension and understanding, especially in literature.
Students have a hard time memorizing important terms and understanding the
message of the literary work given by their teacher. Usually, students complain
about words and terminology that are hard to understand, which makes the
literary piece they are reading uninteresting or irrelevant to them. Hence, the
study aims to produce an output that can stimulate analysis and critical thinking
skills among learners by generating an advanced word search to enhance gamified
learning resources that students can enjoy and learn from simultaneously.
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FRAMEWORK
Figure 1
Conceptual Framework on Challenges in Vocabulary Development

Challenges in Vocabulary Development and Reading Comprehension
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/L{ Proposed Game-Based Learning Material }J\

The challenges in vocabulary development and reading comprehension

stem from students’ lack of essential vocabulary knowledge, which makes the
learning process static and dull. Moreover, the lesson is considered dull because
the teaching methods are poorly implemented and fail to meet learners’ needs.
Finally, it highlights inadequate learning opportunities for students due to
outdated media content, which makes vocabulary learning boring (Amalia et
al., 2023). The provided intervention in the paradigm for the first challenge is
that games must be embedded in the teaching materials to create an effective
environment that uses entertainment to foster a positive attitude, encouraging
students to participate in a more amicable, more interesting classroom atmosphere
while learning vocabulary. Hence, the lectures require students” enjoyment and
engagement, with the content being intelligible. To do that, the learning materials
must be aligned with students’ needs and interests to reduce the tendency for
learners to feel confined in a depressing environment.

OBJECTIVES OF THE STUDY

The study aims to (1) identify the reading challenges of students and whether
they currently face struggles in reading. Afterward, the (2) evaluation of the
impact of the advanced puzzle on their reading comprehension and vocabulary
development will be done. In applying the results of the analysis, (3) a modernized
tool will be provided through an advanced word search. The respondents are
students from the Junior High School Department of the University of Batangas,
with grade levels ranging from Grades 7 to 10 under the Science High School
Curriculum. Adopting a quantitative, descriptive-evaluative approach, the study
used an activity-based assessment in which respondents interacted with the
proposed material’s interface. Subsequently, a survey on the tool’s effectiveness
serves as the primary data source for the analysis and interpretation. As the study
explored a new method for learning materials, the modernized tool shall feature
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an advanced word search using Roald Dahl’s books as the trial reference, targeting
improvements in learners’ reading comprehension and vocabulary.

METHODOLOGY

The study used a quasi-experimental design, an instrument used by
researchers to gather data on a specific group. It provided a deeper comprehension
of the subject matter. It created an avenue for the researchers to directly engage
with and observe a particular group to obtain more accurate data, which can be
presented later in the findings and conclusions.

The validity and reliability were ensured through a thorough expert analysis.
The survey responses were reviewed and assessed to determine how well the
items in each section of the questionnaire measure the concept of the material’s
effectiveness. The results were then interpreted and summarized.

The research site was the University of Batangas Junior High School
Department, one of the university’s branches in the province, on Hilltop Road
in Batangas City.

The participants were Junior High School students selected through quota
sampling, a nonprobability sampling method. The total population of the Grade
7 to Grade 10 Science Classes in the Junior High School Department was
413. Of the 413 students, the researcher selected 60 to serve as respondents.
The students who represented a particular grade level were the 15 students per
year level whose Lexile level in the pre-test ranged from 820L and above. This
aided in determining the total number of respondents that represented the whole
population.

The survey is constructed using Google Forms as the medium for students
to complete the questionnaire. For the website, an open-source platform, Google
Sites, was used to build the interface. The puzzle is constructed using an open
resource called Word Search Labs.

The research instrument for the study was an online questionnaire. After
the questionnaire was constructed, it was proofread and verified before being
distributed and entered into the online forms. The content was occasionally
revised in line with the experts’ advice to fully address the study’s purpose. Thus,
upon approval of the instrument, it was applied and used to gather data for the
study.

A letter of approval was sent to the Principal of the Junior High School
Department to ask for authorization regarding the process of collecting data
from their students about their experiences with word search activities used as
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instructional material. Upon the approval of the Principal and the instruction of
the research adviser, the researcher distributed the link for the online questionnaire
containing the letter of approval from the Principal, the background and purpose
of the study, and the cover letter to conduct the survey. After collecting all the
responses, the data gathered was evaluated and analyzed using statistical treatments
to interpret the responses and produce a concluding idea for the overall result of
the survey. The answers of the respondents were kept with utmost confidentiality
and stored digitally through Google Forms. As soon as the study was validated
and approved, the data gathered was disposed of digitally as well, wherein access
for respondents was removed and all data gathered was deleted from all systems
on Google Forms.

In compliance with the Data Privacy Act of 2012 (Republic Act 10173),
respondents were required to answer honestly and represent the study population.
Informed consent was obtained at the start of the online survey, with participants
indicating their agreement to participate. Respondents were expected to provide
truthful answers using sound judgment to ensure accurate data. Students who
felt uncomfortable due to conflicts of interest could withdraw. The researcher
ensured fair subject selection and prioritized informed consent before distributing
the survey. Confidentiality was maintained, and responses were used solely for
the study’s completion.

To ensure valid and accurate interpretation of the data, the researcher utilized
the following statistical treatments. (1) Frequency Distribution to measure
which response received the most answers from the data collected. This helped
the researcher narrow the responses down to correctly interpret the results. Next
is the (2) Ranking, using the Likert Scale. The numerical values 1 to 4 were
indicated, along with their verbal interpretations. The ranking was done after
the weighted mean of each item was computed. Third is the (3) Weighted Mean
was used to display the average of a set of data regarding the effectiveness of an
advanced word search as an instructional material. This is the set of data gathered,
divided by the total number of data. It indicates students’ general responses to
each statement in the table of questions. Lastly, the (4) Composite Mean is used
to determine the general response of students to a set of questions.

Options Values Verbal Interpretation
4 3.50 - 4.00 Strongly Agree (SA)
3 2.50 - 3.49 Agree (A)
2 1.50 - 2.49 Disagree (D)
1 1.00 - 1.49 Strongly Disagree (SD)
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RESULTS AND DISCUSSION
Table 1
Reading Challenges experienced by the students
Statements Mean SD Interpretation

L. 'll'he presentation in the reading material affects my 2.80 0.89 A
interest in reading.

2. The' presentation of reading materials affects my 264 0.83 A
motivation.

3. The reading materials contain little to no graphics. 2.24 0.80 D

4. 'The reading materials contain symbolism that are 222 0.95 D
hard to understand.

5. Tfhc reafdmg materials in discussions affect my speed 2.49 108 D
in reading.

6. '.I‘he rea'dmg materials in discussions are not that 2.04 0.82 D
interactive.

7. 'The readmg. materl.als in discussions do not have 238 0.83 D
game-based integration.

8. Tfhe readmg materials in discussions do not have the 1.96 0.77 D
incorporation of technology.

9. The reading materials make me lose focus in reading.  1.89 0.86 D

10.  The words in some reading materials are hard to 294 0.91 D
understand.

Reading Challenges  2.29 0.62 Disagree

Each statement corresponds to an item in the given questionnaire, and
thorough analysis of the responses found that most students have faced reading
challenges, including issues with the presentation of the reading materials and the
presentation itself. With a total mean of 2.29 and 0.62 as the standard deviation,
the overall interpretation for the first part of the survey is “Disagree”, meaning
that the students have faced little to no challenges when it comes to reading.
The majority of students disagreed with the statements, and two ranked highest.
The statement regarding how the presentation in the reading materials affects
students” interest garnered a mean of 2.80 and a standard deviation of 0.89,
indicating “Agree,” making it the highest-ranked item in the first section of the
survey. “Presentation” in this statement refers to the content of the materials.
This indicates that the students are more concerned with the content and mode
of distribution of the reading materials, as it affects their interest and motivation
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in reading, because regardless of the number of visuals that the material contains,
the content is deemed as the focal point of the learning aid for students to acquire
the knowledge they need for classroom discussions successfully.

Certain studies have shown that such factors affect students’ interest in
reading. For example, Filgona et al. (2020) emphasized that teachers should
create an active learning environment that enhances students’ sense of autonomy
and competence, providing opportunities for self-directed learning. Supporting
this view, several studies have shown that visual-based materials significantly
boost students’ reading interest and motivation. The technology-driven nature
of modern education makes many materials accessible on online platforms where
most learners spend considerable time. Teachers can leverage these opportunities
to improve students academic skills by understanding their preferences and
incorporating this insight into their instructional strategies and classroom
discussions. Supporting this, Sam (2024) emphasizes that motivation also affects
students’” performance in language learning, particularly when specific strategies
are used consistently, as repeated exposure to topics can enhance their interest
in the subject matter. To improve how reading materials are presented, Subhash
and Cudney (2018) explain that interactive and play-based learning activities
capture learners’ attention and promote deeper understanding, as students are
more motivated to complete their academic tasks when the learning materials
are engaging and encouraging. This approach fosters greater student engagement
and positively influences their learning abilities and competencies. Furthermore,
Subhash and Cudney (2018) highlighted that gamification supports the
achievement of specific learning objectives by incorporating puzzles within an
educational framework, a method known as game-based learning, which has
been shown to enhance student participation. Therefore, the way materials are
presented is just as important as the content they contain.

On the other hand, the majority of students responded “Disagree” to items
3 through 10, with means ranging from 1.80 to 2.49 and standard deviations
ranging from 0.77 to 1.08. This indicates that most respondents do not encounter
significant difficulties when reading, suggesting that the essential components of
effective reading materials are adequately present in the study aids they use during
discussions and lessons. Based on the student’s feedback, the current learning
materials incorporate elements of game-based learning and technology, making
the lessons more engaging and interactive. These features likely help maintain
the student’s attention and focus throughout the discussions. Additionally, the
vocabulary used in these materials is accessible and easy to understand, further
reducing any potential barriers to comprehension. Overall, this combination of
well-designed content and interactive tools effectively supports students’ reading
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experience, enabling them to grasp concepts without unnecessary struggle.
Nowadays, with the advent of technology in learning, many students find it
easy and enjoyable to learn something new through reading, even though it was
deemed dull in earlier years of education. This is possible because earlier theorists
considered technology a valuable tool for enhancing learning outcomes. When
technology was neither as widespread nor as advanced as it is now, American
psychologist Jerome Bruner envisioned using technological resources like
documentaries for modeling and film loops with technicolor cartridge projectors
to improve students’ comprehension (Diallo, 2023). In other words, if the
cycle continues in which students interact with materials that contain the basic
elements of reading that pique their interest and motivation, the improvement
in students’ reading skills will be more pronounced in later stages of education.

Table 2
Effectiveness of the material on students’ Reading Comprehension
Statements .

The word search material. .. Mean SD Incerpretation

1. can increase student participation. 3.42 0.66 A

2 helps in recalling previous knowledge. 3.33 0.64 A

3 piques my reading and analytical skills. 3.40 0.65 A

4. promotes contextual reading. 3.42 0.58 A

5 promotes active and interactive reading. 3.47 0.66 A

6 helps readers remember important details about 3.51 0.63 SA
the story.

7. improves my skills in scanning quickly for 3.40 0.58 A
certain words.

8. fosters better concentration in reading long texts. ~ 3.42 0.62 A

9.  is a good method for capturing the interest of 338 0.65 A
students.

10. is  instrumental to  improve  reading 3.40 0.65 A

comprehension.

Reading Comprehension  3.42 0.53 Moderately Effective

Unlike the responses in the first table, the respondents in Table 2 agreed
with every statement in the questionnaire. Notably, the highest mean score
was 3.51 with a standard deviation of 0.63, and “Strongly Agree” for its verbal
interpretation, which is the item that states how the learning material helps
readers remember important details about the stories featured on the interactive
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website. This suggests that the students find the game-based learning materials
effective in enhancing their comprehension and retention of story elements. The
positive feedback indicates that these materials not only support understanding
but also engage students, making the learning process more enjoyable and
meaningful, suggesting that incorporating game-based learning tools into
classroom discussions can be highly beneficial. Such materials encourage active
participation and foster interactive reading experiences, which are crucial for
developing critical thinking and deeper engagement with the content. By making
reading more dynamic and hands-on, these resources help students connect with
the stories on a personal level, improving both their motivation and overall
learning outcomes. Therefore, educators might consider integrating similar
game-based approaches to enrich their teaching strategies and promote a more
student-centered learning environment.

The item with the highest mean indicates that the word-search material
on the interactive website helps readers remember important details in a story.
Thus, the proposed learning material makes the learning process more engaging
by fostering memory retention and promoting focus by highlighting the key
elements of the texts. According to the fourth principle of Bruner’s Discovery
Learning Theory-Information Analysis and Interpretation (as cited by Pappas,
2021), game-based learning materials encourage learners to build upon their
prior experiences and knowledge, engage their intuition and creativity, seck out
new information, and uncover facts. It is important to note that the statement
with the second-highest mean score of 3.47 and standard deviation of 0.66,
resulting in a verbal interpretation of “Agree”, aligns with Bruner’s assertion
that learning is not merely about absorbing information; rather, learners must
actively search for answers to specific questions and construct their solutions.
This highlights that incorporating games into learning materials effectively
stimulates learners’ interest in reading. To add, Chen and Hsu (2020) noted that
mobile game-based learning offers students a unique and innovative experience,
boosting their interest in the learning process and enhancing their participation
and immersion. This demonstrates that game-based learning is an effective
strategy for promoting a learner-centered approach to education. Furthermore, it
emphasizes constructivist principles, where students actively engage in learning
through game-based methods, thereby developing their interpretations of newly
acquired knowledge. Following this active involvement, students reflect on the
outcomes of these activities to assess what they have learned and achieved.

The lowest-ranking item, with a mean of 3.33, a standard deviation of 0.64,
and a verbal interpretation of “Agree”, states that the material helps recall previous
knowledge. This refers to the ability to recall knowledge in general, particularly
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known as “prior knowledge”. The result stems from the understanding that
students have diverse reading preferences, meaning their familiarity with books
varies by interest. This explains why the lowest-ranking item, also showed a high
degree of variability in responses. The differences in students” experiences make it
challenging for some to relate the material to what they have previously learned,
which can make it feel less relevant or harder to reference.

Reading is widely recognized as a versatile tool, especially when applied to
reader-friendly, easy-to-understand stories. According to Tanto (2020), Roald
Dahl incorporates humorous remarks in his works, making the reading experience
highly enjoyable for his audience. As the story unfolds, the meanings and
explanations of novel or unfamiliar words are provided in context, closely related
to where they appear. Therefore, even though this strategy ranked lowest among
others, students still find it valuable for helping them recall previously learned
knowledge. Moreover, if the text base is not effectively organized and aligned
with the content, the reader will have difficulty connecting the information in
the book with what they already know (Smith et al., 2021). A text-base that lacks
coherence results in weaker comprehension; for example, failing to distinguish
between characters or to remember details indicates poor understanding, caused
by an incoherent text-base. Overall, with a mean of 3.42 and a standard deviation
0f0.53, the results indicate that the word search material is “Moderately Effective”
in improving students’ reading comprehension.

1
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Table 3
Effectiveness of the material on students’ Vocabulary Development

The word search mﬂterit;.t.e‘ments Mean SD Verbal Interpretation
1) boosts cognitive skills. 3.47 0.66 Agree
2)  boosts vocabulary expansion. 3.53 0.59 Strongly Agree
3)  can be a tool for classroom discussions. 3.47 0.59 Agree
4)  encourages critical-thinking skills. 3.44 0.62 Agree
5)  helps improve the recognition of words. 3.58 0.62 Strongly Agree
6)  increases my current skills in vocabulary. 3.58 0.66 Strongly Agree
7)  is beneficial for vocabulary development. 3.51 0.73 Strongly Agree
8) f:‘::;fgg.es readers to know words by its 3.44 0.55 Agree
9) ilteolf; me recognize important words in the 3.53 0.66 Strongly Agree
10) Znhalnces motivation towards vocabulary 356 0.66 Strongly Agree
evelopment.
Vocabulary Development ~ 3.51 0.52 Highly Effective

Each statement corresponds to an item in the given questionnaire, but
with a different factor in the study: the effectiveness of the material on students’
vocabulary development. The respondents agreed with every statement in
the questionnaire; however, Table 3 shows more “Strongly Agree” responses.
Statements 5 and 6, with the highest calculated means of 3.58 and 0.62, and 0.66,
respectively, indicate that the word search material is “Highly Effective,” as it helps
them improve their word recognition and vocabulary skills. This result suggests
that the game-based learning material is particularly effective in supporting
students’ vocabulary development. The positive feedback indicates that engaging
with the word search not only reinforces word recognition but also broadens
students’ understanding of new words. Overall, these findings demonstrate that
incorporating interactive, game-based tools can significantly enhance students’
language skills, making learning both enjoyable and memorable.

The aforementioned methods in the learning process make it memorable and
instrumental in capturing students’ attention, thereby affecting their interest and
motivation, both essential for effective language acquisition. With the gathered
data, educators can, through games and interactive activities, create more
conducive learning environments that reinforce vocabulary, comprehension, and

12
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critical thinking by helping students connect what they observe to the books they
read. According to Azim et al. (2020), students’ retention of words significantly
improves when they are learned in specific contexts, which also positively impacts
their vocabulary development. Therefore, presenting words in varied contexts is
crucial, as it helps embed them into learners’ long-term memory (LTM), making
reading an effective tool for enhancing students’ vocabulary. The statement with
the second-highest recorded mean of 3.56 indicates that the word-search material
enhances students’ motivation for vocabulary development. This aligns with the
study by Amalia et al. (2023), which highlights the use of games in vocabulary
learning materials. Their research indicates that games like Scrabble and word
search puzzles help learners improve their vocabulary. As a teaching method,
word searches encourage students to become more active participants in their
learning. Therefore, games serve as valuable tools in the educational process,
acting as a motivating factor to maintain students’ interest in school.

On the other hand, the 4th and 8th statements gained a mean of 3.44
and standard deviation of 0.62 and 0.55, respectively are the statements that
ranked the lowest in Table 3 with the verbal interpretation of “Agree”, which
indicates how the word search material encourages critical-thinking skills and
how it encourages readers to know the words by their meaning. The lower scores
indicate that students might not perceive the word search as a tool that challenges
them to think critically or to engage with words beyond simply finding them.
Therefore, although the material supports specific language skills, there may be
room to improve the design of activities that also enhance comprehension and
critical engagement with vocabulary.

Enhancing these aspects can help learners recognize words and understand
meanings by using them carefully in different contexts. This approach supports
well-rounded vocabulary development among learners by highlighting both
surface-level knowledge and higher-order thinking skills. Despite being ranked
the lowest, the learning material still shows that it is effective. This suggests that
while the word search activity is helpful in other areas, such as word recognition
and vocabulary building, it may be less effective at fostering deeper analytical
thinking or helping students grasp the meanings behind the words. The study
by Nagodavithana and Premarathne (2021) emphasizes the need to enhance
students’ language proficiency and their ability to understand stories through the
use of context clues, a crucial skill for many language learners, which underscores
the importance of vocabulary development in the learning process. Their research
found that students utilized mobile devices to access multilingual dictionaries
to better understand unfamiliar terms. Additionally, other studies have shown
that words looked up in dictionaries during reading tend to be retained longer.

13
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Nevertheless, the ranking does not affect the results, as the word search material
is still deemed “Highly Effective” for students’ vocabulary development, with a
total mean of 3.51 and a standard deviation of 0.52.

CONCLUSIONS

The findings and data gathered indicate that students face little to no
challenges in reading; however, they have encountered particular challenges,
namely the content and presentation of the reading materials, which affect their
interest and motivation. In addition to the challenges, the results also led to
the conclusion that the proposed material is effective in improving students
reading comprehension and vocabulary. The findings highlight improvements
in students’ reading comprehension and vocabulary development. The results
suggest that integrating game-based learning into students’ class discussion
materials can serve as a foundation for future implementation of game-based
learning resources in education.

The students’ reading difficulties during the teaching and learning process
mainly focus on the content included in the materials and the way it is delivered
in class. The findings suggest that students place greater importance on both
the material’s content and its presentation, which influences their motivation
and interest in reading. Even with many visuals, it remains crucial to consider
the presentation method to capture students’ attention and encourage them to
engage with the resources independently. This approach helps students develop
the ability to navigate self-paced reading and effectively gather the information
needed for classroom discussions.

Regarding students’ reading comprehension, the proposed learning material
helps recall specific details from the presented stories on the interactive website,
which includes an advanced word search. The responses indicate that the tool
was an effective medium for improving students’ understanding and memory of
story components. Based on the fourth principle of Bruner’s Discovery Learning
Theory, Information Analysis, and Interpretation, game-based learning resources
motivate learners to expand on their existing knowledge and experiences,
stimulate their intuition and creativity, actively search for new information, and
discover new facts. This suggests that integrating game-based learning activities
into classroom discussions can offer significant advantages.

On the other hand, the material was also instrumental for the students’
vocabulary development, as the context clues in the stories, as well as the advanced
word search, helped them recognize important words and new meanings as they
interacted with the stories and learning material. This was measured using the

14
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questions in Tables 2 and 3, which assess the material’s effectiveness based on
students’ experience browsing the website’s interface. The use of technology to
enhance students’ cognitive abilities is prominent nowadays, as respondents
are technologically driven. The population being less than a hundred, and the
intellectual capacity of the respondents, must also be taken into consideration to
accurately measure their competency and skills.

The study closely aligns with Bruner’s principle by promoting active
information analysis and interpretation, leading to deeper learning and critical
thinking rather than passive memorization. With that said, the word search
material can be incorporated into class discussions, and, through further
analysis of students’ field study observations, the gamified material is slowly
being incorporated as a tool to motivate students to actively engage in reading.
Observations showed students demonstrating enthusiasm during reading sessions
by offering their own interpretations during recitations. The learning materials
can also be customized to align with the lesson objectives, make reading more
interesting and engaging for students, and promote active reading and critical

thinking.
TRANSLATIONAL RESEARCH

The advanced word-search learning material can be used as an alternative
to Scholastic Literacy Pro and as additional assessment material for the UB
Learning Management System, which students are currently using to measure
their academic growth in English subjects. Based on the results, the material is
an effective means of enhancing students’ academic engagement and improving
their cognitive abilities, addressing gaps they have or may have. Furthermore,
future researchers may identify additional challenges students encounter while
reading and use the study’s findings to further analyze the effectiveness of other
learning materials and resources to improve learners’ reading comprehension and
vocabulary. Moreover, the interactive website can serve as a foundation for future
researchers to develop new game-based learning approaches for students. Thus,
future researchers must further explore these areas using other types of puzzles
and examples from literary works as reference materials. Today, technology is
evident; therefore, its use in learning materials should be expanded to other
platforms beyond Kahoot and Quizziz. This will provide more avenues for
students to interact with educational tools that cater to their interests and pique
their curiosity. Thus, in addition to quiz-type applications and sites, game-based
learning materials integrating word searches and puzzles must be considered as
well.
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Additionally, students can also use specific applications, not just to test their
skills and prior knowledge, but also to create personalized study tools that cater
to their individual learning styles or study habits. This will encourage learners to
engage with different applications, giving them the independence to customize
the material’s elements so they can learn better and apply that knowledge to their
school-related tasks, providing more avenues for self-learning and promoting
learners’ responsibility in discovering which learning method works best for
them.
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