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Abstract

This study evaluated the reading comprehension skills of Grade 8 students using Avaterrific
Quest, a board game designed by the researchers. Employing a quantitative experimental
design, the study compared two groups: Jacinto, which received traditional instruction, and
Archimedes, which engaged in gamified learning. Pre-tests and post-tests provided numerical
data for statistical analysis, assessing the effectiveness of each method. Results indicated that
the traditional approach improved Jacinto's mean scores from 21.93 (very limited
proficiency) to 36.87 (limited proficiency). In contrast, Archimedes, utilizing Avaterrific
Quest, showed a more significant increase, with scores rising from 38.44 (limited
proficiency) to 53.58 (proficient). While both methods produced substantial gains, the
gamified approach led to greater improvements, highlighting the advantages of innovative
teaching strategies. The findings suggest that while traditional instruction positively impacted
reading comprehension, the use of gamified learning not only enhanced student engagement
but also yielded more pronounced improvements in comprehension skills. Overall, this study
underscores the potential of gamified approaches in educational settings to effectively boost
learning outcomes compared to conventional methods.
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1. Introduction

Reading is a fundamental skill that significantly influences students' academic
performance and personal development. It involves decoding symbols and constructing
meaning, which fosters comprehension, critical thinking, and language acquisition (Tan et
al., 2020). Beyond academic success, reading enhances communication skills, broadens
knowledge, and instills a lifelong love of learning. Proficient readers often exhibit improved
cognitive functions, creativity, and problem-solving skills, which are essential for future
academic and professional pursuits (Andini et al., 2021).

In today’s fast-evolving society, reading extends beyond traditional academic texts
and permeates everyday life. Whether interpreting prices at a market, reading instructions, or
comprehending policies from institutions, reading comprehension plays a pivotal role.
Among students, the inability to understand and interpret written text continues to be a major
hurdle to academic success. This challenge is particularly concerning in the Philippines,
where issues in reading comprehension remain prevalent. The 2022 Programme for
International Student Assessment (PISA) report revealed that the Philippines ranked 76th out
of 81 participating countries in reading, a slight improvement from 2018 but still among the
lowest performers globally (Organisation for Economic Co-operation and Development
[OECD], 2023).

In response to these challenges, educators have employed various strategies to
improve reading comprehension. These include the use of explicit instruction in reading
strategies, integrating visual aids and graphic organizers, and incorporating digital tools to
support diverse learning needs (Rosli et al., 2021). More recently, game-based learning has
emerged as a promising method to foster reading comprehension by promoting learner
engagement, motivation, and participation. Educational games can enhance students’
comprehension by immersing them in interactive and goal-driven reading experiences (Putri
& Agustina, 2023).

Games, long associated with entertainment, are now increasingly recognized for their
educational potential. They provide structured environments that support cognitive and
language development through interactive, meaningful, and enjoyable experiences. Unlike
traditional reading tasks, games often incorporate narratives, character roles, and problem-
solving scenarios, making reading feel less like a chore and more like an adventure. In the

context of reading, games can be used to reinforce comprehension skills such as sequencing,
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identifying main ideas, making inferences, and expanding vocabulary through experiential
learning (Mustakim et al., 2022).

The goal of this study was to determine the efficacy of utilizing Avaterrific Quests on
the reading comprehension of Grade 8 students. Specifically, the study seeks to analyze the
efficacy of Avaterrific Quest on strengthening Grade 8 students reading comprehension skills
as indicated by their pre-test and post-test result. It also determines the influence and
effectiveness of strategic integration of Awvaterrific Quest in enhancing reading
comprehension of the students.

2. Literature Review

2.1. Reading

Shiv et al. (2023) describe reading as an active, communicative, and interactive skill
that fosters understanding, communication, critical thinking, and capacity building,
connecting different ages and expanding horizons. Accordingly, reading literacy is the ability
to understand, evaluate, and effectively use information from reading, emphasizing the
importance of introducing simple reading resources early to improve literacy skills (Ira et al.,
2024). In education, reading is a cognitive process aimed at understanding written
information, involving the evaluation of students' comprehension, analysis, and language
skills to improve learning outcomes (Anggun et al., 2021). Inayah et al. (2022) emphasize
that reading was fundamental for students, as it facilitated the construction of meaning from
texts, information acquisition, and learning about the world, all crucial for daily life and
academic success.

According to Verena et al. (2022), reading is an experience of personal meaning,
shaped by subjective interpretations and influenced by individual historical contexts. This
perspective challenges traditional, hegemonic approaches to reading. In contrast, Stanley et
al. (2023) describe reading in education as the decoding of written messages through various
skills and strategies, essential for knowledge acquisition and comprehension, particularly in
foreign language learning, such as English exams. Additionally, Ilham et al. (2022) assert
that reading in education not only spreads knowledge but also deepens understanding and
transforms lives, fostering personal growth and societal development through reflection and

engagement with the world.
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Rosalyn et al. (2021) emphasize that reading extends beyond mere word recognition;
it is a complex, multifaceted skill requiring the comprehension, interpretation, and
meaningful engagement with text. Similarly, Hernando et al. (2020) highlight reading as a
critical cognitive process integral to language acquisition and development. It stimulates
cognitive functions, facilitating language learning, such as Filipino, by enhancing
vocabulary, comprehension, and oral language abilities. Reading contributes to cognitive and
emotional development by fostering imagination, decision-making, and an understanding of
social relationships, which promotes empathy. While challenges like unfamiliar vocabulary
and comprehension difficulties can arise, these can be mitigated through methods such as
reading for enjoyment. Agus et al. (2022) note that in English language education programs,
students preferred entertainment materials like storybooks and romantic novels, despite
reading not being a common hobby. Ultimately, reading is a gradual and sustained process

that is essential for language mastery and cognitive growth.

2.2. Reading Comprehension

According to Navarro (2021), reading comprehension is an essential skill that lays the
groundwork for both academic success and lifelong learning. It involves the ability to derive
meaning from texts, incorporating elements such as understanding main ideas, critical
thinking, metacognitive strategies, and contextual interpretation. It is the skill of integrating
background knowledge with reading materials, emphasizing its role as an interactive process
between the reader and the text, crucial for lifelong learning and academic achievement
(Ozdemir & Akyol, 2019). Umirova (2024) adds that reading comprehension entails
understanding, interpreting, and forming opinions about a text, involving basic elements like
identifying characters, settings, plot, and chronology. Hence, it is vital for developing critical
thinking and is key to both educational success and professional competence (Medranda et
al., 2023).

Reading comprehension involves constructing mental representations in working
memory by integrating external text information with prior knowledge. This process includes
making inferences, forming coherence, and developing topic-specific mental models.
Therefore, the mental representation of written text is essential for knowledge acquisition
(Yopal-Casanare, 2023). It involves elements such as oral comprehension, reading speed,

vocabulary, syntax, and the generation of inferences. Since reading comprehension is
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essential for success in education (Ferroni & Jaichenco, 2022; Aida, 2021; Potot et al., 2023),
this requires constructing coherent mental representations by connecting textual elements
through semantic relations. However, it is a multifaceted process, requiring the simultaneous
activation of various components, including word recognition, sentence processing, and
discourse-level understanding. Reading comprehension involves the interaction between the
reader, the text, and the context of the activity, shaped by sociocultural factors, individual
differences, and prior knowledge (Reese et al., 2020), which also involves answering
questions based on it (Filippo & Meucci, 2022).

Neneng et al. (2022) underscored several key difficulties faced by students in reading
comprehension, including the ability to understand main ideas, translate unfamiliar words,
and create their own understanding of the text. To address these, educators have investigated
a range of instructional strategies to enhance students' reading comprehension skills over
time. Nurmalasari and Haryudin (2021) and Banditvilai (2020) suggest teachers to utilize
engaging materials and instructional strategies, incorporating reading strategies and post-
reading activities into instruction. For instance, Namaziandost et al. (2020) used Jigsaw
technique, a personalized instruction for EFL learners used by teachers, which improved the
performance of the students. On the other hand, Tambis et al. (2023) suggest teacher-guided
instruction and focused remediation while Abejo et al. (2023) and Cabural and Infantado
(2023) stressed the significance of developing encouraging and stimulating reading
environments, offering anxiety management techniques, and attending to individual needs for
diverse learners. Interventions and techniques should also be used to close the achievement
gap between comprehension levels and reading attitude/motivation (Moneba & Lovitos,
2024; Tavera & Casinillo, 2020). Hence, there is a need for specialized interventions and
support systems for students who are struggling with reading comprehension (Torppa et al.
2019).

Reading comprehension poses a number of difficulties for researchers, educators, and
testers (Elleman & Oslund, 2019). Therefore, the development of strategic reading
intervention materials to assist educators and students in remedial programs is necessary
(Pocaan et al., 2022). For this, Idulog et al. (2023) recommend collaborative efforts among
educators, policymakers, and researchers to enhance reading outcomes and foster a literate
society. Improving the reading abilities of students requires a multifaceted approach that
addresses the underlying factors contributing to poor literacy skills. By promoting early
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literacy programs, investing in teacher training, and developing culturally relevant reading
materials, significant progress can be made. These strategies aim to build students' decoding
skills, foster a rich reading environment in schools, and enhance overall academic
achievement. Collaboration between parents and teachers is also crucial in supporting
students' reading development, emphasizing consistent communication and partnership to
enhance decoding capacity and cultivate proficient readers (Mariposa & Bautista, 2023; Paz,
2018). Ultimately, these have significant implications for educators and law makers (Tinapay
etal., 2022).

2.3. Gamification

According to Christopoulos and Mystakidis (2023), gamification in education
involves applying game design principles in non-game contexts to enhance engagement,
motivation, and problem-solving skills. This approach creates interactive experiences that
foster autonomy, competence, and relatedness among users. It also employs game mechanics
(Campos et al., 2024; Jabborova, 2023) to improve learning and engagement (Piecuch et al.,
2023; Passos et al., 2024). It involves incorporating elements like leaderboards, badges, and
ratings to enhance student motivation and cognitive interest, particularly in the context of
computer science learning (Makhovych, 2024). Similarly, it integrates game elements into
non-game settings (Kiran et al., 2024; Manoj et al., 2024; Ofosu-Ampong, 2020).
Gamification has emerged as an innovative teaching approach in English classrooms, aimed
at increasing student engagement and enhancing learning outcomes.

Several studies had been conducted to investigate the effect of gamification on
student engagement. For instance, Matyakhan et al. (2024) investigated the effects of
gamification on reading engagement, reading comprehension, and student perceptions among
Thai EFL university students, highlighting improved student performance. Other studies used
Kahoot Game approach to enhance students' English reading comprehension (Sari et al.,
2022), Teams Games Tournament (TGT) (Tri et al., 2023), and board game activity (Cheng-
Tai et al., 2022), which all underscored positive results in both students’ engagement and
performance. Several authors also noted the positive effects of gamification in language
education (Zsiray, 2023), motivation and engagement in the classroom (John & Thomas,
2024), reading comprehension among EFL students (Qiao et al., 2023; Jair, 2021), students'
interest and enjoyment in learning English (Anisa et al., 2020; Nitiasih & Budiartha, 2021),
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and reading skills (Gustavo et al., 2023; Sa'aleek & Baniabdelrahman, 2020). However,
according to Rao et al. (2022), creating a fun and engaging learning environment is a big
challenge, especially for reading comprehension. The modern student prefers engaging,
interactive learning experiences over traditional methods, which frequently fall short in this
regard. Teachers can design dynamic, captivating learning experiences that accommodate a
wide range of student interests and backgrounds by incorporating game-based activities into
the curriculum (Durano & Candilas, 2023; Macayan et al., 2022; Abenes et al., 2023;
Almonte & Andal, 2023; Esteban, 2024).

3. Methodology

3.1. Research Design

The study employed a quantitative, experimental design to measure the effectiveness
of Avaterrific Quest on students’ reading comprehension skills. Using pre-tests and post-
tests, this design allowed for statistical comparison of comprehension scores before and after
the intervention. The design was chosen to quantify skill levels accurately, assess statistical
significance, and ensure rigorous comparison between the control group (Jacinto section) and
the experimental group (Archimedes section). By applying this approach, researchers aimed

to assess the validity of Avaterrific Quest as a pedagogical tool.

3.2. Research Population

The research took place at a national high school in Laguna, Philippines. Conducted
over four weeks, the study spanned April to May, allowing sufficient time for pre-testing,
intervention, and post-testing, as well as ample data collection to capture meaningful results.
The study focused on a purposive sample of 33 Grade 8 students, divided between sections
Jacinto and Archimedes. This specific sampling provided a controlled environment to test the

effectiveness of Avaterrific Quest within a distinct academic cohort.

3.3. Research Instrument

Data was gathered through a pre-test and post-test, both designed to measure reading
comprehension. Test questions, validated by evaluators for difficulty and alignment with
Grade 8 curricula, covered literary works such as Ramayana, Makato and the Cowrie Shell,
The Tale of Chunyang, The Tale of Two Pebble, and The Golden Fish. These stories,
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relevant to the students’ Afro-Asian Literature syllabus, were used to ensure content
familiarity. Avaterrific Quest, a collaborative board game, served as the intervention tool,
encouraging engagement through game-based learning. Additionally, an evaluation tool,
adapted from the Department of Education’s learning materials guidelines, was used to
assess the acceptability of Avaterrific Quest. This evaluation tool utilized a five-point scale
(ranging from “not acceptable” to “extremely acceptable”) and was validated by three master

teachers to confirm its reliability.

3.4. Data Gathering Procedure

Following the ASSURE model, the data collection process unfolded in several stages:

Analysis. The pre-test was conducted to evaluate the students' baseline reading
comprehension skills using selected literary excerpts. It consisted of a 100-item paper-and-
pencil test designed to measure various aspects of reading comprehension, such as
identifying main ideas, making inferences, and interpreting context clues. Prior to the
administration of the pre-test, a formal letter was sent to the school principal outlining the
purpose, schedule, and significance of the research. Upon receiving approval, a formal
orientation was conducted with the participating students. During this orientation, the
objectives of the study were clearly explained, and the process of data collection was
discussed. In accordance with ethical research standards, both students and their parents were
informed about the study and were provided with consent forms to ensure voluntary
participation. Only after securing the necessary approvals and informed consent did the
actual administration of the pre-test proceed. The test was administered in a controlled
classroom setting to ensure uniformity, with clear instructions and guidance provided to the
students before they began.

State objectives. The educational board game Avaterrific Quest was subjected to
content validation by three English Master Teachers to determine its effectiveness and
acceptability in enhancing reading comprehension. Each evaluator received a complete set of
the game materials, including the game instructions, literary excerpts, and comprehension
questions drawn from selected texts. The evaluators assessed the instructional material using
a specialists’ evaluation rating scale based on specified criteria. After a two-week evaluation
period, the board game received an overall rating of 4.1 — Extremely Acceptable. The
evaluators also provided constructive feedback, recommending that the questions be made
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slightly more challenging yet remain specific to the content. The researchers revised the
materials in accordance with the suggestions and resubmitted the improved version to the
same validators. Upon re-evaluation, the Master Teachers expressed satisfaction with the
revisions and confirmed the instructional material’s appropriateness for classroom use.

Select and design materials. Based on pre-test analysis, questions were designed to
match varying levels of difficulty. These questions were then integrated into Avaterrific
Quest to maximize instructional efficacy.

Utilize materials. Over a period of three weeks, the Avaterrific Quest board game
was integrated into the Grade 8 English curriculum. The intervention was applied to the
experimental group, Grade 8 Archimedes who engaged with the board game twice a week
during scheduled class hours. To maintain structure and promote collaborative learning, the
students were divided into four groups named after elemental themes: Fire, Earth, Water, and
Air. Each group was assigned a specific literary selection to focus on during the gameplay
sessions. The board game was specifically designed to accommodate four groups, with each
group consisting of five members. It features 28 stations, each presenting literary excerpts
drawn from culturally rich and age-appropriate texts. From these texts, comprehension
questions were developed and categorized according to difficulty easy, average, and hard.

The primary objective of the game was for each group to traverse the board by
advancing through the territories of the four elemental nations, with the ultimate goal of
reaching the central tower. Movement across the board was determined by the students’
ability to correctly answer reading comprehension questions based on the provided literary
excerpts. For every correct answer, students earned coins, which could later be exchanged for
rewards at the end of the session. This gamified approach aimed to foster engagement,
teamwork, and a deeper understanding of the texts through interactive learning.

Require learner response. After the three-week intervention period, a post-test was
administered to evaluate the effectiveness of Avaterrific Quest in enhancing students’
reading comprehension. Both the control group (Grade 8 Jacinto) and the experimental group
(Grade 8 Archimedes) participated in the post-test during their scheduled class hours. The
assessment, which mirrored the structure and content of the pre-test, was designed to
measure improvements in comprehension skills following the intervention. Upon completion,
the post-test papers were manually checked and analyzed by the researchers to identify any

significant differences in performance between the two groups. The results provided the basis
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for determining the impact of the gamified instructional tool on students' reading
comprehension.

Evaluation. Data from pre- and post-tests were analyzed statistically to determine the
impact of Avaterrific Quest.

3.5. Statistical Treatment of Data

Data analysis involved several statistical tools. The mean and standard deviation
assessed the comprehension levels before and after the intervention. A paired-sample t-test
was employed to examine significant differences in scores between the pre-test and post-test
results for each group. Additionally, the weighted mean analyzed the acceptability of
Avaterrific Quest based on the evaluators' feedback. These statistical tools provided insights
into the effectiveness of the intervention, enabling valid conclusions about Avaterrific

Quest’s potential as an instructional tool.

3.6. Research Ethics

Confidentiality and anonymity were maintained at all times; students’ names were not
disclosed in any part of the research findings. Participation in the study did not pose any risk
to the respondents, and they were informed that they could withdraw at any stage without
penalty. Overall, the study was conducted with a strong commitment to ethical standards,
ensuring respect, fairness, and transparency for all participants.

4. Findings and Discussion

The level of reading comprehension of selected grade 8 students was revealed in table
1, which shows the mean, standard deviation, and verbal interpretation. The results show the
reading comprehension levels of grade 8 students in the pre-test. Grade 8 Jacinto achieved a
mean score of 21.93, which is interpreted as very limited proficiency. This suggests that
students struggle significantly with reading comprehension tasks, indicating a need for
targeted interventions to improve their reading skills. The low mean score reflects their
difficulty in understanding and interpreting written material, which may hinder their overall
academic progress. In contrast, Grade 8 Archimedes attained a higher average score of 38.44,
which is categorized as limited proficiency. Though they achieved limited proficiency, this
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still suggests that the students are in need of guidance in terms of enhancing their reading

comprehension skills.

Table 1

Level of reading comprehension of grade 8 students in the pre-test

Section Mean SD Verbal Interpretation
Jacinto (Controlled Group) 21.93 9.87 Very limited proficiency
Archimedes (Experimental Group) 38.44 11.25 Limited proficiency

Legend: 0-25 Very limited proficiency; 26-50 Limited proficiency; 51-75 Proficient; 76-100 Highly Proficient;
101-106 Expert

In line with this, the PISA 2018 results show that Filipino students did poorly in
reading, with reading comprehension being the most concerning area. These low scores are
caused by a number of factors, such as socioeconomic inequality, a lack of teacher
preparation, and restricted access to high-quality educational resources. Similarly, the
findings of Misanes and Pascual (2023) showed 98.7% of the students identified as
"frustrated,” indicating that they had a very hard time understanding the reading materials
that were given.

Table 2 presents the reading comprehension level of grade 8 students after the
implementation of Avaterrific Quest. The findings are summarized in a table, detailing the

statement, mean, standard deviation, and verbal interpretation.

Table 2

Level of reading comprehension of grade 8 students in the post test

Section Mean SD Verbal Interpretation
Jacinto (Traditional) 36.87 13.18 Limited proficiency
Archimedes (Avaterrific Quest) 54.61 15.21 Proficient

Legend: 0-25 Very limited proficiency; 26-50 Limited proficiency; 51-75 Proficient; 76-100 Highly Proficient;
101-106 Expert

The data reveals significant improvements for both classes, with notable differences
in the extent of progress. Grade 8 Jacinto, which continued with the traditional method of
teaching, achieved an average score of 36.87 categorized as limited proficiency. Compared to

their pre-test performance, this marks a substantial improvement from a mean score of 21.93,
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indicating that traditional teaching methods did help enhance their reading comprehension
skills. However, despite this progress, students in Grade 8 Jacinto still fall short of achieving
full proficiency. This suggests that while traditional methods can foster some degree of
improvement, they may not be sufficient to elevate students to a higher level of reading
comprehension. In contrast, Grade 8 Archimedes, which utilized the innovative Avaterrific
Quest teaching method, attained a significantly higher average score of 53.58 in the post-test.
This score is interpreted as proficient, indicating that students in this class have achieved a
solid understanding and ability to interpret written material. The shift from a pre-test mean
score of 38.44 to a post-test mean score of 53.58 represents a remarkable enhancement in
reading comprehension skKills.

Table 3 shows the change in reading comprehension levels of grade 8 students before
and after using two different teaching methods.

Table 3
Difference in the reading comprehension level before and after the utilization of traditional teaching and

Avaterrific quest

. Mean . .
Section Pre-test Post Test t-stat df t-crit p-value  Analysis
Jacinto (Traditional) 21.93 36.87 -6.7333 14 2.1448 0.000 Significant
Archimedes (Avaterrific Quest) 38.44 54.61 -3.5623 17 2.1098 0.002 Significant

*p-value < 0.05, significant

For Grade 8 Jacinto, which utilized the traditional teaching method, the data shows an
increase in reading comprehension levels. Students' mean scores improved from 21.93 in the
pre-test, categorized as very limited proficiency, to 36.87 in the post-test, which falls under
limited proficiency. This substantial gain indicates that the traditional teaching method had a
positive impact on students' reading comprehension skills, enhancing their ability to
understand and interpret text despite the method’s conventional approach. Similarly, for
Grade 8 Archimedes, which used the Avaterrific Quest, the improvement in reading
comprehension levels was also evident. The mean scores for these students rose from 38.44
in the pre-test, interpreted as limited proficiency, to 53.58 in the post-test, categorized as
proficient. This considerable progress demonstrates the effectiveness of the Avaterrific Quest
method in not only improving students' reading comprehension but also elevating them to a

higher proficiency level. The engaging and interactive nature of the Avaterrific Quest
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appears to have provided a more effective learning experience, leading to better outcomes in
reading comprehension.

Both teaching methods resulted in substantial improvements in students' reading
comprehension levels. However, the improvement and the final proficiency levels achieved
differ between the two methods. The traditional teaching method led to meaningful progress,
bringing students from a very limited to a limited proficiency level. In contrast, the
Avaterrific Quest resulted in a greater increase in scores, moving students from limited
proficiency to a proficient level.

The comparison between the two classes underscores the effectiveness of innovative
teaching strategies over traditional methods. Grade 8 Archimedes not only improved more
significantly in their reading comprehension levels but also reached a higher level of
proficiency. This highlights the potential benefits of adopting new and interactive teaching
methods to better support student learning and achievement. The innovative approach of
Avaterrific Quest, with its potential for greater engagement and tailored learning experiences,
demonstrates a more substantial improvement in student outcomes compared to the
traditional teaching method.

The result of this study is similar to Sanchez et al. (2023) on the impact of interactive
versus conventional teaching approaches on the reading comprehension performance of
fourth graders, Yulandari et al. (2022) on the implementation of language games in
improving the students’ reading comprehension, and Durano and Candilas (2023) on the
utilization of gamification in enhancing the reading comprehension skills of students. The
findings concur with Nurmalasari and Haryudin (2021) that teachers can assist students in
developing the skills required for proficient reading comprehension in English by utilizing
engaging materials and instructional strategies, which will help with comprehension and
language acquisition. Therefore, interventions and techniques should also be used to close the
achievement gap between comprehension levels and reading attitude/motivation (Moneba &
Lovitos, 2024) as this study found out that utilization of game-based approach in learning has
a significant effect in enhancing reading comprehension skills of the students by being
engaged in reading activities.

Table 4 displays the evaluation rating of the instructional material based on the

specified evaluation criteria.
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Table 4

Specialists’ evaluation rating

Evaluation Criteria 1 Evaluzators 3 Weighted Mean  Verbal Interpretation
Discussion 4.20 420 4.20 4.20 Very Acceptable
Activities 4.20 400 4.20 4.13 Very Acceptable
Content 4.20 420 4.20 4.20 Very Acceptable
Format 4.80 5.00 4.80 4.87 Extremely Acceptable
Usability/Utility 360 500 3.80 4.13 Very Acceptable
Consistency 4.00 480 4.00 4.27 Very Acceptable
Adaptability 4.20 440 4.20 4.27 Very Acceptable
Appropriateness 400 480 4.00 4.27 Very Acceptable
Aesthetic Value 4.40 460 4.40 4.47 Very Acceptable
Overall weighted mean 4.18 456 4.20 4.40 Very Acceptable

Legend: 4.1-5 Extremely Acceptable; 3.1-4 Very Acceptable; 2.1-3 Moderately Acceptable; 1.1-2 Slightly
Acceptable; 0-1 Not Acceptable

Feedback on the evaluation of the different criteria was consistently positive, with
most aspects being rated as very acceptable. The discussion, content, and activities received
high ratings from all evaluators, with weighted means of 4.20, 4.20, and 4.13, as appropriate.
With a weighted mean of 4.87, the format received an even higher rating of extremely
acceptable. The ratings for usability/utility varied somewhat more, ranging from 3.60 to 5.00,
resulting in a weighted mean of 4.13. Aesthetic value was scored slightly higher, at 4.47, than
consistency, adaptability, and appropriateness, which all had similar scores and a weighted
mean of 4.27. With a weighted mean of 4.40 across all criteria and evaluators, the
performance was deemed very acceptable overall.

Upon the acceptability of the developed learning material, this illustrated that
gamification may have the potential in enhancing students’ skills and knowledge as it is
stated that gamified instruction engages students' interest and motivation by introducing
game elements like challenges, rewards, and interactive narratives that allows learners for
deeper engagement and comprehension with textual content (Nitiasih & Budiartha, 2021).
Furthermore, incorporating game-based learning strategies into instructional practices adds to

the body of knowledge on interventions aimed at enhancing reading comprehension and
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offers suggestions for efficient teaching strategies for Filipino students (Durano & Candilas,
2023).

5. Conclusion

This study examined the impact of Avaterrific Quest, a gamified learning tool, on the
reading comprehension of grade 8 students. Comparing an experimental group using
Avaterrific Quest with a control group using traditional methods, the results showed a
significant improvement in the experimental group's reading comprehension. This
demonstrated the effectiveness of gamified learning in enhancing student engagement and
comprehension.

Based on these findings, several recommendations are proposed. Teachers are
encouraged to integrate gamified learning methods like Avaterrific Quest to foster greater
student engagement and create a more enjoyable learning environment. Additionally,
educators should consider developing similar interactive tools to reinforce comprehension
and retention. Further research on gamified learning, particularly in teaching literature, is
recommended to assess long-term benefits. Lastly, incorporating formative assessment
games can help teachers monitor progress, identify areas for improvement, and provide
timely feedback to support student development in reading comprehension.
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