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ABSTRACT

The Philippines scored the lowest and bagged the lowest spot out of all the nations that took part in the 2018
Programme for International Student Assessment (PISA). This study aimed to evaluate the effectiveness of
game-based learning activities in enhancing Filipino language vocabulary among Grade 9 students in a
secondary school in Misamis Occidental during the 2024-2025 academic year. The study implemented a
single-group pretest-posttest design that involved 29 Grade 9 students who were chosen through purposive
sampling. Students engaged in vocabulary-enhancing games specifically designed to improve their Filipino
vocabulary. Researchers administered pre- and post-tests to assess the students' vocabulary knowledge before
and after the intervention. The pre-test aimed to determine the baseline vocabulary levels, while the post-test
assessed the improvement in vocabulary after the game-based learning activities. Statistical analysis was
conducted using SPSS, applying descriptive statistics and a paired t-test to measure vocabulary improvement
and evaluate the impact of the game-based learning intervention. The findings showed that before the
conduction of the game-based learning activity, the students’ level of vocabulary was generally below the
expected level. A significant improvement in the students' vocabulary performance was seen following the
game-based learning activities. The analysis revealed a highly significant difference in the students' Filipino
vocabulary before and after the game-based learning exercise was implemented. Therefore, game-based
learning can be an effective instrument for improving vocabulary retention and fostering student engagement
in the Filipino language. The development of vocabulary and general language learning in Filipino can be
aided by integrating game-based activities into the curriculum.

Index Terms: Filipino language, game-based learning activity, grade 9 students, Misamis Occidental,
students’ vocabulary

INTRODUCTION

Students' overall performance in vocabulary development needs to be improved. The Philippines’ 2022
Program further demonstrates this problem for International Student Assessment (PISA) reading rankings,
which place it 76th out of 81 nations. It is crucial to concentrate on improving the students' vocabulary since
the vocabulary knowledge of the students positively affects their reading comprehension. Therefore, to
enhance their comprehension of reading, vocabulary enrichment is required (Manihuruk, 2020).

Vocabulary development and building up are key parts of learning a language and improving communication,
equally significant as the four fundamental abilities of writing, reading, listening, and speaking. Effective
communication is built on a strong and solid vocabulary. The more words a learner acquires, the more
extensive their range of concepts and expressions becomes, allowing for flexible and nuanced use of language.
Conversely, insufficient vocabulary limits students' ability to fully grasp concepts. A lack of vocabulary
impairs both language comprehension and production, hindering learners’ overall progress. Since vocabulary
knowledge is essential to learning, it plays a vital role in academic success (Remo et al., 2022).
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Students struggle to learn new words and expand their vocabulary. They often struggle with vocabulary
mastery. Reluctance to explore the dictionary, limited exposure to and practice of remembering new words,
and reduced interest in learning are the primary factors affecting this difficulty (Afidah and Machfudi, 2022).
Furthermore, aside from intrinsic factors, external factors such as traditional teaching methods like rote
memorization and the use of flashcards were seen as less effective, especially in the 21% century (Yuldashevna,
2023).

Research has shown that limited vocabulary knowledge plays a significant part in learners' hesitation to
interact with listening and reading resources (Ghalebi et al., 2020). This limited vocabulary of the learners is
particularly evident in the Filipino language. Students struggle to understand the meanings of deep words,
language, and vocabulary in Filipino. Learners frequently encounter unfamiliar or complex terms, prompting
them to consult their teacher, refer to a dictionary, or search for definitions online. Nevertheless, internet
resources are not always trustworthy, rendering this tactic less efficient. Although teacher support during in-
class reading tasks can be beneficial, it presents difficulties during tests when students are unable to ask
questions, which often leads to misconceptions and inadequate understanding (Lescano, 2019). The loss of
interest in learning the Filipino language, combined with limited exposure to it, also affects the vocabulary
development of the students. Students' limited exposure to the Filipino language and their inclination towards
English, particularly in areas like commerce, communication, and social media, obstruct their vocabulary
growth and enthusiasm for the language. They view English as more prevalent and commonly used, even
within academic subjects. (Abaigar et al., 2024). The lack of interest in learning the Filipino language among
peers was also seen as a factor that affects the motivation of an individual to learn (Delos Reyes et al., 2023).
Despite the government's efforts to elevate the Philippines’ literacy rate, numerous students still seek
assistance and guidance with building vocabulary, reading comprehension, and developing skills to think
critically (Idulog et al., 2023).

Supplementary and alternative strategies, such as mnemonic devices, were employed to enhance vocabulary
mastery; however, their proper implementation requires significant time and effort. Students may also rely on
mnemonics, which can limit their ability to understand and use vocabulary in context (Lubis and Syahputri,
2022). Word walls offer a range of creative and engaging vocabulary activities; however, they lack a space to
explain students' answers, whether correct or incorrect (Arsini et al., 2022).

Game-Based Learning, also known as GBL, is a new educational approach that has emerged as a key element
of contemporary education, shifting the focus from traditional discussions and paper-and-pencil assignments to
learning through games. It has become popular today and has been seen to improve learners' vocabulary
performance (Remo et al., 2022). It has become an innovative method of instruction that can boost students’
enjoyment, motivation, and emotional engagement (Hartt & Mostafapour, 2020). Games teach learners a lot,
which makes them both educational and constructive (Chizary et al., 2017). Game-based learning has proven
effective in improving the vocabulary level of students, and participants showed a favorable outlook on
learning vocabulary using digital vocabulary games (Lozarito & Segumpan, 2022).

Game-based learning in improving vocabulary has become well-known. However, most of the studies focus on
using GBL to build up students’ vocabulary in the English language. Hence, the researcher identified a
perceived knowledge gap in previous studies regarding game-based learning and its potential to enhance
students' vocabulary in the Filipino language. In addition, the topic of the Filipino language was not addressed
in prior research. This covers a number of topics that scholars in other domains have only lately begun to focus
on (Miles, 2017).

The primary objective of this action research was to improve Filipino language vocabulary among students at a
secondary school in Misamis Occidental during the 2024-2025 school year, utilizing game-based learning. It
limited generalizability to other contexts by focusing on a particular student group. The study focused on
vocabulary development, excluding other language contexts. The research focused on how vocabulary building
is connected to grammar, speaking, and reading comprehension. It was carried out over a brief period,
capturing short-term impacts. Additionally, the study utilized pre-selected games, leaving other instructional
tools unexplored. These criteria guarantee a targeted analysis while pointing out directions for further study.
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This study addresses the challenge of vocabulary development in Filipino among secondary school students, a
critical skill for effective communication and academic success. By incorporating learning through games, the
research offers an inventive method of instruction that fosters engagement and enhances language proficiency.
The findings benefit students by increasing their performance and knowledge, teachers by offering engaging
teaching strategies, school administrators by offering practical curriculum insights, and researchers in the
future by adding to the body of information on language education and GBL.

Game-based learning (GBL) is a contemporary method of teaching that includes game mechanics into
educational activities, a process often called gamification (Trybus, 2015). Applying learning through games
and gamification resulted in a rise in motivation and engagement with learning. Students put extra effort into
absorbing the material, resulting in significantly higher learning outcomes (Liu et al., 2020).

Students learn vocabulary from teachers, peers, and learning materials. Teachers play a key role by introducing
words, teaching strategies for vocabulary acquisition, and encouraging self-reliance in expanding vocabulary
(Remo et al., 2022). Learning and mastering vocabulary can be challenging; specific strategies, such as using
digital games, can make the process easier and more engaging (Sagubay-Lozarito and Segumpan, 2022). As
games play a notable function in the lives of children and teenagers today, these activities can serve as
valuable tools for developing learners’ vocabulary skills and increasing cooperation at the same time
(Mohamed and Shaaban, 2021). GLA introduces new ideas more successfully than the traditional method.
Learners enjoyed vocabulary learning activities in creative techniques (Samortin, 2020). It has been seen as a
promising plan for effectively acquiring and retaining knowledge (Chen et al., 2019).

Students' disinterest in the Filipino subject, influenced by various factors, results in limited vocabulary and
poor academic performance. Presenting Filipino terminology in a fun and engaging way can help alleviate this
lack of interest. Interestingly presenting word definitions increases the likelihood that students will actively
participate. Making learning the Filipino language fun and engaging can significantly improve student
engagement and retention. It has been demonstrated that this method increases enthusiasm and improves
language proficiency. (Cayaban et al., 2023). Pinoy Henyo and Bugtong Bugtong are examples of localized
game activities that have made learning Filipino words enjoyable and stimulated critical thinking while
simultaneously being interactive and increasing students' vocabulary levels. (Realo et al., 2019).

The GBL activity aims to improve students’ vocabulary during the academic year 2024-2025. The proposed
strategy integrates elements of games such as scoring, vying, challenges, and rewards into educational content
to encourage students and promote learning. Unlike traditional instruction, game-based learning activities
immerse students in interactive experiences, encouraging them to apply skills, solve problems, or complete
tasks within a structured, game-like format.

The researcher proposed that students enhance and expand their vocabulary in the Filipino language by
engaging in activities under game-based learning. The researcher intended to create a cooperative vocabulary-
enhancement game for students to play. Groups will be formed from the class for the game. To find and know
the definition of the complex or challenging word in the sentence, each group will compete. They will use the
word in a sentence once they understand its meaning. The winning group will be the one with the most correct
answers. This creative activity is incorporated into the Filipino discussion. The objectives of this innovation
were to improve the vocabulary of Grade 9 students, develop their skills to communicate, think critically,
comprehend and value literature, and improve their general performance.

This action research aimed to enhance students' vocabulary in the Filipino language at one of the secondary
schools in Misamis Occidental during the S.Y. 2024-2025. Specifically, this study seeks to answer the
following questions:

What is the level of students' vocabulary in the Filipino language before the implementation of the game-based
learning activity?

What is the level of students' vocabulary in the Filipino language after the implementation of the game-based
learning activity?
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Is there a significant difference in students' vocabulary in the Filipino language before and after the
implementation of the game-based learning activity?

METHODS

Research Design

This action research used a single-group pretest-posttest design. It involves taking measures both before and
after an intervention to ascertain its impact (Suriah et al, 2022). It is deemed appropriate as it seeks to enhance
students' vocabulary on the Filipino language using game-based learning.

Research Setting

The study was conducted at a particular public secondary school in Ozamiz City, focusing on the junior high
school level,specifically on the Grade 9. The educational institution functioned as a complete secondary school
that welcomed students from Grade 7 through Grade 12. It accepts students from diverse backgrounds and
adheres to the Department of Education’s prescribed curriculum, which includes Filipino as one of its subjects.

Research Participants

The participants of the study were 29 Grade 9 students from one section that the researcher was teaching.
Purposive sampling was utilized to select participants who met the following criteria: students enrolled as
Grade 9 students for the academic year 2024-2025; students who were identified to have poor performance;
and students who were willing to participate in the study. Prior to conducting the survey, the researcher
ensured that these criteria were met. However, other sections of the same grade level in the study are excluded
by the researcher.

Research Instrument
The researcher used the following research instruments as the data gathering tool:

A. Filipino Vocabulary Enhancer Test (Pagsusulit sa Pagpapalawak ng Bokabularyong Filipino). A 50 test
developed by the researcher was used to measure the students’ knowledge of Filipino vocabulary covering
topics such as the Noli Me Tangere sa Puso ng mga Asyano from the 4th grading period of Filipino 9. The
researcher asked five Filipino department experts to evaluate the test questionnaire in order to guarantee the
test's validity. The instrument underwent a pilot test with participants outside the study and resulted in a
Cronbach’s Alpha score of 0.7. These questions were utilized in the pre-test and post-test phases.

The following scale was used in determining the students’ vocabulary.

Score Grade Equivalence Interpretation

42-50 90-100 Outstanding

38-41 85-89 Very Satisfactory

34-37 80-84 Satisfactory

30-33 75-79 Fairly Satisfactory
Below 30 Below 75 Did not meet the expectation

B. Lesson Plan. The researchers created a lesson plan focused on the novel Noli Me Tangere, integrating
game-based learning (GBL) to enhance vocabulary. The lesson plan was thoroughly examined by the
cooperating teacher and edited by the researcher prior to implementation. The implementation occurred
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specifically with the Grade 9 students during the academic year 2024 - 2025 in one of the public secondary
schools in Misamis Occidental.

Data Gathering Methods

A. Pre-Implementation Phase. The researcher first sought permission from the College of Education dean.
After the approval, permission from the Schools Division Superintendent, the principal, the cooperating
teacher, and the parents of the student was sought to proceed with the study. Consent forms were distributed to
the parents of the students, and assent forms were collected from the students themselves once approval was
obtained. Following the completion of all required paperwork and permissions, the study proceeded to pre-
testing the students’ foundational understanding of the Filipino words and ideas covered in the study.
Additionally, the researcher created lesson plans and other crucial teaching resources based on the
incorporation of game-based learning into the teaching methodology. At this point, the teachers' lesson plans
and PowerPoint presentations were used to create the assessments and activities.

B. Implementation Phase. The researcher explained and explored the lessons through the utilization of the
game-based learning task in the class. Students received thorough guidance and instruction on how to use the
game for the task. One month following the implementation of the intervention, an assessment was conducted
to identify the extent to which the vocabulary of the students had improved.

Since this study employed data triangulation, observations were made in order to gather additional data.
Throughout the implementation, the researchers took field notes, photos, screenshots, and video recordings of
the class lessons in order to document the data.

C. Post-Implementation Phase. The post-implementation stage involves tallying data, analyzing it, and
interpreting the findings to report conclusions. After completing the research study, the work was proofread,
edited, and finalized. The research findings needed to be systematically shared with a particular group of
people.

Ethical Consideration.

Informed consent from the participants was acquired by the study's ethical norms and obtained prior to the
survey. In accordance with ethical standards, the researcher thoroughly briefed participants about the Data
Privacy Act of 2012. It is connected to the dedication toward personal information protection through this
method of sensitive data management accountability.

The study participants received detailed explanations regarding study goals alongside information about
potential advantages and their essential role in the research. The researcher emphasized the confidentiality of
collected information to participants while assuring them their identities would remain confidential throughout
the study.

Data Analysis
The researcher used Minitab software, and the following statistical tools were used:

Frequency and Percentage. The data analysis used frequency and percentage to determine student achievement
levels before and after game-based learning was implemented.

Paired T-Test. This tool was applied to determine whether there was a significant difference between students'
academic results prior to and following their engagement in game-based learning activities.

RESULTS AND DISCUSSIONS

Students’ Vocabulary in Filipino Language Before the Implementation of the Game-based Learning Activity
Table 1 presents the Filipino language vocabulary results of the students in the Filipino language prior to the
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introduction of the game-based learning activity. The data show a troubling pattern in the students' initial
performance, which is used to gauge how well the intervention worked.

The data shows that before the use of the game-based learning activity, the students’ level of vocabulary was
typically lower than the anticipated level. (M=24.21). Out of the total respondents, only one student (3.45%)
achieved a Fairly Satisfactory level, while the vast majority (n = 28, 96.55%), Did Not Meet the Expectation.
There were no students noted in the Outstanding, Very Satisfactory or Satisfactory categories. It can be
inferred from the given scoring range that the overall mean score is within the Did Not Meet the Expectation
bracket which roughly (M=24.21).

This finding indicates a fundamental vocabulary gap with regard to the Filipino language. This lack
demonstrates a limitation of relevant vocabulary foundation that may impede understanding, expression, or
achievement in Filipino subjects. It also serves as a reminder of the need to apply the strategies, particularly
the game-based learning activity, in increasing motivation to build up language proficiency.

The learners' low vocabulary is particularly evident regarding the Filipino language. Lack of vocabulary
exposure, students frequently struggle to understand complicated Filipino terminology and must rely on
teacher advice or inconsistent meanings found online (Lescano, 2019). Students' decreasing interest in the
Filipino language and their perception of English as more relevant because of its predominance in academic
and media material worsen their limited vocabulary (Abaigar et al., 2024).

Students may continue to struggle with deeper parts of the Filipino topic, such as reading comprehension,
writing, and oral communication, if the gaps in vocabulary development are not addressed. The poor baseline
performance highlights how urgently learner-centered strategies, such as game-based learning, are needed.
These strategies not only increase vocabulary but also develop positive attitudes about the subject. This
highlights the significance of educators and administrators of the school in creating an interesting and
culturally appropriate activities that promote long-term vocabulary growth and academic achievement in the
Filipino language.

Table 1. Students’ Vocabulary in Filipino Language Before the Implementation of the Game-based Learning
Activity

Performance Frequency Percentage
Fairly Satisfactory 1 3.45
Did not Meet the Expectation 28 96.55
Overall Performance 24. 21 — Did not Meet the Expectation

Note: Performance Scale: 42-50(Outstanding); 38-41 (Very Satisfactory); 34-37(Satisfactory); 30-33 (Fairly
Satisfactory); 1-29

(Did not Meet Expectation)

Students’ Vocabulary in Filipino Language After the Implementation of the Game-based Learning
Activity

Table 2 presents the performance of the learners after the use of the game-based learning activity aimed at
improving Filipino vocabulary. The learners' general performance improved significantly, as evidenced by
their M = 46.03 score, which, according to the performance scale, places them in the Outstanding category.

A total of 25 students (86.21%) achieved Outstanding performance, indicates that the GBL exercise was
extremely efficient in enhancing Filipino vocabulary skills and comprehension. Students were better able to
remember and use new terminology because of the activity's dynamic, interesting format. Although they were
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marginally behind the top tier, three students (10.34%) demonstrated significant improvement by getting to the
Very Satisfactory level. Just one student (3.45%) attained the Satisfactory level, indicating a strong vocabulary
foundation with potential for improvement. Interestingly, none of the pupils were classified as Fairly
Satisfactory or Did Not Meet Expectations, demonstrating the intervention's overall effectiveness.

The overall performance score of (46.03), classified as Outstanding suggests a notable enhancement in
students’ vocabulary performance following the use of game-based learning. The strategy's capacity to
promote greater motivation and engagement is demonstrated by the high concentration of students in the
Outstanding category. The absence of learners in the lower categories further demonstrates the activity's
efficacy and inclusivity in accommodating different learning styles. Every student's score fell between
satisfactory and exceptional indicates that game-based learning not only promotes vocabulary development but
also reduces the performance difference between students.

By immersing students in relevant and participatory activities, game-based learning enhances the retention of
vocabulary. It facilitates comprehension and long-term word recall by enabling students to investigate
language in context (Remo et al. 2022). Compared to conventional approaches, game-based learning
methodologies increase motivation, emotional involvement, and participation. These elements assist close the
achievement gaps between students of various skill levels by creating a more dynamic classroom setting for
learning. The data demonstrates that no student was classified as "Fairly Satisfactory” or "Did Not Meet
Expectations,” demonstrating inclusivity and efficacy across various learning levels (Hartt and Mostafapour,
2020).

Presenting Filipino vocabulary in engaging formats helps overcome students’ disinterest in the subject. Game-
based formats transform learning into an enjoyable and interactive experience, which in turn improves
academic outcomes (Cayaban et al., 2023). This result matched the conclusion of the study that vocabulary
growth and student motivation were greatly enhanced by the game-based activity's captivating elements.

According to the study's findings, game-based learning is an efficient method for expanding one's vocabulary
in the Filipino language as well as an effective means to deal with low performance and student
disengagement. Teachers and curriculum writers should think about incorporating game-based approaches into
regular Filipino instruction to improve language competence and academic advancement, given its
effectiveness in encouraging involvement, comprehension, and passion.

Table 2. Students’ Vocabulary in Filipino Language After the Implementation of the Game-based Learning
Activity

Performance Frequency Percentage
Outstanding 25 86.21
Very Satisfactory 3 10.34
Satisfactory 1 3.45
Overall Performance 46.03 — Qutstanding

Note: Performance Scale: 42-50(Outstanding); 38-41 (Very Satisfactory); 34-37(Satisfactory); 30-33 (Fairly
Satisfactory); 1-29

(Did not Meet Expectation)

Significant Difference in Students’ Vocabulary in Filipino Language Before and After the Implementation of
the Game-Based Learning Activity
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Table 3 displays the substantial change in the Filipino language vocabulary among the students’ initial
assessment to their post-game learning evaluation. The findings demonstarted that there was a highly
significant difference between the vocabulary levels in Filipino of the students, before and after the game-
based learning activity was implemented (t = 22.27, p = 0.00).

Before the use of the GBL activity, the students’ mean score was (24.21). However, after the activity, the mean
raised to (46.03). The (t = 22.27 and a p = 0.00) indicates that the observed mean score differences are
statistically significant meaning the probability of observing such change by chance is exceedingly low. These
results show that the intervention had a significant favorable effect on students' vocabulary performance. The
use of GBL greatly improves students’ acquisition of Filipino vocabulary. The rise in mean scores following
the intervention suggests that the games' interactive and captivating elements may have enhanced students'
motivation, engagement, and language retention. A more engaging learning environment was produced by
game-based tactics, which helped students better comprehend and use new words in context. The significant
improvement also suggests that learners' language difficulties could not be adequately addressed by traditional
teaching methods alone. A creative, student-centered method, game-based learning not only improves
academic achievement but also makes the learning environment more interesting and engaging.

After playing digital vocabulary games, students showed increased vocabulary and a more enthusiastic
approach to learning (Sagubay-Lozarito and Segumpan 2022). Engaging learning experiences and active
engagement, game-based learning improves the critical thinking and language processing abilities of the
learners (Chizary et al. 2017).

These findings suggest that teachers and curriculum designers have to think about incorporating game-based
methods of learning into Filipino language training. By doing this, they can improve academic results, boost
student engagement, and more successfully handle vocabulary issues. Game-based education could potentially
be a scalable and sustainable approach for enhancing Filipino language instruction in classrooms of the 21st
century, as seen by the notable improvements observed in this study

Table 3. Significant Difference in Students’ Vocabulary in Filipino Language Before and After the
Implementation of the Game-Based Learning Activity

Variables M SD T value P value

Students’ Vocabulary in Filipino 24.21 4.80
Language Before the Implementation of
the Game-based Learning Activity

Students’ Vocabulary in Filipino 46.03 3.48
Language After the Implementation of the .
Game-based Learning Activity 22.27 0.000

Note: *** p < .001 (Highly Significant);**p<0.01 (Highly Significant); *p<0.05 (Significant); p>0.05 (Not
significant)

SUMMARY AND FINDINGS

Summary

The goal of the study was to improve grade 9 students' vocabulary in the Filipino language using a game-based
learning activity during the 2024-2025 academic year at a specific secondary public school in Ozamiz City.
Using a classroom-based action research design, 25 students were chosen for the study using purposive
sampling. The researcher conducted data collection through tests and used paired t-tests together with
frequency and percentage calculations for analysis.. Specifically, the objectives of the study were to: (1)
determine the level of students’ vocabulary in Filipino language before the implementation of the game-based
learning activity (2) determine the the level of students’ vocabulary in Filipino language after the
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implementation of the game-based learning activity; and (3) identify the significant difference in students’
vocabulary in Filipino language before and after the implementation of the game-based learning activity.

Findings
The following were the key findings of the study:

The majority of the learners did not meet the expectation level of vocabulary in the Filipino language, and a
few displayed a reasonably satisfactory level of vocabulary in Filipino before the implementation of the game-
based learning activity.

The students’ level of vocabulary in the Filipino language improved significantly after the implementation of
the game-based learning activity; the majority of the students demonstrated an outstanding level, while others
reached the very satisfactory and satisfactory level. Resulting in an overall performance that falls under the
outstanding category.

The study revealed that there was a highly significant difference between the Filipino language vocabulary of
the students before and after the game-based learning activity was implemented.

CONCLUSION AND RECOMMENDATIONS
Conclusion
Based on the findings, the following conclusions are drawn:

Prior to the game-based learning exercise, students' Filipino vocabulary was limited, highlighting the
shortcomings of conventional teaching strategies in fostering language development. This indicates that
Filipino terms were challenging for students to understand and remember, emphasizing the need for additional
interesting, student-centered teaching methods.

The notable enhancement in vocabulary levels following the use of the game-based learning activity
demonstrates the effectiveness of interactive and engaging strategies in enhancing language acquisition. This
result indicates that game-based learning offers students a nurturing and enjoyable atmosphere that promotes
active engagement and memory retention.

The significant improvement in students' academic performance between pre- and post-game-based learning
intervention shows the efficacy of this teaching strategy in language instruction. This research reinforces the
notion that game-based learning can significantly improve the academic performance of students in the
development of their Filipino vocabulary.

Recommendations
Based on the findings and conclusions, it is recommended that:

Filipino language teachers acquire game-based learning approaches that actively involve learners in interactive
activities aimed at building vocabulary to enhance

their comprehension and memory of Filipino terms.

Teachers facilitate game-based activities by guiding student participation, encouraging collaboration, and
creating a supportive environment that promotes meaningful engagement and deeper vocabulary learning.

School administrators facilitate the introduction of game-based learning by supplying essential instructional
resources, technological tools, and training opportunities that encourage innovative and student-centered
teaching methodologies.
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Students utilize their enhanced vocabulary understanding by employing Filipino words in different real-life
situations, engaging actively in language activities, and forming significant links between classroom education
and everyday communication.

Researchers in the future could explore the effects of GBL techniques on improving other elements of Filipino
language acquisition, including grammar skills, reading comprehension, and oral communication abilities.
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