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Abstract

The main objective of the study is to develop game-based assessment tools (GBAT) 
for the Technology Livelihood Education (TLE) subject in the Junior and Senior 
High School of K-12 Program using Quizizz Application. The study utilized  
a developmental approach to research. The students as contributors were trained to 
equip themselves on how to use the Quizizz Application to create game-based 
activities. The students as contributors created GBAT and curated them to the TLE 
Learning Hub developed by the researchers. Developed GBATs were evaluated by  
5 experts and 24 TLE teachers to identify the level of acceptability, and the TLE 
Learning Hub to assess its system usability. The study adopted a Technology 
Acceptance Model (TAM) to measure the level of acceptability of GBAT. System 
Usability Scale (SUS) was adopted to assess the usability of the TLE Learning Hub. 
General mean was computed to identify the acceptability of the GBAT and percentile 
rank for the system usability of the materials. The result of this study shows that the 
experts and TLE teachers who served as the evaluators find the GBAT highly 
acceptable since all ratings from perceived usefulness, perceived ease of use, attitude 
towards using it, and intention to use were rated in the range of ‘Strongly Agree’.  
The result illustrates that the evaluators appreciate the development of the GBAT  
and TLE Learning Hub. It is recommended for further study to train the TLE 
teachers to use Quizizz and be one of the contributors in the TLE Learning Hub.
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Introduction 

	 Discussion on 21st-century learning skills that need 
to be developed for learners, always has as a consideration, 
how lessons should be delivered. However, the COVID-19 
pandemic created the need to change education forever. 
The impact of the pandemic moved the academe to be 
responsive to the changing times. Now that most schools 
have turned to distance online learning, teachers are 
compelled to update their knowledge and skills in 
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learning the new normal set-up of education. According 
to an Organization for Economic Co-operation and 
Development (OECD) report, teachers were not 
adequately and meaningfully prepared to incorporate tech 
tools into 21st-century pedagogy, and as a result, tech 
tools were not used effectively (Tuscano, 2020). The 
teachers face an expected dilemma wherein the only 
option is to continue. According to the most recent DepEd 
data, 3,885,427 students prefer “modular” learning, in 
which printed or digital modules are used as an alternative 
learning option. Meanwhile, 2,074,010 students said they 
wanted to learn online (Hernando-Malipot, 2020). It is a 
reality that there are still students who prefer online 
distance learning over the modular mode.
 The Mihaly Csikzentmihalyi’s flow model (1970) in 
the context of education supports the utilization of game-
based learning in the classroom. A state of mind known as 
“flow” combines cognitive, physiological, and emotional 
components (Biasutti, 2011). Teachers can reduce 
interruptions to encourage focus on the current activity. 
When working on academic assignments, students are 
likely to be in the flow state and have favorable subjective 
learning experiences (Schmidt, 2010). Since the desire for 
power is a major factor in why so many students are drawn 
to games, it is crucial for educators who are concerned 
about GBL in the classroom to comprehend and know how 
to manipulate this desire. Game-based learning encourages 
participation and ongoing enthusiasm for learning.
 Beyond military strategy, Friedrich Fröbel’s theories 
of learning by play gave birth to Kindergarten in the mid-
1800s (Cahill, 2019). Further, Cahill mentioned that 
game-based learning (GBL) is based on the idea of 
teaching through repetition, failure, and goal achievement. 
Goals, interaction, feedback, problem solving, 
competitiveness, story, and engaging learning experiences 
can all be incorporated into games to improve learner 
involvement and motivation (University of Waterloo, 
2016). GBL has elements of competition where the score-
keeping factor and/or winning conditions motivate 
players and provide feedback on their results; engagement 
wherein interest, power, and fantasy are all seen as 
intrinsic motives; and immediate rewards, where players 
earn immediate enjoyment in the form of victory or 
points, and often even descriptive feedback, as soon as 
goals are completed (Science Education Resource Center 
[SERC], 2019). Game-based learning has emerged as a 
cutting-edge teaching method that can boost student 
motivation, emotional engagement, and enjoyment.
 Several studies have proven the effectiveness of GBL 
in the improvement of the performance of the students.  
In the study by Hartt et al. (2020), they examined how 

gamification influenced students’ perceptions of learning, 
interaction, and teamwork, and found that students enjoyed 
and were more interested in game-based lectures. Lin et al. 
(2018) used flipped contextual game-based learning 
instruction to boost students’ English writing performance, 
and found that those who studied using the flipped method 
made fewer writing errors than those who learned using the 
traditional method. Another study of the English subject by 
Wu (2018), showed that students who used the game-based 
vocabulary practice system, which imitated the common 
block elimination game and combined test items of article, 
difficulty, and teacher model in accordance with curriculum 
objectives and demands, were more focused and 
invigorated in their learning. All et al. (2017) employed 
digital game-based learning effectiveness research to 
investigate the benefits and drawbacks of adding a pretest, 
and they were able to demonstrate that the game was 
highly successful, as both game groups outperformed the 
slide-based community that earned a pre-test.
	 Hébert and Jenson (2019) undertook a study addressing 
pedagogical methods for promoting digital game-based 
learning in K–12 classrooms in a survey of 34 teachers. 
They also noted that their research would inform future 
professional development sessions that aimed to better 
understand the effect of modeling and addressing these 
digital game-based pedagogies. The current study, which is 
all about the development of online assessment tools, will 
be a great help for teachers to check the understanding in 
the lesson of their students using small-bite assessments 
synchronously or asynchronously.
	 Technology and Livelihood Education (TLE) is a 
specialized subject offered in the Philippine education 
system. The subject develops the competencies of 
students in terms of home economics, industrial arts, 
agriculture,  entrepreneurship, and information 
communication technology. The content of the curriculum 
cannot be considered a general subject compared to 
English, Science and Mathematics, wherein basic content 
is general and acceptable universally. The curriculum of 
the TLE subject is delivered in Philippine context. 
Available GBAT online do not cover the content of the 
TLE curriculum, and teachers are just starting to learn to 
use the online educational app as they think it is necessary 
during pandemic.
	 The use of digital GBL has been practiced in other 
countries over recent years, but most schools in the 
Philippines are just entering the world of digitization. The 
COVID-19 pandemic pushed many of the education 
sectors, which were caught unprepared for the new set-up 
in education, to begin online learning. Distance learning, 
which has been implemented for a year, seems to be in a 
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long-term shape. Professional development of teachers 
should still be continued to accustom teachers in using 
online learning approaches.
	 The main objective of the study was to develop a 
game-based assessment tool (GBAT) for the Technology 
Livelihood Education (TLE) subject in the Junior and 
Senior High School of K-12 Program using Quizizz 
Application (App).
	 Specifically, the study sought answers to the following 
questions:

1. What is the coverage of the GBAT for TLE subjects 
in terms of:

1) grade level
2) area of specialization; and
3) topics?

2. How may the assessment of GBAT and TLE
Learning Hub by the experts and TLE teachers be 
described in terms of: 

1) level of acceptance;
2) level of system usability?

	 The study aimed to develop a GBAT for the TLE 
subjects of the Junior and Senior High School using 
Quizizz App, which is a free tool to teach and learn 
anything, on any device, in-person or remotely. It is an 
online educational application that can be used by 
educators to make an interactive assessment for their 
students in synchronous or asynchronous modes of 
delivery of the lesson. Topics to be included in the 
development of GBAT were organized by the researchers 
to make sure that there was no duplication. Third-year 
students enrolled in the Bachelor of Technical Livelihood 
Education (BTLEd) program and taking Technology for 
Teaching and Learning 1 (TTL1) subject for the first 
semester of the academic year 2020–2021 were involved 
in the study. The students were trained to use the Quizizz 
App as part of the curriculum. They were required to 
create a short assessment for checking understanding 
using the different types of tests of Quizizz.
	 Developed game-based assessment tools were 
evaluated for acceptability by an expert using a standard 
evaluation tool. A TLE Learning Hub was designed to 
manage and organize the GBAT using Google Sites. The 
hub was evaluated based on its usability by the experts 
and volunteer users.

Literature Review

	 The use of Quizizz application as a game-based 
assessment tool has been the subject of several studies 
with the findings on its effectiveness to the performance 

of the students, engagement of the students in the 
classroom, implications of the application to the teachers 
and students.

Effectiveness of Quizizz

	 Several studies have proven that the use of Quizizz 
application as a game-based tool is effective together 
with other online application or against other applications. 
In the study by Huei et al. (2021), the results demonstrated 
that participants improved their fill-in-the-blank scoring 
after the post-test. A moderately high mean score on  
a Likert scale questionnaire supports the findings. 
Furthermore, the participants stated that the leaderboard 
on Quizizz suited their preferred learning approach.  
This feature tends to elicit a good learning environment. 
As a result, Quizizz has the potential to improve 
vocabulary achievement among primary English as a 
Second Language (ESL) students in rural schools. The 
same result was identified in the study by Mohamad 
(2020). In comparison to the findings obtained using the 
traditional method, the results revealed that respondents 
build their understanding of the topic on their own using 
Quizizz as a tool. The effectiveness of Quizizz using a 
traditional method of teaching reading comprehensio 
n was revealed from the study by Zalika et al. (2020) and 
Handoko et al. (2021). The experimental group’s  
post-test scores were significantly higher than the  
control group’s post-test scores. There was a substantial 
difference in students’ reading comprehension success in 
learning narrative texts between those who were taught 
using Quizizz as an alternate game versus those who were 
not. Quizizz was also tested with the use of other online 
tools by Amalia (2020). It was found that Classes that 
used the Zoom Cloud Meeting and Quizizz media had a 
better level of learning enthusiasm than those who used 
the WAG medium (Whatsapp Group). In the result of the 
study by Göksün and Gürsoy (2019), both Kahoot 
application and Quiziz had a positive effect on the 
performance of the students, but when the graphs 
produced by MANOVA were examined, when compared 
to the control group, the impact of Kahoot-based 
instructional activities on academic success and student 
engagement was found to be higher. However, when 
compared to the control group, the instructional activities 
conducted with Quizizz were less successful.

Student Engagement

	 Aside from knowing that Quizizz application is effective 
to improve the performance of the students, several studies 
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revealed that the application also focused the students more 
on the lesson. The study by Saputra and Rusmana (2021) and 
Rahmah et al. (2019) revealed that students had positive 
sentiments toward using Quizizz during emergency remote 
instruction. They thought it was a valuable program that was 
simple to use, and they said they planned to use it again in the 
post-pandemic era. Furthermore, this approach has the 
potential to improve students’ cognitive, behavioral, and 
emotional learning involvement. Related studies by Amalia 
(2020) and Irwansyah and Izzati (2021) demonstrated that 
students have a positive opinion of Quizizz and are more 
motivated to learn.

Implication of the Use of Quizizz

	 The use of Quizizz in the teaching and learning process 
indicates that there are changes in the process. Based on the 
study by Akhtar et al. (2019) and Darmawan et al. (2020), 
the findings revealed that teachers had a positive attitude 
toward Quizizz and were expected to employ it in the 
learning process in the future. The study by Akhtar et al. 
(2019) also found that the teacher’s age influenced his or 
her desire to use Quizizz. The older a teacher is, the less 
likely that teacher is will utilize Quizizz. According to the 
study by Saleh and Sulaiman (2019), teachers are ready to 
use Quizizz as one of their teaching aids in the classroom 
to assess students while Turhan Kariko and Ayuningtyas 
(2021) also agreed that teachers should use interactive 
online quizzes like Quizizz when teaching online and make 
it one of their key teaching tools, but such should not be 
utilized as a formative assessment tool all of the time 
because it may cause students to become distracted from 
their learning and self-development.
	 Existing studies revealed that students reacted positively 
to the use of Quizizz in the classroom. In the study by 
Permana and Permatawati (2020) and Anak Yunus and Hua 
(2021) showed that using Quizizz as a formative exam tool 
in learning language was successful. Furthermore, pupils 
reacted well to the use of Quizizz in the classroom. Rahayu 
and Purnawarman (2019) found that with the use of Quizizz, 
as a result of their capacity to recognize their strengths and 
weaknesses, students were able to undertake self-assessment. 
Quizizz successfully reduces test anxiety due to the 
application’s usage of game features as shown in the study 
by Pitoyo et al. (2019). As a result, using Quizizz on the 
exam is a great alternative for teachers. 
	 Several studies have examined the effectiveness of 
the Quizizz application as a game-based assessment tool, 
with conclusions on its impact on student performance, 
classroom engagement, and consequences for teachers 
and students.

Methodology

	 The study utilized a developmental approach to 
research. The students as contributors were trained to equip 
themselves on how to use the Quizizz application to create 
game-based activities. They were asked to look for DepED 
learning material (modules) to be the basis of their activities. 
The study disclosed the fact that the content of the GBATs 
was from approved DepEd modules to ensure that contents 
are reliable and valid. The students as contributors created 
GBAT and curated it to the TLE Learning Hub developed 
by the researchers. A total of 259 developed GBATs were 
evaluated to identify the level of acceptability. After the 
evaluation, only 165 GBATs were retained. This was to 
ensure that the materials to be uploaded in the learning hub 
had quality. Approved GBATs were curated in the TLE 
Learning Hub to assess its system usability.
	 The study adopted a Technology Acceptance Model 
(TAM) from the study by Weng et al. (2018) to measure the 
level of acceptability of GBAT. The System Usability Scale 
(SUS) utilized by Lewis (2018) in his study was adopted to 
assess the perceived usability of the TLE Learning Hub by 
the experts and volunteer TLE Teachers. The instruments 
were checked and validated by experts from the field.

Participants

	 Five (5) experts in teaching TLE were invited to 
evaluate the GBAT and TLE Learning Hub. Each expert 
was assigned with particular subjects to focus on their 
evaluation. There were 3 of them who were Teacher 1, 
one Teacher 2, and 1 Head Teacher 3 of their respective 
school.
	 There were 24 TLE teachers who voluntarily used the 
TLE Learning Hub and GBAT for evaluation purposes, 
11 of whom were from Private Schools and 13 from the 
Public Schools around Bulacan. There were 12 teachers 
who had 1–5 years of teaching, 8 of them with 6–10 years 
of teaching, 1 teacher teaching for 11–15 years, 2 of them 
already having taught for 16–20 years, and 1 teacher for 
20–25 years.

Data Collection

	 Experts and TLE teachers evaluated the materials. 
Subjects for their evaluation were categorized based on the 
following: Expert 1 (Computer Hardware/Software 
Servicing, Empowerment Technologies, and Occupational 
Safety and Health); Expert 2 (Cookery, Food Processing, 
Beauty Care and Dressmaking); Expert 3 (Entrepreneurship, 
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Drafting, Automotive, Electrical, Electronics, Masonry, 
Metal Works, Plumbing, Tile Setting); Expert 4- (Bread and 
Pastry Production, Household Services, and Caregiving); 
and Expert 5- (Agriculture, Handicraft, Carpentry, and RAC 
Servicing). Twenty-four volunteer TLE teachers were 
invited to use the TLE Hub and the GBAT. These TLE 
teachers were from different DepED schools and had been 
teaching TLE subjects for a number of years.

Data Analysis

	 Data from the experts and teachers as they evaluated the 
acceptability of game-based tool created using Quizizz were 
computed to get the general mean to identify its acceptability 
and percentile ranks for the usability of the materials. The 
Technology Acceptance Model (TAM) was used to measure 
the acceptability of the GBAT. Computed mean were 
interpreted using the following: 4.20–5.00 (Strongly Agree); 
3.40–4.19 (Agree); 2.60–3.39 (Don’t know); 1.80–2.59 
(Disagree); 1.00–1.79 (Strongly Disagree).
	 The usability of the TLE learning hub was analyzed 
based on interpreting the positive scores of the System 
Usability Score (SUS). Percentile ranks were calculated 
from raw SUS scores. The average (50th percentile) score 
was 68, that is, a raw SUS of 68 or more is above normal, 
whereas a raw SUS of 68 or lower is below average. These 
scores were interpreted with acceptability and adjective 
verbal interpretations. The system usability score was 
interpreted using the following: 85–100 (Best Imaginable); 
80–84 (Excellent); 70–79 (Good); 50–69 (Ok); 25–49 
(Poor); and 0–24 (Worst Imaginable). For the acceptability, 
it was interpreted using the following: 70–100 (Acceptable); 
50–69 (marginal); and 0–49 (Not acceptable).

Grade 9, 13 topics in Grade 10, and 19 topics from SHS. 
These topics are from the DepEd modules available on 
the internet. Areas of specialization covered are 
agriculture, animal production, automotive servicing, 
beauty care, bread and pastry production, caregiving, 
carpentry, computer hardware servicing, computer 
software servicing, cookery, drafting, dressmaking/
tailoring, electrical,  electronics, empowerment 
technology, entrepreneurship, food processing, 
handicrafts, household services, masonry, metal works, 
occupational safety and health, plumbing, refrigerator/air 
condition servicing, statistics, and tile setting.

Technological Acceptance of GBAT and TLE Learning 
Hub

	 The GBAT and TLE Learning Hub were evaluated by 
5 experts and 24 volunteer users. They evaluated the 
GBAT based on its technological acceptance and the TLE 
Learning Hub based on its usability. The experts also 
gave detailed comments to make sure that all GBATs 
were acceptable, and the hub was usable.
	 Table 1 shows the perceived usefulness of GBAT by 
the experts having the verbal interpretation of ‘Strongly 
Agree’ (x = 4.85; σ = .09) and the Teachers (x = 4.58;  
σ = .03). They rated the use of application enhancing their 
teaching with a mean of 4.63. The experts and the 
teachers found GBAT useful in teaching TLE during 
online learning.
	 The perceived ease of use of GBAT by the experts is 
illustrated in Table 2. The experts strongly agree in all the 
items (x = 4.85; σ = .12). The items which describe the 
use of the Quizizz app are easy and understandable, and 
the use of it is more flexible to teach than the traditional 
one with the perfect value of mean of 5.0. The TLE 
Teachers also had a verbal interpretation of strongly agree 
in general (x = 4.54; σ = .03). The teachers found that it 
was easy to become skillful at using Quizizz App, and the 
use of the application was easy and understandable, 
having the highest mean of 4.58. The experts and the 
teachers found the easiness of using GBAT as part of 
conducting online learning.

Results

Topics Covered in the Development of GBAT and TLE 
Learning Hub

 There are 26 areas of specialization in TLE with 122 
topics. There are 82 Exploratory subjects, 8 topics under 

Table 1 Perceived Usefulness of GBAT
Question Expert Verbal Interpretation Teachers Verbal Interpretation

Q1.	 Use of Quizizz App helps me to control the pedagogy. 5.0 Strongly Agree 4.54 Strongly Agree
Q2.	 Use of Quizizz App enhances the teaching performance. 4.8 Strongly Agree 4.63 Strongly Agree
Q3.	 I find the Quizizz App useful in my class. 4.8 Strongly Agree 4.58 Strongly Agree
Q4.	 Use of Quizizz App makes it easier to catch individual  
		  students’ needs.

4.8 Strongly Agree 4.58 Strongly Agree

Gen. Mean 4.85 Strongly Agree 4.58 Strongly Agree
SD 0.09 0.03
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	 The experts gave their detailed evaluation of the 
GBAT. They commended the way GBAT is organized 
and the availability of several topics in each specialization. 
Activities under handicraft were commended because of 
their consistent visuals on both pages. The experts gave 
recommendations/suggestions for improvement of the 
GBAT like checking the duration of the activities, some 
misspelled words, and wrong grammar structure. They 
also noticed that there were some questions repeated in 
the other topics. These observations were noted by the 
researchers and served as a guide in the improvement of 
the GBAT.
	 Volunteer TLE teachers who were requested to try the 
GBAT also gave their general comments. Most 
respondents believed that using a Game-Based 
Assessment Tool allowed students to participate and 
engage more actively in the teaching-learning process, 
and that such would easily catch the students’ interest. 
Additionally, the respondents observed that since it was 
in the format of a game, it would help students feel more 
at ease when taking the formative and summative 

Table 2 Perceived Ease of Use of GBAT
Question Expert Verbal Interpretation Teachers Verbal Interpretation

Q5.	 It is easy to become skillful at using Quizizz App. 4.8 Strongly Agree 4.58 Strongly Agree
Q6.	 I find it easy to apply the Quizizz App in my class. 4.6 Strongly Agree 4.50 Strongly Agree
Q7.	 Use of Quizizz App is easy and understandable. 5.0 Strongly Agree 4.58 Strongly Agree
Q8.	 Use of Quizizz App is more flexible to teach than  
		  traditional one.

5.0 Strongly Agree 4.54 Strongly Agree

Gen. Mean 4.85 Strongly Agree 4.54 Strongly Agree
SD 0.12 0.03

 The attitude toward using the Quizizz app by the 
expert is described in Table 3. It is shown that the experts 
have a positive attitude in using the Quizizz app (x = 4.96; 
σ = .08). There were 5 items evaluated, 4 of which got a 
perfect mean of 5.0. The experts strongly agreed that the 
use of the Quizizz app in class was favorable, it was a 
positive influence for them to use the app in class, they 
thought that it was valuable to use the app in class and it 
was a trend to use the app in class. The TLE Teachers also 
had a positive attitude on the use of the application  
(x = 4.52; σ = .03). They thought that it was valuable to 
use the application, which got the highest mean of 4.58.
 Table 4 shows the intention to use by the experts and 
TLE Teachers. They all had strong intentions to use the 
Quizizz application (x = 4.88; σ = .10). The experts 
perfectly evaluated the use of the Quizizz application in 
their class to enhance students’ learning interest, and they 
used the application to provide multi-approaches on 
teaching. The TLE Teachers rated the item that they 
intend and love to use the Quizizz application in their 
classes with a mean of 4.58.

Table 3 Attitude toward Using the GBAT
Question Experts Verbal Interpretation Teachers V Verbal 

Interpretation I
Q9.	 Use of Quizizz App in class is good. 4.8 Strongly Agree 4.54 Strongly Agree
Q10.	Use of Quizizz App in class is favorable. 5.0 Strongly Agree 4.50 Strongly Agree
Q11.	It is a positive influence for me to use Quizizz App in class. 5.0 Strongly Agree 4.50 Strongly Agree
Q12.	I think it is valuable to use Quizizz App in class. 5.0 Strongly Agree 4.58 Strongly Agree
Q13.	I think it is a trend to use Quizizz App in class. 5.0 Strongly Agree 4.50 Strongly Agree
Gen. Mean 4.96 Strongly Agree 4.52 Strongly Agree
SD 0.08 0.03

Table 4 Intention to Use
Question Mean Verbal Interpretation Teachers Verbal Interpretation

Q14.	I tend to use Quizizz App in my class. 4.8 Strongly Agree 4.58 Strongly Agree
Q15.	I increase the occurrences of using Quizizz App in class. 4.8 Strongly Agree 4.42 Strongly Agree
Q16.	Use of Quizizz App in my class enhances students’  
		  learning interest.

5.0 Strongly Agree 4.50 Strongly Agree

Q17.	I’d love to use Quizizz App in my class. 4.8 Strongly Agree 4.58 Strongly Agree
Q18.	I use Quizizz App to provide multi-approaches on teaching. 5.0 Strongly Agree 4.50 Strongly Agree
Gen. Mean 4.88 Strongly Agree 4.52 Strongly Agree
SD 0.10 0.06
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assessments. Furthermore, some of them believe that 
GBAT was also beneficial to teachers, especially in the 
new normal setting. They find it as a user-friendly tool 
since it is simple to use and accessible, allowing even 
non- “techy” teachers to get the most out of it. 

System Usability of TLE Learning Hub

	 The TLE Learning Hub is a website where all the 
GBAT created using the Quizizz applications were 
curated for easy access of the users.
	 Table 5 illustrates the system usability of the TLE 
Learning Hub of the experts and TLE teachers. They 
rated the hub in the highest range which is acceptable and 
having the adjective interpretation of ‘Best Imaginable’ 
and having a SUS score of 96.5 by the experts and 88.02 
by the teachers. The experts thought that the hub was easy 
to use, could be used without the support of a technical 
person, was easy to learn, very intuitive, and gave a 
feeling of confidence when using it. These items (3, 4, 7, 
8, and 9) were rated the highest among the 10 items. The 
TLE teachers rated item number 5 as the highest, which 
was they found the various functions in the hub were well 
integrated.
	 The experts also gave detailed comments on the TLE 
Learning Hub. They praised the researchers for providing 
great and timely assistance to both teachers and students 
when it came to assessing the students’ learning. The hub 
is accessible 24/7 and very easy to use. For them, it is 
something new to be enjoyed, and at the same time, an 
informative and reliable tool for conducting assessments. 

They believe that this will catch the students’ attention, 
and that the way it looks is attractive because of the 
images and colors used.
	 On the other hand, there were some disadvantages 
that were noted by the respondents. Since it is an online 
platform, the stability and quality of internet connection 
can hinder the students using it. In addition, the 
respondents suggested some things that needed to be 
changed or improved in terms of the visuals and structure 
of the questions.
	 The TLE teachers, as volunteer users of the TLE 
Learning Hub, noted its creation for its significant 
contribution in making the teaching and learning process 
more engaging and unique for both students and teachers. 
In this light, the respondents also observed that it covers 
a variety of TLE courses and can be utilized as an 
additional learning tool. Since it is easy to use and to 
understand, all teachers and students will be at ease using 
it. The hub also organizes the links, making it very easy to 
find them. Moreover, the graphics/images used are also 
observed to be clearly innovative and correspond to each 
specialization. Overall, TLE Learning Hub is a very 
useful tool in a time of pandemic.

Discussion

	 The study focused on the development and evaluation 
of GBAT and TLE Learning Hub. The result of this study 
shows that the experts and TLE teachers who served  
as the evaluators find the GBAT highly acceptable  

Table 5 System Usability of TLE Learning Hub by the Experts and TLE Teachers
Question Experts Verbal Interpretation Teachers Verbal Interpretation

1. I think that I would like to use the TLE Learning Hub
frequently.

3.8 Strongly Agree 3.54 Strongly Agree

2. I found the TLE Learning Hub to be simple. 3.8 Strongly Agree 3.54 Strongly Agree
3. I thought the TLE Learning Hub was easy to use. 4 Strongly Agree 3.58 Strongly Agree
4. I think that I could use the TLE Learning Hub without

the support of a technical person.
4 Strongly Agree 3.38 Strongly Agree

5. I found the various functions in the TLE Learning Hub
were well integrated.

3.8 Strongly Agree 3.63 Strongly Agree

6. I thought there was a lot of consistency in the TLE
Learning Hub.

3.6 Strongly Agree 3.58 Strongly Agree

7. I would imagine that most people would learn to use the 
TLE Learning Hub very quickly.

4 Strongly Agree 3.58 Strongly Agree

8. I found the TLE Learning Hub very intuitive. 4 Strongly Agree 3.54 Strongly Agree
9. I felt very confident using the TLE Learning Hub. 4 Strongly Agree 3.5 Strongly Agree
10. I could use the TLE Learning Hub without having to

learn anything new.
3.6 Strongly Agree 3.54 Strongly Agree

Total 38.6 35.21
SUS Score 96.5 88.02
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since all ratings from perceived usefulness, perceived 
ease of use, attitude towards using it, and intention  
to use were rated in the range of ‘Strongly Agree’. The 
result illustrates that the evaluators appreciate the 
development of the GBAT and TLE Learning Hub. 
Teachers believe that gamification promotes teamwork 
and oral communication abilities, as well as the 
development of critical thinking and social skills  
(Martí-Parreño et al., 2021). In the review of literature 
by Zainuddin et al. (2020), gaming technologies have  
a direct impact on learning and have the ability to 
modernize the educational environment in this new 
digital era. The evaluators consider the GBAT a user-
friendly tool because it is easy to use and access, allowing 
even non-techy teachers to benefit from it.
	 The use of Quizizz on the development of GBAT 
brings an interactive way of delivering instruction in the 
subject of Technology and Livelihood Education (TLE). 
A lot of studies have already proved that the use of 
Quizizz had a positive effect on the class performance of 
the students. Purba (2020) found that using an interactive 
quiz as a medium for online evaluation of learning in the 
topic of Physical Chemistry 1 had a positive impact on 
student outcomes. The study of Razali et al. (2020) 
revealed that Quizizz significantly related to students’ 
intrinsic and extrinsic motivation. Further, Pitoyo et al. 
(2020) found in their study that students were motivated 
and wanted to learn more after doing several gamified 
tests with Quizizz.
	 Though gamification with the use of Quizizz 
application has been a common tool for effective 
interaction between the subject and the students. The 
evaluators appreciate the content of the tool. TLE is a 
subject in the Philippine education curriculum that 
enhances the personal experiences of the students in 
practical life lessons and activities. There is a limited 
number of Quizziz content dealing with the four areas of 
TLE. The evaluators noticed that the TLE Learning Hub 
provides a number of assessment activities covering all 
areas of TLE. The TLE Learning Hub was created to 
curate the GBAT made in Quizizz. The use of a learning 
hub in the implementation of online learning paves the 
way for easy access to the materials, especially that 
teachers and students only meet online. Teachers who 
advocate for technology integration must be more diligent 
in teaching the students a variety of methods for studying 
today’s technology and providing opportunities for them 
to learn more about using online learning tools (Deb & 
Bhatt, 2020).

Conclusion 

	 The construction of TLE Learning Hub, where 
GBATs are curated, is valued by experts and TLE 
teachers. But as online education became available 
during the pandemic, particularly in the public schools in 
the Philippines, the intermittent internet and poor 
connectivity have always been issues. Although 
incorporating technology into the teaching and learning 
process is a requirement of 21st century learning, TLE 
teachers have a challenge in doing so consistently.
	 The availability of online learning resources in this 
pandemic era is one of the concerns of the teachers and 
students. The education system in the Philippines is not 
yet ready for distance education in any form. Going to 
school every day to study is a common scenario in every 
school. The pandemic pushed many of the educational 
institutions in the country to turn to online learning 
without the full readiness of its stakeholders and the 
capacity to implement it. However, the teachers believe 
that education should not stop in any type of crisis. 
Everyone has their part. The College of Education of 
Bulacan State University did its part through the students 
who served as the contributors of the GBAT, and the 
researchers who managed to organize all the output and 
turn it into a quality online resource for TLE teachers in 
the public and private schools.

Recommendation

	 It is recommended for further study to train the TLE 
teachers to use Quizizz and be one of the contributors in 
the TLE Learning Hub.
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