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Abstract 
This study assessed gamification as an approach in developing the social skills of kindergarten learners in public elementary 
schools of Naguilian District, Division of La Union, during the school year 2025–2026. Guided by relevant learning 
theories and an Input-Process-Output framework, the study examined the perceived importance of gamification, the 
effectiveness of gamified strategies, the manifestation of learners’ social skills, the extent of gamification’s effects, 
problems encountered in implementation, and the differences between the perceptions of kindergarten teachers and school 
administrators. The study used a descriptive research design and a validated researcher-made questionnaire administered 
to thirty-five kindergarten teachers and twenty-seven school administrators, with data analyzed using frequency counts, 
weighted means, rankings, and t-test. Findings showed that both groups perceived gamification as highly important, the 
strategies as highly effective, learners’ social skills as highly manifested, and the effects of gamification as great in extent. 
Gamification was especially associated with active participation, cooperative learning, teamwork, joyful play, storytelling, 
relays, and body language activities. However, problems such as large class size, learners’ difficulty in following 
instructions, lack of discipline, and noisy classroom conditions were rated moderately serious. Significant differences were 
found in perceptions of the importance and effect of gamification, while no significant differences were found in strategy 
effectiveness, social skill manifestation, and problems encountered. The study concluded that gamification is necessary, 
relevant, and influential in developing kindergarten learners’ social skills. It recommended the adoption of intervention 
strategies to strengthen weaker areas such as sportsmanship, camaraderie, respect for others’ rights, and help-seeking 
behaviors. The study supports SDG 4, SDG 3, SDG 10, and SDG 17 by promoting inclusive early childhood learning, 
socio-emotional well-being, adaptable participation, and stakeholder collaboration. Its sustainability impact lies in 
supporting educational, socio-emotional, institutional, and community development through improved classroom 
engagement, teacher practice, and child social competence. 

Keywords: Adaptability, Classroom Management, Early Childhood Education, Gamification, Kindergarten Learners, 
Naguilian District, Social Skills, Teamwork 

1. Introduction  
This study examines gamification as an approach in developing the social skills of kindergarten learners in public 
elementary schools of Naguilian District, Division of La Union. It focuses on how game-based strategies may support 
communication, cooperation, empathy, adaptability, sharing, turn-taking, and peer interaction. Guided by relevant learning 
theories and an Input-Process-Output framework, the study seeks to assess the importance, effectiveness, effects, and 
challenges of gamification as basis for proposed intervention strategies. 
 
1.1 Gamification and Social Skills Development Among Kindergarten Learners 
The early years of education are essential for developing social skills that support lifelong learning, classroom participation, 
and interpersonal success. Kindergarten learners begin to acquire communication, collaboration, empathy, adaptability, 
self-control, confidence, independence, and emotional management. According to Comedis (2014), social skills are linked 
to academic performance because they influence cooperative learning and classroom dynamics. Alotaibi’s research (2024) 
also showed that game-based learning in early childhood education improves cognitive, social, and emotional outcomes, 
including engagement, self-expression, and peer interaction. Social competence varies among learners, and weaknesses in 
attention, language, motor skills, or peer interaction may affect friendship formation and social acceptance. Lawson (2020) 
stated that learners differ in their ability to form friendships and gain peer acceptance, while classroom peer evaluation 
may influence their social status (Lawson, 2020). Since social skills are learned behaviors, learners who lack them may 
experience social-emotional and academic difficulties (Yuan et al., 2025). These skills influence behavior, peer 
relationships, extracurricular participation, and school safety, requiring support from both teachers and parents (Yusuf & 
Omar, 2024). Gamification provides an interactive and learner-centered strategy for strengthening these competencies. 
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Bangcaya et al. (2021) highlighted that learner-centered strategies improve motivation and teamwork among Filipino 
learners. Gamification uses rewards, levels, challenges, feedback, and collaboration to make learning engaging and goal-
oriented. Maria et al. (2025) found that interactive educational games improved communication, cooperation, and empathy 
among preschool learners, while Wang et al. (2025) confirmed that cooperative challenges and feedback improve social 
interaction and communication. Similarly, Lasala (2024), Villarta and Dioso (2023), and Antonio (2022) showed that game-
based and gamified activities support motivation, social skills, cognitive development, and learning engagement. 
 
1.2 Related Literature on Gamified Strategies for Communication, Cooperation, Empathy, and Adaptability 
The literature consistently presents social skills as important to kindergarten readiness, holistic development, and academic 
success. These skills include communication, collaboration, empathy, adaptability, emotional regulation, self-control, 
cooperation, and positive peer interaction (Dahalan et al., 2023). Social-emotional skills influence children’s transition to 
structured schooling (Caemmerer & Hajovsky, 2022), while Baucom et al. (2023) suggest that these competencies are 
linked to later academic performance. Play-based interventions, structured group activities, storytelling games, and role-
play support communication, cooperation, emotional expression, empathy, and problem-solving (Welsh et al., 2020; Issah 
& Sunu, 2024; Aljunaidi et al., 2023). Social competence is also connected to literacy, numeracy, classroom participation, 
and self-regulation. Learners with stronger social skills tend to collaborate better, communicate more effectively, and 
regulate emotions more appropriately (Caemmerer & Hajovsky, 2022). Learners with practical communication and self-
regulation skills participate more confidently and seek help more appropriately (Nob et al., 2024). Parents also serve as 
early social models, and home-school collaboration supports empathy, communication, conflict resolution, and well-being 
(Abriol et al., 2022; Puccioni et al., 2021; Samosa et al., 2021). Gamification is the use of game-design elements in non-
game learning contexts to improve engagement, motivation, and learning outcomes (Smiderle et al., 2020). It includes 
points, badges, levels, leaderboards, rewards, collaborative tasks, and feedback systems. Ahmad et al. (2024) and Férriz-
Valero et al. (2020) show that gamification raises learner involvement through playful and interactive elements. In early 
childhood education, gamified environments improve engagement and cognitive skills, while play-based gamification 
supports problem-solving, critical thinking, peer collaboration, and inclusivity (Diaz, 2024; Samortin, 2023). Gamification 
also strengthens socio-emotional learning by encouraging teamwork, respect, empathy, adaptability, and conflict 
resolution. Social skills enable children to interact verbally and nonverbally (Nurjanah et al., 2022), while peer relationships 
help children learn cooperation and social norms (Munawaroh et al., 2023). Early childhood social skills shape children’s 
emotional, social, and academic development. Gamified activities motivate learners to cooperate, rely on peers, and 
practice communication (Lorenzo-Lledó et al., 2023; Warsinsky et al., 2021) also found that gamified activities improve 
emotional awareness and interpersonal responses. Games in classroom lessons enhance motivation, participation, 
collaboration, problem-solving, peer relationships, stress reduction, and memory retention. Boghian and Cojocariu (2023) 
emphasized that game-based activities increase attention and participation, while Hasan & Husein (2024) noted that 
controlled competition reduces fear of failure. Rincón-Flores et al. (2022) linked games with problem-solving and critical 
thinking, Aldini et al. (2023) associated games with peer positivity, and Arboleya & Miralles (2022) noted that games help 
children work as a team, take turns, and respect others. However, teachers may still face concerns about time, resources, 
costs, goal alignment, parent support, and ICT confidence (Mee et al., 2020). Despite these challenges, studies show that 
gamification improves engagement, motivation, teamwork, critical thinking, and holistic development (Aksoy et al., 2022; 
Mediavilla et al., 2024; Abbassyakhrin et al., 2024). 
 
1.3 Local, National, and Global Context of Gamification in Early Childhood Education 
Global and regional studies support gamification as a strategy for developing social and socio-emotional skills. Carcelén-
Fraile (2025) has shown that active gamification improves self-concept, self-esteem, cooperation, assertiveness, and social 
skills. Lyu and Zhang (2025) suggested that challenges and immediate feedback cultivate constructive social behaviors, 
while de la Fuente et al. (2025) linked gamified SEL practices with better emotional regulation and learning. Aydin and 
Aksoy (2025) add that open, goal-oriented play enhances attention and socio-emotional skills. In Southeast Asia, Rifayanti 
(2025) and Lathifah et al. (2025) showed that cooperative games and gamified activities improve interaction and early-
childhood social skills. In the Philippines, Aurelio and Santiago (2024) have shown that points, badges, leaderboards, and 
collaborative challenges strengthen engagement and teamwork. Lasala (2024) found that game-based activities improved 
social interaction and attitudes toward science, Bangcaya et al. (2021) reported improved learning outcomes and 
motivation, Villarta and Dioso (2023) found that eGames supported cognitive and social development, and Antonio (2022) 
confirmed that gamification sustained motivation during the pandemic. Earlier studies by Gatchalian (2017) and Manzano 
(2019) also examined games and social skills among young learners. The need for this study is reinforced by post-pandemic 
concerns and local classroom observations. Nunes et al. (2025) revealed declines in emotional regulation, social 
competence, and peer interaction during the pandemic, while Casia et al. (2024) found that Filipino learners improved in 
cooperation and self-reliance after recovery programs. Hamari et al. (2020), Su and Cheng (2021), and Zainuddin et al. 
(2020) showed that gamification can re-engage learners, reduce negative emotions, and improve self-esteem and social 
skills. In Naguilian District, kindergarten learners still show difficulties in communication, cooperation, adaptability, turn-
taking, sharing, and group participation, making gamification a relevant strategy for local intervention. 
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1.4 Theoretical and Conceptual Foundations of Gamification for Kindergarten Social Skills 
This study is supported by theories that explain motivation, engagement, modeling, collaboration, and social learning. Self-
Determination Theory emphasizes autonomy, competence, and relatedness as drivers of engagement (Aubert & Friedrich, 
2021). In gamified settings, choices and collaborative tasks can strengthen motivation, competence, relatedness, and social 
interaction (Baah et al., 2024; Aljunaidi et al., 2023; González-Fernández et al., 2022). Flow Theory explains that learners 
become engaged when activities balance challenge and ability (Patterson et al., 2022), while gamified tasks that match 
learners’ capabilities may improve engagement and social skill practice (Gaalen et al., 2020; Baah et al., 2024; Fu et al., 
2024). Social Learning Theory and Social Cognitive Theory explain that learners acquire behaviors through observation, 
imitation, modeling, and self-efficacy (Rao et al., 2022; Rivera & Garden, 2021; Ilmiani et al., 2021). Group-based gamified 
tasks allow learners to observe, imitate, and practice cooperation, sharing, and collaboration (Miao & Hua, 2022; Erwin, 
2022). Constructivist Learning Theory and Sociocultural Theory also support the study because learners build knowledge 
through experience, peer interaction, and cultural context (Hope et al., 2022). Gamified group activities promote 
collaborative problem-solving, communication, and shared learning (Rao et al., 2022; Trinidad et al., 2021), while 
multiplayer games and peer-supported tasks strengthen cooperation and communication (Ramu & Aziz, 2020; Zhang, 
2023). Cognitive Load Theory emphasizes the need to design gamified activities that are engaging but not overwhelming 
(Nakiyemba, 2024), while Connectivism and Gamified Learning Theory explain how digital and game-based environments 
promote social engagement, participation, and learning behaviors (Kumar & Sharma, 2021; Landers, 2014; Zaric et al., 
2021). Conceptually, the study follows an Input-Process-Output framework. The inputs include the perceived importance 
of gamification, effectiveness of strategies, manifestation of social skills, effects of gamification, and problems 
encountered. The process involves analyzing these variables, while the output is a set of proposed intervention strategies 
to enhance gamification in developing the social skills of kindergarten learners in Naguilian District. 
 
1.5 Research Gaps and Rationale for Studying Kindergarten Learners in Naguilian District 
Although studies show the benefits of gamification, gaps remain in relation to kindergarten social skills. Many local studies 
focus on older learners, science, mathematics, motivation, or general learning outcomes rather than structured kindergarten 
skills such as sharing, turn-taking, cooperation, communication, empathy, and adaptability. Studies by Lasala (2024), 
Bangcaya et al. (2021), and Villarta & Dioso (2023) provide useful evidence, but they do not focus mainly on kindergarten 
social skill outcomes. Dicheva et al. (2021) similarly emphasize that studies often focus on engagement, motivation, and 
cognitive gains rather than foundational social skills. Hussein et al. (2023) also revealed that gamified learning works best 
when adapted to local play practices, but many studies do not specifically measure kindergarten social skills. This study 
therefore assessed gamification as an approach in developing the social skills of kindergarten learners in public elementary 
schools of Naguilian District, Division of La Union, during school year 2025–2026. It examined the perceived importance 
of gamification, effectiveness of strategies, manifestation of social skills, effects of gamification, seriousness of problems 
encountered, differences in perceptions of kindergarten teachers and school administrators, and proposed intervention 
strategies. The study also considers strategies and challenges in gamification. Cooperative games, role-playing, instant 
feedback, rewards, friendly competition, and serious games may develop communication, cooperation, empathy, emotional 
recognition, and social-emotional skills (Lasala, 2024; Ramirez, 2022; Alotaibi, 2024; Salum et al., 2024; López-Faican & 
Jaén, 2021; López et al., 2022; Saputra et al., 2021; Löytömäki et al., 2023; Aurelio & Santiago, 2024). However, 
implementation may be affected by teacher attitudes, resources, competition, learner motivation, unclear definitions, and 
assessment issues (Lester et al., 2023; Ouanes, 2024; Biryukov et al., 2021; Kim & Castelli, 2021; Panga et al., 2024). 
Thus, proposed interventions should include teacher training, inclusive design, sustained engagement, balanced motivation, 
flexible assessment, and continuous feedback (Nadi-Ravandi & Batooli, 2022; Casia et al., 2024; Kaya & Erçağ, 2023; 
Rodrigues et al., 2022; Powell et al., 2022; Bermejo, 2024; Sailer & Sailer, 2020; Samortin, 2023). 
 
1.6 Alignment of Gamified Kindergarten Social Skills Development with Relevant Sustainable Development Goals 
This study aligns with SDG 4 – Quality Education because it focuses on improving early childhood learning through 
inclusive, innovative, and learner-centered strategies. By examining gamification as a way to develop communication, 
cooperation, empathy, adaptability, and participation, the study supports foundational education and holistic child 
development. It also supports SDG 3 – Good Health and Well-Being because it addresses socio-emotional development, 
emotional regulation, peer interaction, confidence, and positive classroom experiences. SDG 10 – Reduced Inequalities is 
relevant because the study recognizes diverse learner needs and supports adaptable strategies for more inclusive 
participation. SDG 17 – Partnerships for the Goals also applies because teachers, school administrators, families, 
researchers, and education stakeholders share roles in strengthening early childhood social development. 
 
1.7 Importance of Gamification to Educational, Socio-Emotional, Institutional, and Community Sustainability 
The study contributes to educational sustainability by promoting strategies that improve engagement, participation, social 
competence, and holistic development in kindergarten classrooms. It may guide the Department of Education, school 
administrators, and teachers in strengthening gamification-based practices and intervention planning. It also supports socio-
emotional and community sustainability by focusing on children’s well-being, cooperation, sharing, confidence, 
communication, and positive peer relationships. Socially competent learners are better prepared to participate 
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constructively in classrooms, families, and communities. Finally, the study contributes to institutional and research 
sustainability by providing a basis for teacher development, school-level intervention, and future studies on gamification 
and early childhood education. 

2. Material and methods 
2.1 Research Design 
This study used the descriptive research design. Yazon et al. (2019) elucidated that descriptive research is a purposive 
process of gathering, analyzing, and classifying data to describe existing conditions and uncover additional facts and 
meanings. Baraceros (2019) emphasized that descriptive research accurately and systematically describes a population, 
situation, or phenomenon and answers what, where, when, and how questions. It also involves the description, recording, 
analysis, and interpretation of the present nature, composition, or processes of phenomena (Lavina, 2016). The descriptive 
method was appropriate because the study described gamification as an approach in developing the social skills of 
kindergarten learners. Specifically, it described the level of importance of gamification, the effectiveness of strategies used, 
the manifestation of kindergarten learners’ social skills, the extent of the effect of gamification, and the seriousness of 
problems encountered in using gamification. Based on the findings, intervention strategies were proposed to enhance the 
use of gamification in developing the social skills of kindergarten learners in public elementary schools of Naguilian 
District, Division of La Union. 
 
2.2 Locale of the Study 
The study was conducted in the public elementary schools of Naguilian District, Division of La Union, during the school 
year 2025–2026. Naguilian is a municipality in La Union known as the Home of the Original Basi and is geographically 
located at the center of the province. It is bordered by the City of San Fernando, Bagulin, Burgos, Caba, Bauang, and 
Sablan in Benguet. It is approximately 40 kilometers from Baguio through Naguilian Road, 17 kilometers from San 
Fernando, and 266 kilometers from Manila. 
 
2.3 Respondents of the Study 
The respondents of the study were thirty-five (35) kindergarten teachers and twenty-seven (27) school administrators from 
the public elementary schools of Naguilian District, Division of La Union. These respondents provided data on the 
importance, effectiveness, effects, manifestations, and problems related to the use of gamification in developing the social 
skills of kindergarten learners. 
 
2.4 Sample and Sampling Procedure 
The study involved a total of sixty-two (62) respondents composed of thirty-five (35) kindergarten teachers and twenty-
seven (27) school administrators from the covered public elementary schools in Naguilian District. The respondents came 
from the schools included in the study and represented both classroom-level and administrative perspectives on the use of 
gamification for kindergarten social skills development. 
 
2.5 Research Instrument 
The researcher used a constructed questionnaire as the main data-gathering instrument. Separate questionnaires were 
prepared for kindergarten teachers and school administrators, and both were composed of five parts. The first part gathered 
data on the level of importance of gamification in developing learners’ social skills. The second part focused on the 
effectiveness of strategies in using gamification. The third part examined the manifestation of kindergarten learners’ social 
skills. The fourth part dealt with the extent of the effect of gamification on social skills, while the fifth part focused on the 
seriousness of problems encountered in using gamification. Some items, particularly those on strategies for using 
gamification, were taken from the study of David (2022) on the effectiveness of game strategy in teaching kindergarten in 
the public schools of Sison District, Division of Pangasinan II. Other items were developed from the researcher’s readings 
of books and related materials on gamification and social skills development. The questionnaire was validated to ensure 
that it contained the necessary information for analysis. It was pre-tested with five (5) kindergarten teachers and five (5) 
school administrators in public elementary schools of Bauang District, Division of La Union. The pre-test assessed the 
instrument’s content, format, and language and was conducted through Google Forms sent via Messenger and e-mail. The 
Spearman rank correlation or Spearman rho was used to determine reliability, and the computed value of 0.87 indicated 
that the instrument was highly reliable. Suggestions from the proposal defense were incorporated with the assistance of the 
thesis adviser before the final draft was prepared. 
 
2.6 Data Gathering Procedure 
Before administering the questionnaire, the researcher secured permission from the Schools Division Superintendent of La 
Union, Dr. Jorge M. Reinante, CSEE, CEO VI, CESO V, with the endorsement of the Dean of the Graduate School of 
Polytechnic College of La Union, Dr. Rogelio E. Tangalin. The questionnaires were administered to and retrieved from 
kindergarten teachers and school administrators through multimedia platforms such as Messenger, Facebook, and e-mail. 
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Some questionnaires were also personally administered and retrieved by the researcher with the assistance of fellow 
teachers and school heads involved in the study. 
 
2.7 Data Analysis Techniques 
The gathered data were organized, tallied, and analyzed systematically. Frequency counts, weighted means, and rankings 
were used to describe and interpret the data. The t-test was used to determine significant differences between the 
perceptions of kindergarten teachers and school administrators on the variables of the study at the .05 level of probability. 
All computations were done using the Microstat computer program. The level of importance of gamification was 
interpreted using a five-point scale: 4.21–5.00 as Very Highly Important, 3.41–4.20 as Highly Important, 2.61–3.40 as 
Moderately Important, 1.81–2.60 as Slightly Important, and 1.00–1.80 as Not Important. The effectiveness of strategies 
was interpreted as Very Highly Effective, Highly Effective, Moderately Effective, Slightly Effective, and Not Effective 
using the same statistical limits. The manifestation of social skills was interpreted as Very Highly Manifested, Highly 
Manifested, Moderately Manifested, Slightly Manifested, and Not Manifested. The effect of gamification was interpreted 
as Very Great Extent, Great Extent, Moderate Extent, Slight Extent, and No Extent. The seriousness of problems 
encountered was interpreted as Very Highly Serious, Highly Serious, Moderately Serious, Slightly Serious, and Not 
Serious. 
 
2.8 Ethical Considerations 
The researcher observed strict compliance with PCLU Guidelines on Research Ethics. Permission was sought from the 
proper authorities before gathering the needed data. Respondents were not compelled or subjected to harm in participating 
in the study, and their consent was obtained. Their names were not disclosed, and they were informed about the nature and 
objectives of the study. Their right to withdraw at any stage while responding to the questionnaire was also observed. All 
gathered data were treated with utmost confidentiality and used solely for the purposes of the research. The researcher used 
Grammarly for grammar checking, followed proper citation and referencing practices to observe copyright laws and avoid 
plagiarism, and subjected the paper to plagiarism scanning to certify its authenticity. 

3. Results and Discussion  
3.1 Importance of Gamification in Developing the Social Skills of Kindergarten Learners 

3.1.1 Perceptions of Kindergarten Teachers 
The kindergarten teachers perceived gamification as highly important in developing learners’ social skills, with an average 
weighted mean of 3.76. The highest-rated indicators were motivating learners to actively participate in class activities 
(4.16), making cooperative learning enjoyable and meaningful (4.09), and building teamwork, cooperation, and unity 
among learners (3.96). The lowest-rated but still highly important indicators were motivating learners to perform an action 
(3.63), developing social awareness through peer interaction and camaraderie (3.55), and enhancing traditional educational 
tools (3.43). These results show that teachers view gamification as a practical way to encourage participation, cooperation, 
communication, and teamwork among kindergarten learners. Through playful activities, learners become more confident 
in joining class tasks and interacting with peers. This active participation gives learners opportunities to practice sharing, 
listening, and cooperating (Su & Cheng, 2021). Likewise, cooperative gamified tasks make group work enjoyable and 
meaningful because learners naturally experience teamwork while learning. According to Mekler et al. (2021), this kind of 
setting allows learners to experience teamwork naturally since they enjoy what they are doing while learning. 
 

3.1.2 Perceptions of School Administrators 
School administrators also perceived gamification as highly important in developing learners’ social skills, with an average 
weighted mean of 3.84. Their highest-rated indicators were building teamwork, cooperation, and unity among learners 
(4.18), motivating learners to actively participate in class activities (4.11), and making cooperative learning enjoyable and 
meaningful (4.07). The lowest-rated but still highly important indicators were promoting harmonious relationships among 
learners (3.63), motivating learners to perform an action (3.56), and enhancing traditional educational tools (3.44). These 
findings indicate that school administrators share the teachers’ view that gamification supports social interaction, 
cooperation, and classroom engagement. They recognized that game-based activities help learners work together, follow 
rules, share ideas, and build friendships. Although some indicators ranked lower because their effects may be less direct or 
less consistently observed, administrators still considered them valuable in sustaining learners’ interest and supporting 
social development. 
 
3.2 Effectiveness of Strategies in Using Gamification 

3.2.1 Perceptions of Kindergarten Teachers 
The kindergarten teachers perceived the strategies in using gamification as highly effective, with an average weighted mean 
of 3.75. The most effective strategies were relays (4.18), storytelling (4.08), and body language (3.97). Other highly 
effective strategies included dialogues, collection of objects, guessing activities, visual cues, and discovery technique. Role 
playing (3.36) and pattern recognition (3.27) were rated moderately effective. The results show that teachers find highly 
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interactive and movement-based strategies more effective in developing social skills. Relays strengthen cooperation, 
responsibility, patience, and peer support because learners depend on one another to complete group tasks. Storytelling 
encourages listening, turn-taking, sharing of ideas, imagination, empathy, and cooperation. Body language activities 
support non-verbal communication, confidence, emotional awareness, and peer understanding. In contrast, role playing 
and pattern recognition were rated lower because some learners may feel shy during role play, while pattern recognition 
often focuses more on cognitive skills than direct social interaction. 
 

3.2.2 Perceptions of School Administrators 
School administrators also rated the strategies in using gamification as highly effective, with an average weighted mean of 
3.70. The highest-rated strategies were storytelling (4.15), relays (4.06), and body language (3.94). Dialogues, visual cues, 
guessing activities, collection of objects, and discovery technique were also rated highly effective. Pattern recognition 
(3.35) and role playing (3.24) were rated moderately effective. These findings confirm that administrators, like teachers, 
value gamification strategies that promote interaction, movement, communication, and cooperation. Storytelling was 
viewed as effective because it allows learners to listen, share, respond, and understand the feelings of others. Storytelling 
also allows learners to work together by discussing what happened in the story and predicting what might come next (Maria 
et al., 2025). Relays and body language activities also provide opportunities for teamwork, turn-taking, encouragement, 
and confidence-building. Meanwhile, pattern recognition and role playing were rated lower because they may not always 
involve equal participation or sustained social interaction. 
 
3.3 Manifestation of the Social Skills of Kindergarten Learners 

3.3.1 Perceptions of Kindergarten Teachers 
The kindergarten teachers perceived the social skills of learners as highly manifested, with an average weighted mean of 
3.61. The highest-rated skills were playing joyfully with others (4.18), establishing friendship with others (4.11), and 
participating actively in group or class activities (4.07). Eight social skills were highly manifested, while five were 
moderately manifested. The least manifested skills were showing sportsmanship (3.18), developing camaraderie with 
classmates (3.08), and consulting others regarding problems or concerns (2.96). These results suggest that kindergarten 
learners are generally able to interact positively, enjoy peer play, form friendships, and participate in group tasks. However, 
skills that require deeper emotional maturity, such as sportsmanship, sustained camaraderie, and seeking help from others, 
remain less developed. This indicates that learners still need guidance in handling wins and losses, maintaining stronger 
peer bonds, and expressing concerns confidently. 
 

3.3.2 Perceptions of School Administrators 
School administrators also perceived the social skills of kindergarten learners as highly manifested, with an average 
weighted mean of 3.55. The most manifested skills were playing joyfully with others (4.16), participating actively in team 
games (4.02), and participating actively in group or class activities (3.94). The least manifested skills were developing 
camaraderie with classmates (3.16), showing sportsmanship (3.09), and consulting others regarding problems or concerns 
(2.94). These findings support the teachers’ observations that learners show strong social behaviors in joyful play, team 
participation, and group activities. However, administrators also observed that learners still need support in more complex 
social behaviors such as camaraderie, sportsmanship, and help-seeking. This implies that while learners are socially active, 
they still require structured opportunities to develop emotional control, fairness, trust, and deeper peer relationships. 
 
3.4 Extent of Effect of Gamification on the Social Skills of Kindergarten Learners 

3.4.1 Perceptions of Kindergarten Teachers 
The kindergarten teachers perceived that gamification has a great extent of effect on learners’ social skills, with an average 
weighted mean of 3.72. The strongest effects were on playing joyfully with others (4.18), participating actively in team 
games (4.12), and participating actively in group or class activities (4.09). The lowest-rated effects, though still moderate, 
were showing respect for the rights of others (3.37), consulting others regarding problems or concerns (3.26), and showing 
sportsmanship (3.18). These findings indicate that gamification strongly affects social behaviors that involve enjoyment, 
participation, teamwork, and classroom engagement. However, its effect is more limited on values-based and emotionally 
demanding skills such as respect, consultation, and sportsmanship. Young learners are still developing emotional control, 
and they require more guidance in understanding the value of fairness, patience, and respect for others’ efforts (Lyu & 
Zhang, 2025). Thus, while gamification provides opportunities for social development, it must be supported by consistent 
teacher modeling, reinforcement, and reflection. 
 

3.4.2 Perceptions of School Administrators 
School administrators perceived that gamification has a great extent of effect on learners’ social skills, with an average 
weighted mean of 3.61. The highest-rated effects were on participating actively in group or class activities (4.15), 
participating actively in team games (4.02), and playing joyfully with others (3.97). The lowest-rated effects were showing 
respect for the rights of others (3.23), showing sportsmanship (3.15), and consulting others regarding problems or concerns 
(3.07). These results show that administrators view gamification as effective in promoting active participation, teamwork, 
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and joyful interaction. However, they also noted that gamification alone may not fully develop fairness, self-control, and 
help-seeking behaviors. At this developmental stage, it is common for children to focus more on outcomes than on the 
values of fair play and respect for opponents (Aydin & Aksoy, 2025). The nature of gamification often emphasizes 
teamwork in tasks but does not always provide direct opportunities for learners to practice expressing personal worries or 
seeking help (Casia et al., 2024). Therefore, gamified activities should be paired with values-based teaching, reflection, 
and guided social-emotional activities. 
 
3.5 Problems Encountered in Using Gamification 

3.5.1 Perceptions of Kindergarten Teachers 
Kindergarten teachers perceived the problems encountered in using gamification as moderately serious, with an average 
weighted mean of 3.35. The most serious problems were too many learners in a class (4.19), inability of learners to follow 
instructions, directions, and rules of games (4.15), lack of learners’ discipline while playing games (4.09), and noisy class 
because of excitement and group activities (3.97). The least serious but still moderately serious problems were lack of 
learners’ interest in playing games (2.85), negative attitudes of learners toward games (2.76), and unsupportive parents 
toward school activities (2.64). These results indicate that the major challenges are classroom management, learner 
discipline, and maintaining order during game-based activities. Large class size makes it difficult to monitor all learners, 
while unclear rule-following and excitement may lead to noise and disruption. The lower-rated problems suggest that most 
learners are generally interested in games, although some still show negative attitudes or limited parental support. These 
concerns show the need for clear rules, smaller group arrangements, structured routines, and teacher preparation. 
 

3.5.2 Perceptions of School Administrators 
School administrators also perceived the problems encountered as moderately serious, with an average weighted mean of 
3.29. Their highest-rated concerns were too many learners in a class (4.16), inability of learners to follow instructions, 
directions, and rules of games (4.10), lack of learners’ discipline while playing games (4.04), and noisy class because of 
excitement and group activities (3.93). The least serious concerns were lack of learners’ interest in playing games (2.73), 
negative attitudes of learners toward games (2.68), and unsupportive parents toward school activities (2.62). These findings 
confirm the teachers’ views that gamification is generally manageable but requires strong classroom control. 
Administrators recognized that the most serious issues are not caused by gamification itself but by implementation 
conditions such as class size, discipline, instruction-following, and noise. These results suggest that teachers need support 
in planning, grouping learners, giving clear directions, and managing behavior during gamified activities. 
 
3.6 Comparative Results Between Kindergarten Teachers and School Administrators 

3.6.1 Summary of Perceptions 
The summary of results shows that kindergarten teachers and school administrators had similar descriptive perceptions 
across the major variables. Teachers rated the importance of gamification as highly important (3.76), effectiveness of 
strategies as highly effective (3.75), manifestation of social skills as highly manifested (3.61), extent of effect as great 
extent (3.72), and problems encountered as moderately serious (3.35). School administrators rated the same variables as 
highly important (3.84), highly effective (3.70), highly manifested (3.55), great extent (3.61), and moderately serious 
(3.29). These findings show consistency between teachers and administrators in recognizing the value of gamification in 
developing kindergarten learners’ social skills. Both groups viewed gamification as important, effective, and helpful in 
improving participation, cooperation, and social development. They also agreed that while problems exist, these are 
generally moderate and can be addressed through appropriate classroom management and intervention strategies. 
 

3.6.2 Test of Significant Differences 
The test of differences showed significant differences between the perceptions of kindergarten teachers and school 
administrators in two variables: the level of importance of gamification in developing learners’ social skills, with a mean 
difference of 0.12, t-value of 3.43, and p-value of 0.05; and the extent of effect of gamification on learners’ social skills, 
with a mean difference of 0.11, t-value of 3.35, and p-value of 0.05. The null hypothesis was rejected for these variables. 
No significant differences were found in the perceived effectiveness of strategies, manifestation of social skills, and 
seriousness of problems encountered, where the null hypothesis was accepted. These results suggest that school 
administrators perceived the importance of gamification slightly higher than teachers, while teachers perceived its extent 
of effect slightly higher than administrators. This may reflect the different roles of the two groups: administrators may view 
gamification from a broader program and school-development perspective, while teachers may observe its direct classroom 
effects more closely. However, their agreement on the other variables shows that both groups generally share the same 
understanding of gamification’s effectiveness, observed outcomes, and challenges. 
 
3.7 Proposed Intervention Strategies 
The proposed intervention strategies focused on improving the weaker areas of learners’ social skills, particularly showing 
respect for the rights of others, showing sportsmanship, consulting others regarding problems or concerns, and developing 
camaraderie with classmates. The strategies included turn-taking games, classroom voting activities, role-playing skits, 
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puzzle-solving activities, sharing stations, partner games, storytelling, cooperative building tasks, relay races, board games, 
group ball games, sportsmanship badges, buddy talk time, classroom circle sharing, peer consultation games, collaborative 
puzzles, buddy-system activities, cooperative art projects, classroom gardening, scavenger hunts, music games, and 
friendship challenges. The interventions also addressed the highly serious problems encountered in implementing 
gamification, especially large class size, inability to follow instructions, lack of discipline, and noisy classroom conditions. 
Recommended strategies included dividing learners into smaller groups, assigning rotating leaders, using station-based 
games, providing visual instructions, demonstrating rules through role play, conducting practice rounds, using rule-
checkers, giving short commands, setting behavioral expectations, assigning roles, using point systems for good behavior, 
applying calming transitions, reinforcing positive behavior, establishing noise-level signals, using clapping patterns, and 
assigning quiet captains. These strategies directly respond to the findings and may help teachers implement gamification 
more effectively while strengthening learners’ social skills. 
 

4. Conclusion & Recommendations  
Gamification was found to be necessary, relevant, and influential in developing the social skills of kindergarten learners in 
the public elementary schools of Naguilian District, Division of La Union. The strategies used in gamification were 
considered functional and applicable, particularly in encouraging active participation, cooperative learning, teamwork, 
storytelling, relays, and body language activities. The learners’ social skills were highly manifested, especially in joyful 
play, group participation, and team games, while the effects of gamification on social skills were shown to be great. The 
problems encountered in using gamification were considered manageable, although significant differences were found 
between the perceptions of kindergarten teachers and school administrators regarding the importance and effect of 
gamification. 
 
The proposed intervention strategies should be adopted and effectively implemented to enhance the use of gamification in 
developing the social skills of kindergarten learners. Teachers should continue reinforcing gamification as an essential 
approach to social skills development, extensively use highly effective strategies, improve moderately effective ones, and 
ensure that gamified classroom activities maintain their impact on learners’ social growth. They should also address serious 
problems encountered in using gamification through effective and practical solutions. A similar study should be conducted 
in another setting to validate the findings of the study. 
 
The study was limited to assessing gamification as an approach in developing the social skills of kindergarten learners in 
the public elementary schools of Naguilian District, Division of La Union, during the school year 2025–2026. It involved 
only thirty-five kindergarten teachers and twenty-seven school administrators as respondents; therefore, the findings were 
confined to the perceptions of these groups within the identified locale. Since the study was conducted in one district, a 
similar study in another setting was recommended to validate the findings. 

Compliance with ethical standards  
The study observed strict compliance with the PCLU Guidelines on Research Ethics. Permission was sought from the 
proper authorities before data gathering, and all collected data were treated with utmost confidentiality and used solely for 
the purposes of the research. Proper citation and referencing practices were followed to observe copyright laws and avoid 
plagiarism, and the paper was subjected to plagiarism scanning to certify its authenticity. 
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