. INTRODUCTION

1.1 Introduction

In today’s educational system, teachers are continually seeking innovative
and engaging ways to enhance the learning experience of their students. Interactive
games have emerged as a powerful tool, offering both an enjoyable and effective way
to teach, engage and assess young learners, especially in primary classrooms. These
games go beyond traditional teaching methods and offer a more hands-on, student-
centred approach, which is essential for the developmental needs of students.

In primary education, students are still in the process of developing
fundamental skills such as reading, writing, numeracy and social interaction. As such,
the traditional "one-way" teaching method, where information is solely delivered by
the teacher, often fails to capture the attention of young students. Interactive games,

however, bridge this gap by offering a dynamic and participatory learning experience.

The development of information and communication technology is currently
very beneficial for the community. Mobile is one of the products of this technology
that has changed the behaviour of human communication by penetrating space and
time. People who are thousands of kilometres away can communicate with each other
while looking at the interlocutor on and only by using mobile phones. Mobile phones
in which there are various games appear on the market. Playing can be obtained easily

through applications on mobile phones and internet media (O’Connor and Andrews
2018).

Game is one of the results of technological developments. Games that were
originally played in the real world by interacting with people or objects directly, can
now be played in digital form using technology. Game technology has extended to
various sectors of life. Currently, games can be obtained easily through applications
and internet media. Various gaming technologies will experience phenomenal growth
in the future. Various games with more sophisticated technology will emerge
(Fadillah and Igbal 2019).

The culture of playing has become a lifestyle that is much favoured by the

community, especially the younger generation at school age, both in rural and urban
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areas. Types of play equipment from simple models such as playing with
sophisticated equipment such as smartphones, as well as PlayStation consoles are
already recognized by today's children. Especially at this time there are many online
games that have sprung up which are very popular with children. Online games are
games that are connected to the internet network, and can be played with certain rules
so that there are winners and losers. Online games are electronic and visual based
games. Online games are played by utilizing electronic visual media (Puspitosari and
Ananta 2009).

The current generation of Early Childhood is a generation where they are
already very familiar with virtual activities or gadgets. For this reason, the use of
technology and applications that exist in gadgets is needed to support their education.
As it is well known that today's young children are more interested in applications in
gadgets than reading books. So that an attractive stimulant is needed for them by
engineering gaming applications into learning media that is needed at this time,
namely through educational-based games. In this study, researcher used the Educandy

game.

Educandy is a web-based application that is used to create quizzes. Thus,
educandy games are also included in the category of educational games (Asghar,
Haris, and Isyanti 2021) (Ramansyah 2016). Everyone has access to create or play this
quiz. In the game there are some interesting pictures, pictures are one of the good
media to be used as teaching materials in child development (Utama 2017). With the
slogan 'making learning sweeter' (making learning sweeter), the educandy display is

made with sweet colours so that it looks cheerful.

Educandy has three core game features, namely words, matching pairs, and
quiz questions. However, these three features can be created into several more types
of games, such as word search, hangman, anagrams, nought & crosses, crosswords,
match-up, memory, and multiple choice (Ulya, Syarif, and Jakarta 2021). Educandy
games have many types of word games that can be played, making it easier for
educators to create varied quizzes, effective for reviewing students' understanding,
make practice questions more fun. The drawback of this educandy is that the quiz
maker (author) cannot know the results of the quiz players and requires a stable
internet network (Ulya 2021).



Recognizing letters is important to be developed in early childhood for the
next child's language skills. By recognizing letters in children, it is hoped that children
can understand letters by knowing the sounds and shapes of letters. Basic knowledge
of letters can make it easier for children to compose sentences and get information
from knowledge sources, both books and other sources (Haira 2019).

Educational media is an important benefit for teachers and students, because
the existence of educational media can facilitate student and teacher learning so that
the desired goals are achieved (Bond et al., 2018).

Teachers can design and create question banks related to the material taught
in lectures to be reused later when teachers make assessments, quizzes or exercises.
Interesting and interactive assessments are very helpful to increase students' interest
and enthusiasm in dealing with questions. The use of online quizzes to learners is
expected to increase learning motivation, so that students acquire material in such a
way that it is expected that their learning outcomes are good, because the training
provided is suitable for learning. Like quizzes are not boring. Since the quiz contains

a lot of word games, this study material is suitable for learning all languages.

Educandy can be used as a tool to capture students' attention during distance
learning. It can also be played individually, duel against the computer or duel with
friends, all of which can be customized to suit the needs. This research seeks to revisit
the development of the Educandy platform as a student learning enhancement for
language learning in schools. It is an application that can be used to create interactive
learning media. This application can be accessed through smartphones making it
easier for students to work through worksheets or quiz-based assessments or questions
in this application. On the Educandy page there are also examples of the teacher's
work, so that even beginners can get an idea of what the work will be like. Educandy
educational game can be defined as a web application used to create fun trivia games.

This web application is suitable for increasing students' interest in learning.

1.1.1 The Role of Interactive Games

Classroom transactions refer to the ongoing interaction between teachers and
students during the learning process. In this context, interactive games serve as both

a teaching tool and a method for enhancing classroom interactions, creating an
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environment of mutual engagement. These games stimulate active participation,
fostering deeper learning while also encouraging essential cognitive, emotional and

social skills development.

Interactive Games

e Engagement: Young students often struggle to stay focused during long
lessons. Interactive games break the monotony of traditional teaching
methods, making learning more engaging and fun.

e Active Participation: These games shift the focus from passive listening to
active engagement. Students are not merely receiving information but actively
participating in their own learning process.

e Instant Feedback: Games provide immediate feedback on students'
understanding, allowing teachers to adjust instruction as needed. Whether it's
through answering questions correctly or solving problems collaboratively,
students quickly realize what they have learned and where they might need to
improve.

e Encourage Critical Thinking: Many interactive games require students to
think critically, problem-solve and collaborate. These higher-order thinking
skills are essential at the primary level, where foundational cognitive skills are
developed.

e Social and Emotional Development: Many games foster teamwork,
communication, and emotional intelligence, which are key components of

social development at a young age.
1.1.2 Types of Interactive Games

Interactive games can be tailored to various subjects and learning objectives.
Here’s a breakdown of different types of games that can enhance classroom

transactions:
1. Knowledge-based Games

Quiz Shows or Jeopardy-style Games: Students can answer questions related to
the topic being taught. Teachers can customize questions to suit the subject matter,

such as math problems, spelling words or historical facts.
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e Learning Outcome: Reinforcement of factual knowledge and recall.

2. Problem-solving and Critical Thinking Games

Puzzle Challenges or Mystery Games: Students work in teams to solve
puzzles related to concepts they have learned in class, such as math equations or

science processes.

e Learning Outcome: Develops critical thinking and collaborative problem-
solving skills.

3. Physical and Kinaesthetic Games

Simon Says, Treasure Hunts or Scavenger Hunts: These activities are
great for young learners, as they combine movement with learning, which can help

reinforce concepts in a fun, active way.

e Learning Outcome: Promotes physical coordination, teamwork and recall

of learned material in a hands-on environment.

4. Role-playing and Dramatic GamesCharades, Storytelling Circles

or Role-playing Historical Figures: Students act out various roles or concepts,

such as a historical event, a math process or a language rule.

e Learning Outcome: Improves communication skills, creativity and

understanding of abstract concepts.

5. Memory and Matching Games

Memory Match or Flashcard Games: Students match pictures with words,
numbers with symbols or questions with answers. These games can be adjusted for
different subjects, such as matching animal names with their habitats or matching

math problems with their solutions.

e Learning Outcome: Enhances memory, recall and conceptual

understanding.

6. Team-based Competitions



Spelling Bees, Math Races or Collaborative Quizzes: Students compete in

teams or individually to answer questions or complete challenges in a set time.

e Learning Outcome: Encourages teamwork, time management and friendly

competition.
1.1.3 Benefits of Interactive Games

1. Improved Student Engagement: Interactive games turn passive learning
into active involvement, helping children stay engaged and excited about their
lessons. Whether it’s a quick quiz or a full classroom game, these activities keep

students interested and focused on learning.

2. Enhanced Retention and Understanding: Active learning through games
helps improve retention and understanding. When students interact with the content
through play, they are more likely to remember the information long-term.

3. Development of Critical Skills: Interactive games help students develop a
wide range of skills that go beyond academics. These include:

e Communication: Through discussions, explanations and interactions with
peers.

e Collaboration: Working in teams promote cooperation and shared decision-
making.

e Problem-solving: Many games require students to think critically and find
solutions.

e Emotional Intelligence: Games also foster social-emotional development,
helping students learn how to manage emotions and work effectively in
groups.

4. Building a Positive Classroom Culture: Games promote a positive and
supportive classroom culture. Students become more comfortable participating and
taking risks in a low-pressure environment. This encourages a growth mindset where

mistakes are seen as opportunities for learning, not failures.

5. Instant Feedback and Adjustment: Teachers can assess student

understanding immediately, making it easy to identify learning gaps or areas where



further explanation is needed. This makes interactive games a great formative

assessment tool.

1.1.4 Implementation of Interactive Games Effectively

e Set Clear Learning Objectives: Ensure that the game is aligned with the
lesson's learning goals. Whether it’s reinforcing vocabulary, practicing math
facts or developing teamwork skills, the game should have a clear purpose.

e Encourage Active Participation: Ensure every student has an opportunity to
participate. Rotate roles and encourage everyone to contribute, whether it’s
answering questions or acting out a role.

e Keep the Atmosphere Positive: Games should be about fun and learning,
not about winning or losing. Create an atmosphere where students feel
comfortable making mistakes and learning from them.

e Provide Feedback: After the game, give students constructive feedback.
Discuss what went well and what could be improved and connect the game to
the key learning points.

e Adapt to Different Learning Styles: Some students may benefit more from
visual games (like Pictionary), while others may excel in auditory games
(like story-telling or discussions). Use a mix of different types of games to

engage all learners.

Interactive games have revolutionized the way primary teachers approach
classroom transactions. These games not only make learning fun but also encourage
active participation, social interaction and the development of critical skills. By
incorporating these games into the teaching process, educators can foster a dynamic
and student-centred environment that supports both academic growth and personal

development.

Incorporating interactive games in the classroom provides a multifaceted
approach to learning, making it possible to meet the diverse needs of young students
while keeping them engaged and motivated. Ultimately, these games help transform
classroom transactions from a traditional, one-way transfer of knowledge to an

interactive, collaborative and enjoyable learning experience for all.



1.1.5 Educandy

Educandy is an innovative educational app that helps teachers and students
create engaging learning activities. Designed to make learning more interactive,
Educandy allows users to generate quizzes, word games, and other fun exercises
effortlessly. Teachers can input their lesson content, and the platform automatically
transforms it into interactive games that students can play on computers, tablets, or

smartphones.

One of the key features of Educandy is its simplicity. Educators do not need
advanced technical skills to use the app. By simply entering words, questions, or
matching pairs, the app generates games such as anagrams, word searches, and
memory games. These activities make learning enjoyable and reinforce knowledge in

an engaging way.

Educandy is especially useful for language learning, vocabulary building and
subject revision. It supports various game formats, allowing students to practice in a
fun and stress-free environment. Additionally, it promotes independent learning by

enabling students to access games anytime and anywhere.

Another advantage of Educandy is its flexibility. Teachers can create
customized activities that cater to different learning levels and subjects. Moreover, the
app allows for collaboration, as students can compete or work together in multiplayer

modes.

Educandy is a valuable tool for modern classrooms, making learning
interactive and enjoyable. By combining technology with education, it enhances
student engagement and motivation, making lessons more effective and memorable.
Whether for classroom instruction or remote learning, Educandy is a great addition to

any educator’s toolkit.

Educandy App is an interactive learning app that allows educators to create
engaging educational games in minutes. By simply entering vocabulary words or
questions and answers, the app transforms content into fun activities like quizzes,

word searches and memory games.



Once a game is created, a unique code is generated, which can be shared with
students so they can play on their own devices. The app is available on multiple
platforms, including Windows, i0S, and Android.

There are tons of interactive educational games children can use to add more
fun to learning and studying. Specifically for younger students, these digital tools can
truly help enhance both recall and retention while keeping their attention. When it
comes to educational games for students, it's all about simplicity both for the children
using the game and for the teachers who help facilitate those experiences. All
activities are easy and the fun games help provide effective reviews for any kind of
classroom content.

Essentially, Educandy is an online review tool students can use to master
concepts and prepare for exams. It's geared a bit more towards younger students,
making its prime target the primary students. Using this simple software, educators
can create review games in just a few short minutes. It's as easy as entering all
questions and answers and the Educandy platform does the rest. In just a few quick
steps, it can help turn teacher-provided content into interactive activities for Kkids to

use in their review games or for independent studying. They can even embed those

learning games on their school website page or onto their personal online page for

students and parents to easily find.

Children could use Educandy independently or as part of group activities.
Since it's accessible on a variety of devices, they can play review games at home and
on their own time. Teachers can also use Educandy in the classroom to facilitate
group reviews or create competitive games among students. In the classrooms,
Educandy works well when teachers project the proceedings on interactive
whiteboards or another viewing surface. This creates a solid group learning
experience and allows students to take part in some dynamic studying. So, whether
teachers want to create a matching vocabulary quiz or create an Educandy word

search for students, this system is super simple and effective.

Spelling to memory games for students
There are many different types of review games children can access with the
Educandy app. They include cool word searches, noughts and crosses, crosswords,

spelling, anagrams, match-up, multiple choice, and even memory games. Students


https://corp.kaltura.com/blog/independent-learning/
https://www.eduporium.com/blog/rising-resources-quizlet-live/

access the games after their teacher has created them simply through the Educandy
app or through the Educandy website directly on their computer. Whichever games
they choose, teachers can input the content they want students to know and let them
get to work! In the spelling game, for example, students must provide the correct
answers (with correct spelling) to the questions. They can do so by selecting the
letters on the keyboard and correct guesses will fill in on the screen. If they guess
incorrectly, a chunk will be taken out of the on-screen candy bar.

Each game provides the opportunity for simple but effective content
reviewing. It's also incredibly easy for teachers to get started. All they need to do is
create an account on the Educandy website and sign in with just a username and
password. Then, they can begin creating their activities and review games right away.
Whether students utilize iOS, Android, or Microsoft devices, they can access the
Educandy mobile app as well. Whether on a mobile device or desktop, the users can
enter their activity code right on the Educandy homepage. Then, students can begin to
play educational games and interact with both digital content and their peers right

away.
Educandy learning apps

There are two Educandy learning games available one for kids and one for
instructors. Educandy Play is the student version, which is available on iOS, Android,
or Microsoft devices. With the Educandy Play app, students can access games their
teachers have created on the Educandy platform. All teachers have to do is share their
activity code with students so that they have it to enter when they launch this app.
This helps them easily locate activities and get started with reviewing core concepts or
exploring new ones. Plus, with recent updates to the Educandy apps, they're now more

intuitive and easier for students to navigate.

Then, there's the Educandy Studio app, which is for teachers. Using this
platform, educators could make learning games for students with ease. It takes only
minutes for them to create online games for students since all they need to do is enter
the information they want included. After inputting some parameters like vocabulary
words or questions, the Educandy system reconfigures that information into

interactive review activities for students to use in their classroom or at home. All
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educators have to do is download the app (i0OS, Android, or Microsoft) and log in or

create their free account.

Educandy sounds like a valuable tool for helping the elementary children
review key concepts in almost any subject, it definitely encourage learners to go and
check it out. It's completely free and the website is super simple to navigate.

Features of Educandy

e Game-Based Learning — Educators can create games like word searches,
crosswords, anagrams and quizzes.

e Easy Content Creation — Simply enter vocabulary words or questions and
the app converts them into interactive activities.

e Multi-Platform Access — Available on Windows, iOS and Android, ensuring
accessibility for students and teachers.

e Unique Game Codes — Each game generates a unique code that can be
shared with students for easy access.

e Customizable Activities — Users can upload images and sounds to enhance
their games.

e Interactive Whiteboard Compatibility — Games can be played on
individual devices or projected onto an interactive whiteboard for classroom

engagement.

Educandy games more engaging and effective

e Use a Variety of Game Types — Mix up quizzes, word searches and
anagrams to keep students interested.

e Incorporate Multimedia — Add images and sounds to make the games more
interactive.

e Encourage Student Participation — Let students create their own games to
reinforce learning.

e Make it Competitive — Use leaderboards or timed challenges to boost
engagement.

e Align with Learning Goals — Ensure the games support the curriculum and

learning objectives.
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Engaging Educandy games teachers and students

Crossword Challenges — Create crosswords using key vocabulary words to
reinforce learning.

Memory Match — Pair related terms or concepts to help students recall
information.

Anagram Puzzles — Scramble words and challenge students to unscramble
them.

Multiple-Choice Quizzes — Test knowledge with fun, interactive quizzes.
Word Searches — Help students find hidden words related to a topic.
Noughts & Crosses (Tic-Tac-Toe) — A twist on the classic game where

correct answers earn a move.

Creating own games on Educandy

Sign Up or Log in — Visit Educandy and create an account or log in.

Choose a Game Type — Select from options like quizzes, word searches,
anagrams, or matching pairs.

Enter the Content — Input vocabulary words, questions, or answers, and
Educandy will automatically generate the game.

Generate a Unique Code — Once the game is created, Educandy provides a
unique code that teacher can share with students.

Play and Share — Students can play the game on their own devices or on an

interactive whiteboard.

Key elements of game

Meaningful Choices — Players love feeling like their decisions matter.
Whether it’s strategic gameplay, branching narratives, or skill-based
mechanics, giving players the ability to shape their experience enhances
engagement.

Smooth and Intuitive Controls — A game should feel fluid and responsive,
minimizing frustration and ensuring players can focus on the fun.
Progression and Rewards — Well-balanced difficulty curves, skill upgrades,
achievements, or collectibles make players feel accomplished and keep them

coming back for more.
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e Compelling Storytelling — If the game has a narrative, a strong story with
memorable characters and emotional depth can make a huge difference in
how invested players feel.

e Dynamic Challenges — Whether through puzzles, enemies, or environmental
obstacles, offering varied challenges keeps gameplay fresh and interesting.

e Replay ability and Player Freedom — Games that allow different playstyles,
multiple endings, procedural generation, or sandbox elements encourage
exploration and long-term enjoyment.

e Social and Multiplayer Aspects — Competitive or cooperative elements,
leader boards, and engaging online communities can enhance a game’s

longevity.
1.2 Need and Significance of the study

This research essentially promoted innovations in teaching and learning
process and also that encourage teacher engagement with technology. Interactive
games can capture students' attention and foster a more positive attitude towards
learning. Interactive games have become indispensable instruments in modern
education, particularly at the primary level, when student involvement and motivation
are critical to learning success. Traditional teaching methods frequently fail to capture
young children' different learning styles, demonstrating the need for more dynamic
and inclusive approaches. Incorporating interactive games into classroom transactions
gives students hands-on pleasant experiences that encourage active involvement and
improve learning of many subjects. -Interactive games can help students develop
critical thinking, problem-solving, creativity and collaboration skills which are

essential for success in today's world.

This research is required to provide primary teachers with the abilities
needed to create and administer these games effectively, particularly in core
disciplines such as maths, language, science and social science. - The development and
implementation of interactive games can provide opportunities for primary teachers to
enhance their pedagogical skills and explore innovative teaching methods. Interactive
games is needed for the teachers in order to analyze the various levels of their

feedback level before and after the training.
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The researcher chosen this topic because there are hundreds of literatures
and studies in the same field. Hence the researcher would like to find out the
Interactive games among the Primary teachers.

1.3 Objectives of the study

e To identify variety of interactive games among primary teachers in
their classroom teaching.

e To explore creative ways to incorporate interactive games into
classroom transactions for Language, Mathematics, Science and
Social Science.

e To develop the utilization of interactive games in teaching among
Primary teachers.

e To find out the effectiveness of interactive games to improve

Teaching-learning process among Primary teachers.
1.4 Hypotheses

e There is no significant difference among teachers in using variety of
interactive games before and after training.

e There is no significant difference between male and female teachers in using
variety of interactive games through training.

e There is no significant difference between education district-wise teachers in
exploring creative ways to incorporate interactive games in classroom
transactions.

e There is no significant difference between Secondary Grade Teachers in PUPS

and PUMS in effectiveness of interactive games.
1.5 Delineation and Delimitation of the Research

The following delimitations were taken into consideration in the

interpretation of results.

e The study was confined to 40 primary teachers only.
e The study was focused on Language, Mathematics, Science and Social

Science.
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e This study was focused on classroom-friendly games.

e This study was focused on basic teaching competency and willingness to
innovate.

e The samples were experimentally treated with Educandy App only.

e The study was conducted on dependent variables were Educandy App.

1.6 Organisation of the Research

The present study was organized into a sequence of systematic stages to successfully
design, implement, and evaluate the integration of interactive games for classroom
transactions. The major stages of the research are outlined as follows:

Stage 1: School Visit and Pre-test Administration

e Initial visits were conducted to selected primary schools.
e Pre-test was administered using a questionnaire to assess teachers’ basic skills,

creativity levels, and familiarity with interactive games.
Stage 2: Development of the Training Module

e Based on pre-test findings, a training module was prepared.
e The module included content on interactive games, Educandy App features,

and subject-wise integration techniques.
Stage 3: One-day Orientation Training Programme for Teachers

e Introduction of Educandy App.
e Hands-on practice sessions were provided for creating activities for languages,

maths, science and EVS.
Stage 4: Intervention Activities — Educandy App Creation

e Teachers participated in guided intervention activities.
e They created their own interactive games using Educandy App, exploring new

ideas.
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Stage 5:

Stage 6:

Integration of Educandy App across Subjects

Teachers applied their newly developed skills to integrate interactive games in
various subjects such as Language, Mathematics, Science and EVS.

Subject-specific tasks and Educandy App activities were practiced.
Field-level Implementation in Classroom Transactions

Teachers implemented the created Educandy App activities in real classroom
settings.
Classroom teaching—learning processes were enriched through Educandy App

activities.

Stage 7: Observation of Student Activities

Student responses, engagement levels and learning behaviours were observed
using a structured observation format.
The observations helped to evaluate the effectiveness of interactive games for

classroom transactions.

This organization enabled a systematic exploration of how Educandy App

activities enhances teaching and learning processes in primary education.
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Il. REVIEW OF RELATED LITERATURE

2.1 Introduction

The review of literature describes the selection of the topic, formation of
hypothesis and deductive reasoning leading to the problem. The first focus of the
review of literature is the importance of studying selective developing interactive
games for classroom transaction among primary teacher. It helps to get a clear idea

and supports the finding with regard to the problem under this study.

The review of literature concluded with a summarization of the key points
that the researcher considered while designing the study of methodology. This
includes a discussion of the limitations of previous researches and hypotheses of the
study. This chapter is a step to get full picture of what has been done and said with

regard to the problem under this study. The review of literature is given as follows.
2.2 Studies related to International, National, Local (Year wise)

International Studies

Manar S. Alotaibi (2024) Game-based learning in early childhood education. This
study was investigated the Game-based learning has gained popularity in recent years
as a tool for enhancing learning outcomes in children. This approach uses games to
teach various subjects and skills, promoting engagement, motivation, and fun. In early
childhood education, game-based learning has the potential to promote cognitive,
social, and emotional development. This systematic review and meta-analysis aim to
summarize the existing literature on the effectiveness of game-based learning in early
childhood education. This systematic review and meta-analysis examine the
effectiveness of game-based learning in early childhood education. The results show
that game-based learning has a moderate to large effect on cognitive, social,
emotional, motivation, and engagement outcomes. The findings suggest that game-
based learning can be a promising tool for early childhood educators to promote
children’s learning and development. However, further research is needed to address

the remaining gaps in the literature. The study’s findings have implications for
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educators, policymakers, and game developers who aim to promote positive child

development and enhance learning outcomes in early childhood education.

Paraskevi Mikrouli, Katerina Tzafilkou & Nicolaos Protogeros (2024)
Applications and Learning Outcomes of Game Based Learning in Education. This
study was considered the most engaging means of learning and brings several benefits
as regards the learning outputs. Game-based learning is applied in all different
educational stages from pre-school education to tertiary education, and workplace.
This review study discusses and extends previous findings by organizing the
application of GBL approaches in different educational stages and presenting the main
learning outcomes. The review study collects and analyzes 104 scientific papers
ranging. The benefits and limitations of GBL are also discussed in the paper, while
different types of games including augmented reality (AR) approaches are considered.
According to the findings, in primary and secondary education, GBL demonstrates a
positive impact on learning outcomes and engagement, enhancing students'
understanding of complex concepts and fostering real-world application of learned
knowledge. While GBL in tertiary education facilitates deeper understanding, critical
thinking, and skill development, its implementation requires careful design and
evaluation aligned with learning objectives. The study also explores various types of
GBL games, including memory, simulation, interactive, quiz, puzzle, strategy, and
reality-testing games, each tailored to different educational objectives and subjects.
Furthermore, Augmented Reality (AR) in GBL shows promise across subjects but
faces challenges like technical limitations, training needs, privacy concerns, potential
distractions, and a lack of comprehensive research on its efficacy. Overall, while GBL
demonstrates considerable potential in enhancing education, its successful
implementation requires careful consideration of age-appropriateness, varied game

types, and integration of emerging technologies like AR.

Ima Kusumawati, Fariza Wahyu Arizal and Arif Sutrisno (2023) “Primary
Student and Teacher Game Based Learning Engagement: The Problem and the
Challenge” This study was designed to investigate the teacher and student
engagement are critical factors that have a significant impact on the learning process.
The use of educational games has been shown to make learning more interactive and
fun, while also promoting a sense of motivation and engagement among students.

This study aims to investigate the factors that influence student and teacher
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involvement in game-based learning and how to minimize the potential problem
during the classroom intervention. In this preliminary study, the investigators employ
a literature review method to find the correlation between teacher and student
perspectives in games, and how game-based learning potentially can improve this
engagement. Research has found that teacher and student engagement are crucial
factors in the learning process and that teachers play a vital role in promoting student
engagement. Students who view games as relevant to their learning goals tend to be
more engaged and motivated to learn. When teachers view games as a valuable tool
for teaching and learning, they are more likely to incorporate them into their
instruction and create opportunities for students to use them. This, in turn, leads to
increased student engagement, motivation, and learning. Additionally, the use of
games in the classroom has the potential to enhance the learning experience for both
teachers and students. A key purpose for this review is to provide a framework that

teachers might use to construct effective classroom engagement pedagogies.

Rezi, M., Quintana, J., Dominic, J., Darius, L. (2023) Development of Educandy
Platform as an Educational Game to Improve Arabic Language Learning
Achievement. This study was found to explore Game-based learning is certainly very
favoured by students, especially nowadays games in learning do not need to be done
in the classroom using a cellphone. One application that can be developed to improve
student achievement is the Educandy platform. The purpose of this research is to
develop the Educandy platform as a learning media in improving Arabic language
learning achievement. The method used in this research is research and development
method with ADDIE model. The results of this study indicate that the Educandy
platform is able to improve student achievement so that students are happy in learning
Arabic. The conclusion of this study can be seen that the use of the Educandy
platform as an educational game in learning Arabic can support the learning and
teaching process. The limitation of this research is that researchers only make Arabic
language games at the junior high school level so that the game cannot be developed
as a whole, for that the researcher hopes that the next researcher can do the same
research and be practiced at boarding schools where there is more knowledge about

Arabic lessons.

Siti Nurjanah, Leli Fertiliana Dea, Muhammad Saidun Anwar (2022)
Development of Games Online Features Educandy to Children Aged 5-6 Years. The
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aim of this study is to determine the recognizing letters is important to be developed
in early childhood for the next child's language skills. By introducing letters to
children, it is hoped that children can understand letters by knowing the sounds and
shapes of letters. The learning media that will be developed in this research is an
online game on the educandy. The purpose of this study was to determine the
development of online games on the educandy to introduce characters to children
aged 5-6 years at KB Darul Falah Terbanggi Besar. Types of research and
development (research and development). The development procedure according to
the Borg and Gall theory consists of seven stages, namely potential and problems,
data collection, product design, expert testing, product revision, product testing, and
product revision. Based on the results of the study, it can be concluded that, games
feature educandy to introduce script to children aged 5-6 years at KB Darul Falah
Terbanggi Besar, the development of online game feature educandy children are able
to name symbols of letters that are known, children are able to recognize the sound of
the initial letters of the names of objects in the vicinity. The Effectiveness of Using
Online Games Features Educandy to Improve Literacy Skills for Children aged 5-6
years, namely after research was conducted at the Darul Falah Family Planning
Terbanggi Besar, it was proven that the literacy abilities of early childhood can be

categorized as starting to develop.

Xin Guan, Chunmei Sun, Gwo-jen Hwang, Kegan Xue & Zhuo Wang (2022).
Applying game-based learning in primary education. This study was conducted to
Play is crucial to children’s development. With the prevalent use of digital
technologies, children and young adults are seen playing games more often and longer
on digital devices. How should teachers capitalize the advantages of games in class,
without inducing more health risks or problems for children? To achieve this goal,
teachers need empirical details and conclusive results in the application of game-
based learning (GBL) in primary education, so that they can design GBL experiences
that cater to the specific needs of pupils. The present paper provides a systematic
review for 35 experimental studies that substantially integrated gaming elements in
primary school lessons. Major findings include that (1) most studies were published in
technology assisted learning journals, focusing on higher-grade students’ natural
science learning, through one GBL lesson conducted within one week; (2) theoretical
foundations were absent in the majority of studies, with the rest implicitly or

explicitly drawing upon Constructivist premises; (3) adopted GBL technologies were
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mostly self-designed, and used for formal learning; (4) Gamification was the most
frequently used game genre and Intellectual Problem-Solving was the top gaming
element to be incorporated and (5) there were more positive outcomes than mixed
findings and more cognitive results reported than affective or behavioural dimensions.

A. Letina (2021) Game-based learning in primary science and social studies. This
study was found to play is a natural form of learning that contributes to a child's
development. Previous research on the effectiveness of game-based learning has
found that using games in teaching leads to greater activation of students in the
learning process and contributes to creating a positive classroom environment. Game-
based learning increase students' attention and thus more effectively contribute to the
achievement of educational learning outcomes and the development of student’s
competencies. As a teaching strategy with elements of cooperation, game-based
learning is essential at all levels of education, especially in primary grades. In primary
classes, games can be used to learn new teaching content, practice specific social
skills, socialize students, or improve the classroom environment. By applying
methodically designed games, students often achieve better results in the learning
process. The game as a form of formative evaluation enables discovering students'
abilities and giving quality feedback on their learning process. Didactic games can be
applied in all segments of primary science teaching -to motivate students, learn new
content and practice skills, formative and summative assessment of student
achievements, high levels of learning outcomes. This paper presents the results of
research whose main goal was to determine the attitudes of primary school teachers
(N = 349) on the possibilities of applying game-based learning in Science and Social
studies classes, advantages and possible disadvantages of gamification in this school
subject in the first four grades of primary school in Croatia, and the frequency of
application of different forms of games during teaching. Research has found that
teachers generally use game-based learning once to twice a month to motivate
students and practice skills, but very rarely for formative assessment. Although they
expressed positive attitudes on the game-based learning strategy, there is a weak
correlation between their attitudes on using this teaching strategy in Science and
Social studies teaching and the frequency of their application. They are more likely to
use games that are easier to implement and those that achieve lower levels of
cognitive learning outcomes such as memorization and less likely to use games that

are more time-consuming or games that require higher levels of cognitive learning
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outcomes, analysis, evaluation, and creation. Therefore, in the future, the teachers
should be sensitized for more frequent and purposeful use of game-based learning,
contributing to the complete development of student competencies, especially for

formative assessment, and achieving a higher level of learning outcomes.

Adipat, S., Laksana, K., Busayanon, K., Asawasowan, A., & Adipat, B. (2021)
Engaging students in the learning process with game-based learning: The fundamental
concepts. This study was found out to a new approach to learning in the form of
educational games has been adopted in recent years, especially in English language
teaching. The educational game learning approach used to teach English to non-native
English-speakers who use English as a second or foreign language has recorded great
success. This study provides an innovative framework for the adoption of the
educational games learning approach at university. This is done to ensure lifelong
learning and interdisciplinary learning opportunities for students. The study
introduces social skills and knowledge training to address topics of gaming and
learning. It describes the point at which learning is expected to occur and the role that
game elements play in relation to student engagement and educational gaming content
interaction. The study further describes the principles governing collaborative
learning. The contribution of game-based learning is further linked with mind-set
improvement and growth. The study further examines three theories that are essential
to the development of the game-based learning approach: narrative-centered learning
theory, problem-solving theory, and engagement theory. Upon providing the
theoretical underpinnings, teachers’ perceptions towards the game-based learning
approach are further addressed in the paper. The advantages and disadvantages of

game-based learning are also discussed.

Liping Sun, Heli Ruokamo, Pirkko Siklander, Baoping Li and Keith Devlin
(2021). Primary school students’ perceptions of scaffolding in digital game-based
learning in mathematics. This study was found to explore approaches to teacher
scaffolding in digital game-based learning in primary mathematics classrooms as well
as the effects on students' perceptions of learning in a digital game in which
scaffolding was provided. A total of 141 primary school students and four
mathematics teachers participated in the experiment, and qualitative data were
collected through classroom observations and student interviews. The results

identified whole-class and one-to-one scaffolding strategies, both of which had an
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important effect on students' learning activities and perceptions of mathematics in the

context of digital games in primary education.

Vankas, P. (2021) Influence of game-based learning in mathematics education on
students’ affective domain: This study was conducted to modern education nowadays,
the use of game-based learning as a teaching and learning method is popular in all
school subjects, including mathematics. There are numerous studies dealing with the
influences of this teaching method on the students’ achievements. Modern teaching
theories consider an important effect of education on the development of students’
affective domain, connected with the subject and its teaching. In this work, the author
studies journal articles that the use game-based learning in mathematics to assess its
effects on the students, with the aim to analyse its impact on students’ affective
domain. To achieve this, a systematic review with the use of a PRISMA statement is
applied. The data sources are 57 journal articles from the area of interest listed in the
Web of Sciences and Scopus. The results indicate that 54% of the articles consider the
affective domain in the measurement of the effects of game-based learning in
mathematics education. These articles report mostly (84%) the positive influences of
game-based learning on students’ motivation, engagement, attitudes, enjoyment, state
of flow, etc. The rest of the articles show mixed results, with the authors’ conclusions
possibly affected by flaws in the research instruments, selection of study groups, and
game design, therefore, stressing the importance of these elements in future research

on this topic.

Acquah, E. O., & Katz, H. T. (2020) Digital game-based L2 learning outcomes for
primary through high-school students. The aim of this systematic literature
review was to examine the empirical evidence for the effectiveness of digital games
on second language learning between 2014 and 2018, with a focus on participants 6 —
18 years old. The initial search yielded 578 results, from which a total of 26 articles
were included in the final content analysis. The analysis of the included studies
revealed: the majority of studies were conducted with a mixed methods design; most
studies used computers as the gaming platform; the most common game genre was
educational games or educational mini games; most games were designed for
learning; research was mainly conducted in East Asia and the Middle East; the
primary context of study was within a formal learning environment; and the target

language was usually English. Further analysis suggests that digital learning games
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(DLGs) may benefit players' language acquisition, affective/psychological state,
contemporary competences, and participatory behaviour. An inductive analysis
revealed six key game features highlighted within the studies that influenced the
outcomes: ease-of-use, challenge (at one's zone of proximal development), rewards
and feedback, control or autonomy, goal-orientation, and interactivity. In addition to
game features, associations between context and outcomes were also explored: studies
conducted within a formal learning environment, with or without teacher facilitation,
resulted in mostly positive language acquisition results, meaning DLGs can be
implemented successfully within schools. Based on the overall findings, it is clear that
DLGs are an effective tool, but future research should explore how they can best be
implemented in the classroom setting.

Chen, CH., Shih, CC. & Law, V (2020) The effects of competition in digital game-
based learning (DGBL). This study was examined to Digital game-based learning
(DGBL) is known to be widely used for improving learning in various fields. Among
the elements of DGBL, competition has been very controversial. This meta-analysis,
which included 25 articles written between 2008 and 2019, revealed that DGBL has
produced improvements for learning outcomes with an overall effect size of .386. In
addition, the investigator explored multiple moderators to understand how
competition in DGBL influenced student learning for different learners, contexts,
game types, and learning outcomes. They found that competition in DGBL was
effective for math, science and language, but not for social science and other subjects.
It was effective for K12 students and college students. It was effective for puzzle,
strategy, role-playing, and simulation, but not for action games. Finally, competition
in DGBL was equally effective for cognitive and non-cognitive outcomes. Through
the results of this study, they fill a critical gap in the research left by recent reviews,
which do not examine the role of competition; a key gaming element. In addition,

they offer a number of suggestions for future studies.

Korkmaz, O, & Oztiirk, C. (2020) the effect of gamification activities on students’
academic achievements in social studies course, attitudes towards the course and
cooperative learning skills. The aim of this study is to determine the effects of
educational games on students' academic achievement, attitudes towards the course
and cooperative learning skills. Semi-experimental research design with pre-test post-

test control group was used. The study group consisted of 60 students at 5th grade
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secondary school. In this process, the topics identified were reinforced by educational
games in experimental group and control group were strengthened by traditional
methods for 6 weeks. Research data were collected by using Social Studies Course
Attitude Scale (Cronbach Alpha=0.61), Cooperative Learning Scale (0=0.80) and
Social Studies Course Academic Achievement Scale (kr-20=0.78). The mean,
standard deviation and Anova analyses were performed. As a result: Social Studies
Education was reinforced by gamification contributes significantly more to students'
attitudes towards social studies course than traditional method. However, it was
determined that it did not contribute significantly to the benefit factor. Social studies
education, which was reinforced by educational games, contributes significantly more
to students' cooperative learning skills than the traditional method. Social studies
education, which was reinforced by educational games, contributes significantly more
to students' academic achievement towards social studies course than the traditional

method.

Avdiu, E. (2019) Game-based learning practices in Austrian elementary schools.
Educational Process: This study was conducted to contemporary literature studies
show constant changes in the world of learning and teaching, and over the years
game-based learning has been considered one of the most effective ways to learn
something new. The purpose of this research was to understand the teaching practices
used in game-based learning, and its importance in the elementary school teaching
process. The study involved 24 teachers from six elementary schools in Austria.
Semi-structured interviews were used. The research extended over a two-month
period, including the researcher’s observations and participation in classes. The
results of this study are based on the descriptive analysis of teachers’ views.
According to the study’s findings, but also from the researcher’s observations, it is
understood that game-based learning in Austrian elementary schools is a common
teaching practice, which establishes the context of game-based learning that is fun and
productive for children. Also, the results from this study illustrates the activities that
teachers apply in different subjects, and show the different capacities and skills that
children develop through games. According to teachers, game-based learning presents
ongoing challenges related to finding and designing diverse game activities, and

adapting their learning to the needs and interests of pupils.
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Bado, N. (2019) Game-based learning pedagogy: A review of the literature. The
present study sought to elicit insights into pedagogical practices pertaining to the
integration of digital games into teaching and learning. A review of peer-reviewed
journal articles published in English over the past 10 years uncovered common
pedagogical themes that were categorized into a pre-game, game, and post-game
taxonomy. The findings indicated that teachers implemented a variety of instructional
activities at the pre-game, game, and post-game stages. Pre-game activities consisted
mostly of lectures and gameplay trainings. At the game stage, teachers engaged in
content scaffolding, performed classroom management activities, and provided
technical assistance to students during gameplay. At the post-game stage, teachers
organized debriefing sessions to ensure that gameplay translated into learning
outcomes for students. Recommendations are made for the integration of games into
teaching and learning in order to maximize student engagement and learning

outcomes.

Brezovszky, B., McMullen, J., Veermans, K., Hannula-Sormunen, M. M.,
Rodriguez-Aflecht, G., Pongsakdi, N., & Lehtinen, E. (2019). Effects of a
mathematics game-based learning environment on primary school students’ adaptive
number knowledge. This study was conducted to developing adaptive expertise with
arithmetic problem solving is a much desired aim of primary school mathematics
education. However, there are very few practical tools for teachers that would aid
reaching this complex mathematical learning goal. The aim of the present study was
to test the effects of a game-based learning environment in supporting primary school
students' adaptive number knowledge and related arithmetic skills. Participants were
1168 students in grades four, five, and six. Classes were randomized in two
conditions: in the experimental group regular mathematics teaching was enriched with
gameplay using the Number Navigation Game (NNG), and in the control group
students continued according to their regular math curriculum. An experimental
design with pre- and post-test was used to measure students' adaptive number
knowledge, arithmetic fluency, and pre-algebra knowledge. Overall, results showed
that the experimental group outperformed the control group on adaptive number
knowledge and math fluency. Results showed varying effects of the training in
different grade levels, with more pronounced improvement of students' adaptive
number knowledge in grade five. Game performance was related to the experimental

group's post-test scores even after controlling for pre-test scores and grade. Results
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suggest that the NNG is effective in enhancing different types of arithmetic skills and
knowledge in different grades of primary school education and can provide teachers
with a practical and flexible tool to extend their regular classroom practice.

Chen, M. H. M., Tsai, S. T., & Chang, C. C. (2019) Effects of game-based
instruction on the results of primary school children taking a natural science course.
This study was explored the effects of scenario simulation games and e-textbooks on
the learning outcomes of elementary school students. The study subjects were 60
primary school students classified into two groups: The experimental group was
provided with scenario simulation course materials, and the control group received e-
textbook materials. The learning outcomes were compared between the two groups,
which were further divided by ability level and gender. The female subjects in the
experimental group showed slightly less improvement than the experimental group
males, who showed significantly greater improvement than the female control group
subjects. Use of the e-textbook had a less positive effect on learning outcomes than

the scenario simulation game-based instruction.

Hussein, M. H., Ow, S. H., Cheong, L. S., Thong, M. K., & Ebrahim, N. A. (2019)
Effects of digital game-based learning on elementary science learning. This study was
determined to digital game-based learning (DGBL) has been perceived as an engaging
teaching approach to foster students' learning and motivation. There are different
opinions about the potential benefits of gaming on students' academic achievements,
motivation, and skills in science courses due to the lack of empirical evidence and
mixed results. To address this issue, the study provides a review of relevant literature
from 2006 to 2017 to examine the effects of using educational computer games in
teaching science at the elementary education level. It employed a multidimensional
framework to classify learning outcomes from studies of DGBL applications in the
area of elementary science education. The findings of this review show a promising
potential of DGBL, particularly in the area of content understanding. However, the
findings of the review also suggest that there is a need to provide additional research
in order to gain a more comprehensive picture of the educational effectiveness of
DGBL. Hence, researchers are advised to conduct more randomized controlled trials
(RCTs), various learning modes (e.g., collaborative and individual), and comparisons
of DGBL to traditional methods of teaching. Furthermore, the researchers are highly

encouraged to examine the effectiveness of DGBL applications in other areas, such as
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problem-solving and critical thinking. The findings of this review can benefit
educational computer game designers, educators, and practitioners in the area of
science education, particularly at the elementary level.

Marta Martin del Pozo, Verbonica Basilotta GoOmez-Pablos & Ana
Garcia-Valcarcel Mufoz-Repiso (2017) A quantitative approach to pre-service
primary school teachers’ attitudes towards collaborative learning with video games.
This study was determined to increasing interest has been shown in using video games
as an educational resource due to their pedagogical possibilities and their current
expansion as an entertainment activity. However, their use in schools is still far from
mainstream practice, which could be because of the barriers such as the price of video
games, schools’ technological infrastructures and teachers’ attitudes. This study
focuses on pre-service primary school teachers’ attitudes (future primary school
teachers currently studying at university) towards collaborative learning with video
games, which employs video games in collaborative learning activities. Because
playing video games is a common form of entertainment for higher education
students, they investigate whether pre-service teachers’ attitudes are influenced by
their experience of playing video games (taking into account the number of years they
have played video games), the frequency at which they play video games and their
gender. This study takes a quantitative approach, using a questionnaire with a 5-point
Likert attitude scale. The results indicate that pre-service primary teachers have a
positive attitude towards collaborative learning with video games. Furthermore,
students who have played video games for more years, who play more frequently and
the male students have more positive attitudes to using video games in collaborative
learning activities. Overall, pre-service teachers have positive attitudes towards
collaborative learning with video games, which could affect the use of these resources
in educational practices. As the main characters in the educational process, both
teachers and children need to be comfortable with new practices to achieve the

objective of the educational system, which is the complete formation of children.

Al-Azawi, R., Al-Faliti, F., & Al-Blushi, M. (2016) Educational gamification vs.
Game based learning: Comparative study. The present study sought to elicit insights
into pedagogical practices pertaining to the integration of digital games into teaching
and learning. A review of peer-reviewed journal articles published in English over the

past 10 years uncovered common pedagogical themes that were categorized into a

28



pre-game, game, and post-game taxonomy. The findings indicated that teachers
implemented a variety of instructional activities at the pre-game, game, and post-game
stages. Pre-game activities consisted mostly of lectures and gameplay trainings. At the
game stage, teachers engaged in content scaffolding, performed classroom
management activities, and provided technical assistance to students during gameplay.
At the post-game stage, teachers organized debriefing sessions to ensure that
gameplay translated into learning outcomes for students. Recommendations are made
for the integration of games into teaching and learning in order to maximize student

engagement and learning outcomes.

Shang et al. (2016) Game-based learning in Chinese classrooms: a case study. This
study was determined to Game based learning is beginning to be used in classrooms
in many countries, with research studies providing increasing empirical evidence to
support the great potential of educational games in enhancing learning. International
research has found that game-based learning develops creativity, enables collaborative
learning and develops abilities to solve problems. Also, teachers become supporters
for studying rather than directors and students are endowed with more freedom to gain
and express knowledge. This study would use a case study of an innovative project in
primary schools, mostly in rural Western China, entitled “Games into Classroom”,
which has involved thousands of teachers. The project is a collaboration between
China’s National Centre for Educational Technology (NCET), an independent body
which is part of Ministry of Education, and UNICEF China. NCET has centres in
every province and county in China and its mandate is to support educational
technology and innovation in all Chinese schools. Currently, its work is guided by the
national ‘“2010-2020 Educational Informatization Plan”. NCET believes that as
classrooms in China are being equipped with modern technology, and access to
increasingly faster internet speeds, learning can become more effective and playful
with the support of digital games and the project is being used to gather data to
support this premise. The study will use the case study to explore game-based
learning and how to successfully implement it. Thousands of primary school teachers
from both rural and urban areas in China have received training on game-based
learning, during which, under the instruction of making game-based classes, teachers
come up with ideas of applying physical and digital games for class activity design; a
series of sample lessons have been videoed to provide reference for a larger scale

practice; students also develop interest and advance learning skills in game-based
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learning process. In the Chinese Language classes in the case study, students are
encouraged to make digital stories to present the knowledge about language and
culture. Besides gaining experiences and knowledge, the “Games into Classroom”
project also expects to improve students’ practical ability to use modern technology,
and prepare them for learning in 21st century. Visualization of abstract knowledge is
also emphasized in Game-based learning. To illustrate the conception of this
possibility in Mathematics, students are able to gain knowledge when they play with a
box of small balls, which consist of half white and half black balls. In the future,
NCET will try to introduce game-based learning to more schools and benefit more
students in China. This study will not only present the findings on how to apply
educational games into classrooms, but also make a discussion of the potential that
digital video games can be used for teaching and learning in Chinese classrooms in

the 21% century.

Creswell, Digras & Kokkalia (2015) Primary Teachers’ and Students’ Perception on
the Use of ICT-Based Interactive Game in English Language Teaching. This study
was investigated to (1) the teachers’ perception on the use of ICT-based Interactive
Game in teaching English, and (2) the perception of the sixth graders on the use of
ICT-based Interactive Game toward their learning motivation and English
achievement. Methodically, this study was quantitative research in which survey was
employed. In order to collect the data, different questionnaires were administered
primarily as the instrument both for teachers and students. The samples of this study
were 6 English teachers and 152 students of the sixth grade in 6 primary schools in
Sukasada District, Buleleng Regency. Prior to data analysis, the results of this study
were computed by finding out the percentage of each item and its average in order to
withdraw the conclusion descriptively. The results were (1) there was a positive
perception of the teachers with regard to the use of ICT-based Interactive Game in
teaching English to the sixth grade of primary schools in the cluster IV and V in
Sukasada District and (2) there was positive perception of the students on the use of
ICT-based Interactive Game toward their learning motivation and English

achievement.

Marjoke Bakker, Marja van den Heuvel-Panhuizen, Alexander Robitzsch (2015)
Effects of playing mathematics computer games on primary school students’

multiplicative reasoning ability. This study used a large-scale cluster randomized
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longitudinal experiment (N =719; 35 schools) to investigate the effects of online
mathematics mini-games on primary school students’ multiplicative reasoning ability.
The experiment included four conditions: playing at school, integrated in a lesson
(Eschoot), playing at home without attention at school (Enome), playing at home with
debriefing at school (Enome-schoot) and, in the control group, playing at school mini-
games on other mathematics topics. The mini-games were played in Grade 2 and
Grade 3 (32 mini-games in total). Using tests at the end of each grade, effects on three
aspects of multiplicative reasoning ability were measured: knowledge of
multiplicative number facts, skills in multiplicative operations, and insight in
multiplicative number relations and properties of multiplicative operations. Through
path analyses it was found that the mini-games were most effective in the Enome-
school CONdition, where both students’ skills and their insight were positively affected
as compared to the control group (significant ds ranging from 0.22 to 0.29). In
the Eschool CONdition, an effect was only found for insight in Grade 2 (d = 0.35), while
in the Enome Condition no significant effects were found. Students’ gameplay
behaviour (time and effort put in the games) was in some cases, but not always,

related to their learning outcomes.

Hung, C. M., Huang, I., & Hwang, G. J. (2014) Effects of digital game-based
learning on students’ self-efficacy, motivation, anxiety, and achievements in learning
mathematics. This study was explored to a mathematical game-based learning
environment is developed on e-books for helping children reduce mathematical
anxiety and improve their self-efficacy, motivation, and achievements in learning
mathematics. To evaluate the effectiveness of the proposed approach, an experiment
was conducted on an elementary school mathematics course. With quasi-experimental
research, a total of 69 pupils in three classes were selected as the research subjects.
One class was assigned to be experimental group A, another class was experimental
group B, and the third was the control group. Each group consisted of 23 students. In
the experimental process, the three groups took pre-tests, had experimental
instruction, and then took post-tests. The experimental results show that the game-
based e-book learning model effectively promoted the students’ learning achievement,
self-efficacy, and motivation of mathematics. However, no significant differences

were found between the mathematical anxiety ratings of the three groups.
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Sung, H. Y., & Hwang, G. J. (2013) A collaborative game-based learning approach
to improving students’ learning performance in science courses. This study was
conducted to a collaborative game-based learning environment is developed by
integrating a grid-based Mindtool to facilitate the students to share and organize what
they have learned during the game-playing process. To evaluate the effectiveness of
the proposed approach, an experiment has been conducted in an elementary school
natural science course to examine the students' performance in terms of their learning
attitudes, learning motivation, self-efficacy and learning achievements. From the
experimental results, it is found that the Mindtool-integrated collaborative educational
game not only benefits the students in promoting their learning attitudes and learning
motivation, but also improves their learning achievement and self-efficacy owing to
the provision of the knowledge organizing and sharing facility embedded in the

collaborative gaming environment.

Mansureh Kebritchi, Atsusi Hirumi, Haiyan Bai (2010) The effects of modern
mathematics computer games on mathematics achievement and class motivation. This
study was examined the effects of a computer game on students’ mathematics
achievement and motivation, and the role of prior mathematics knowledge, computer
skill, and English language skill on their achievement and motivation as they played
the game. A total of 193 students and 10 teachers participated in this study. The
teachers were randomly assigned to experimental and control groups. A mixed
method of quantitative and interviews were used with Multivariate Analysis of Co-
Variance to analyse the data. The results indicated significant improvement of the
achievement of the experimental versus control group. No significant improvement
was found in the motivation of the groups. Students who played the games in their
classrooms and school labs reported greater motivation compared to the ones who
played the games only in the school labs. Prior knowledge, computer and English
language skill did not play significant roles in achievement and motivation of the

experimental group.

Marina Papastergiou (2009) Digital Game-Based Learning in high school Computer
Science education: Impact on educational effectiveness and student motivation. The
aim of this study was to assess the learning effectiveness and motivational appeal of a
computer game for learning computer memory concepts, which was designed

according to the curricular objectives and the subject matter of the Greek high school
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Computer Science (CS) curriculum, as compared to a similar application,
encompassing identical learning objectives and content but lacking the gaming aspect.
The study also investigated potential gender differences in the game’s learning
effectiveness and motivational appeal. The sample was 88 students, who were
randomly assigned to two groups, one of which used the gaming application (Group
A, N =47) and the other one the non-gaming one (Group B, N =41). A Computer
Memory Knowledge Test (CMKT) was used as the pre-test and post-test. Students
were also observed during the interventions. Furthermore, after the interventions,
students’ views on the application they were elicited through a feedback
questionnaire. Data analyses showed that the gaming approach was both more
effective in promoting students’ knowledge of computer memory concepts and more
motivational than the non-gaming approach. Despite boys’ greater involvement and
experience in computer gaming, and their greater initial computer memory
knowledge, the learning gains that boys and girls achieved through the use of the
game did not differ significantly, and the game was found to be equally motivational
for boys and girls. The results suggest that within high school CS, educational
computer games can be exploited as effective and motivational learning

environments, regardless of students’ gender.

National Studies

Wahidur Rahman, Yogesh, Md Tashhirul Islam & Farzil Kidwai (2024) Smart
Quiz A Challenging and Engaging Learning Game. This study was conducted the use
of mobile apps for game-based learning has become increasingly popular in recent
years, with a growing body of research investigating their effectiveness in enhancing
student learning outcomes. This paper presents a review of the literature on game-
based learning apps, with a focus on their impact on student engagement, motivation,
and academic achievement. The review included studies published between 2010 and
2020 and was conducted using a comprehensive search strategy. Results of the review
suggest that game based learning apps can be effective in increasing student
engagement, motivation, and academic achievement, particularly when they are well
designed and integrated into the curriculum. However, the effectiveness of game-
based learning apps may vary depending on the specific learning objectives and the
target audience. Future research should continue to explore the potential of game

based learning apps and identify best practices for their use in educational settings.
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Indexed Terms- Game-based learning, Educational games, Computer games, Video
games, Board games, Role-playing, games, Blended learning, Engagement, Deep
learning, Problem-solving, Critical thinking, Collaboration, Motivation, Mathematics,
Science, Language arts, Learning objectives, Learner population, Effectiveness, Best

practices.

Banamita Sarma, Debarshi K. Brahma, Abhijit Padun & Anowar H. Mondal
(2023) an Exploration on Interactive Educational Games for Teaching Primary School
Students of Vernacular Medium. This study was determined the education system
constantly evolving. Teaching has been around since ancient times from Guru—
Shishya (apprentice) method to the popularity of books after the invention of the
printing press to modern schools with e-learning, and now educational games with AR
and VR. Educational games can play an important role on students to make them
understand various subjects in a playful manner by coming out of conventional
teaching—learning methods. This study explores the implications of educational games
for vernacular medium school students and evaluates their improvements. An
experiment was carried out in a few vernacular medium schools of Kokrajhar, Assam,
where the majority of the students are from the Bodo community who face difficulty
in understanding different languages except the Bodo language. A survey conducted
among the students outlines the fact that they face such difficulty due to the
unavailability of appropriate course contents and study materials in vernacular
medium. Hence, to address the issue, an interactive educational game has been
designed and developed in three languages—Bodo, English, and Assamese to help
students understand their course subjects with fun. Further, the study explores the
scope of aligning the educational game with the regular course curriculum of schools
to make learning enjoyable and fun. The study further explores the possibility of
conducting practical classes in digital mode as well as offering attractive rewards to
engage students in their studies. A survey conducted among the students on the
educational game gave a strong affirmative response to implement the experiment

practically.

Sharma, A., Patel, R., & Kumar, S. (2023) Perceptions and Preferences for Game-
Based Learning: A Survey of 701 Indian Participants. This study was founded the 701
Indian persons responded to a survey asking them about their game-playing habits and

perceptions towards learning through games. The survey instrument was used to
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gauge the participant demographics, awareness towards types of games, experience
with various genres of games, playing habits, and perception towards the use of games
for learning in schools. The study also grouped participants through their age groups
and gender and tried to extract preferential patterns. Findings show that a majority of
respondents were positive about the integration of games for the purpose of learning
within the classroom. When presented with a hypothetical opportunity, STEM
subjects overwhelmingly opted for learning through games, followed closely by
history, geography, business studies, and programming. An analysis of keywords
indicates that the participant’s connotate games with words like ‘challenge’,
‘competition, ‘fun’, and ‘learning’, indicating a primarily positive association. The
findings also highlight disparities and similarities in preferential patterns when the
responses were grouped according to their age and gender. The findings of the study
provide support to the use of game-based applications in Indian education. It can
motivate policymakers of pedagogy to experiment with the use of game-based
learning applications in the classroom to utilise and optimise teaching-learning
methodologies. Future research would include such studies that analyse the
effectiveness of various game-based applications in the Indian classroom. It would
potentially be comprised of experiment setups where the participants can experience
educational games and then self-report on perceived learning and compare the

experience with the traditional classroom teaching-learning methodologies.

Nandini Chatterjee Singh (2019) Game-Based Socio-Emotional Skills Assessment:
A Comparison across Three Cultures. This study was found out the Hall of Heroes, a
digital game, was used to compare social and emotional skills of 63 adolescent female
students matched for age groups. Participants were assessed on six social and
emotional competencies during game play, namely impulse control, cooperation,
communication, social initiation, empathy, and emotional regulation and assigned to
high, average, and low categories. Chi-square and odds ratio analyses revealed novel,
significant correlations between various social and emotional skills for all cultures,
suggesting similarities in socio-emotional development. In view of the increasing
cross-cultural compositions of classrooms, these results may be beneficial to

educators and school administrators.

Jana, Mrityunjoy & Arui, Subrata & Dutta, Papiya & Sar, Nityananda (2016)

Teachers' Views on Game-based Learning (GBL) as a Teaching Method in
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Elementary Level Education. This study was examined the emphasize on game-based
learning (GBL) which can help students to improve problem-solving skills and make
it possible for them to interpret their society, nature and the world around them
through long term experiences. Actually, games provide information in a relevant
situation or setting. So far it is very important for the social studies courses, in-class
leisure activities, games, physical activities and extracurricular activities which aim to
train students as active members of a classroom all over world. Using games in
courses encourage reflection and comprehension of the learning. The purpose of this
study is to understand elementary school teachers’ views on GBL related to
elementary school courses. 30 elementary school teachers from the schools located in
districts with low, middle and high socio-economic levels in Paschim Medinipur
participated in this qualitative study. The data has been collected by using semi-
structured interviews and analyzed using descriptive analysis in the study area. The
findings of the study, the elementary school teachers believe that content of the social
studies course; in-class leisure activities, engaging child literature, games and physical
activities were suitable for using GBL in the classroom. GBL activities were
exemplified as e-learning activities, creative drama activities, digital games, values
education and character education. Teachers experienced problems about time
planning, students’ non-cooperative behaviours, and teachers’ insufficient background
about organizing and designing games as well as economic problems and technical
obstacles in related to GBL. This qualitative study could help the society by

improving educational development.

Akshatha Nayak, Mamatha Shivananda Pai & Yashoda Satish (2015)
Effectiveness of Game-Based Learning on Knowledge of Health Promotion among
Primary School Children — A Quasi-experimental Study. This quasi-experimental
study was conducted in rural Karnataka and involved 80 primary school children with
a mean age of approximately 10 years. The aim was to assess the effectiveness of
game-based learning on improving children's knowledge about health promotion. The
intervention group was exposed to structured educational games, while the control
group received traditional instruction. Post-intervention analysis revealed a
statistically significant improvement in the experimental group's knowledge scores
(t=13.77, p=0.001). The study concluded that interactive, game-based teaching
strategies are more effective than conventional methods in enhancing learning and

engagement among young learners.
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K. Sivaranjani, M. Vidya & V. Smrithi Rekha (2015) Game-Based Learning
Platform for Indian K—12 Mathematics. This study introduces a prototype game-based
learning platform designed specifically for Indian K-12 mathematics education,
focusing on students in Grades 6 to 8. The platform incorporates interactive math
games, gesture-based interaction, virtual reality (VR), and 3D simulations to make
abstract mathematical concepts more tangible and engaging. It supports regional
languages, making it accessible to diverse learners across India. In addition to content
delivery, the platform includes a learning analytics component that helps monitor and
assess student performance in real time. The study highlights the potential of
immersive, game-based environments to enhance understanding, retention, and

participation in mathematics learning.

Pradeep Yammiyavar, Anmol Srivastava & Shobha Shashidhara (2014)
Designing Tangible Interactive Learning Aids for a Pre-primary School Teaching
Environment. This study was determined the Pre-primary school instruction and
teaching methods in Indian schools are classified into two categories, as dictated by
existing resources. While schools with more resources have adopted teaching aids that
follow Bloom’s Taxonomy, schools with fewer resources have been left behind in
enhancing student’ experience as well as raising teachers’ satisfaction levels. All of
this is reflected in the quality of students and teachers’ output. Although numerous
devices are available at the high school level and above, a survey revealed that few
teaching aids are accessible for pre-primary schools in India. This study presents a
way to incorporate simple and inexpensive technology to embed intelligence into
objects, which in turn can be used in classrooms to enhance the learning experience.
They adapted two tangible interactive objects and prototyped and tested them in three
local schools. We show how these devices can constitute a sound educational
pedagogy by demonstrating how they embody Howard Gardner’s theory of multiple
intelligences. The methodology discussed in this study presents possibilities for
further work in the area of embedding intelligence into objects, leading towards
cognitive development in children in a learning environment. They posit that

designing such learning aids contributes to sustainability.

Chatterjee, Shiffon & Mohanty, Atasi & Bhattacharya, Bani (2011) Computer
Game-Based Learning and Pedagogical Contexts. This study was reported the initial

findings from an on-going study to explore the effects of various computer game-
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based learning environments on learning outcomes. For this purpose, three
educational computer games based on mathematics and social sciences were played
by middle-school students under four pedagogical contexts: collaborative with active
facilitation; collaborative without active facilitation; individualistic with active
facilitation; and individualistic without active facilitation. The participants were 108
students from classes seven and eight, assigned to four groups each corresponding to
one of the four learning conditions. Learning outcomes, as measured by post-game
assessment tools specific to each of the three games were set as the dependent
variable. The findings suggest that game-based learning is influenced by the
pedagogical context within which the actual gameplay activity is situated.
Specifically, peer collaboration and facilitator support were found to be effective in

promoting learning through computer game-play.

Matthew Kam, Aishvarya Agarwal, Anuj Kumar, Siddhartha Lal, et al (2008)
Designing E-Learning Games for Rural Children in India: A Format for Balancing
Learning with Fun. This study was presented the development of a mobile game-
based model aimed at enhancing English language learning among rural Indian
children. The study introduces a structured instructional cycle “receptive—practice—
activation” to balance fun with focused learning. Through iterative field trials
involving three prototype games, the researchers tested user engagement and
educational value. Findings revealed that a clear distinction between playful elements
and learning content helped sustain student interest while preserving academic
effectiveness. The study emphasizes how carefully designed educational games can be

both engaging and pedagogically sound, especially in under-resourced settings.

Local Studies

Meena Duraiswamy & Lubna Ali Mohammed (2024) The Effects of Gamification
Teaching Method in Enhancing Numeracy Learning among Primary School Students
in Tamil Nadu Background: Attaining universal basic numeracy in primary schools
by 2025 is emphasized in the Indian National Education Policy (NEP) 2020. By
setting a deadline, all students in the primary school system have demonstrated a
commitment to acquiring a fundamental level of numeracy skills. Aim: This study
aims to determine the impact of gamification on enhancing numeracy learning in

primary school students. Method: A quasi-experimental design was used to achieve
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the aim of the study. The experimental group was taught by the gamified teaching
method and the control group by the traditional method. Pretest and posttest were
executed to collect data. A total of twelve weeks of time was taken to collect the
data. Sample: A total of 30 children aged 6-7 years old from a private school in Tamil
Nadu participated in this study, with fifteen students as the experimental group and
fifteen students as the control group. Results: The results of the pretest and posttest
values through the independent sample T-test show significant effects of gamification
in enhancing numeracy learning and increasing motivation and engagement among
primary school students in Tamil Nadu. Conclusion: The study shows that
gamification has significant impacts on numeracy learning and increases motivation

and engagement in students.

Malavika Ajith & G. Anburaj (2024) How to Improve Cognitive Learning through
gamification in Education. This study was designed to investigate the Gamification in
education involves game design elements to improve cognitive learning by engaging
students in interactive and motivating by including key features such as adaptive
difficulty levels, interactive simulations, team-based challenges, badges, and diverse
engagement which allow students to participate and encourage problem-solving
actively. This approach promotes knowledge-building, critical thinking, and
creativity. Gamified learning enhances motivation through goals, challenges, and
rewards, and a variety of activities keeps students engaged, allowing them to learn in
a way that suits them. One of gamification's strengths is its adaptability to each
student’s abilities, offering personalized support for both slower and quicker learners.
Ultimately, gamification makes learning more enjoyable and helps students gain a
deeper understanding of subjects, building their confidence and motivation to keep
learning and fostering long-term cognitive growth. Motivation, engagement, and self-
efficacy are the main outcomes explored, as they contribute to a stronger grasp of
concepts. This paper provides a framework for assessing the impact of gamification in

educational settings.

Adarsh Pakide & G. Anburaj (2024) The Impact of Gamification in Education. This
study was conducted the gamification in education is an area that is of greater interest
as an innovative means through which students can get engaged within more effective
motivation and learning outcomes. Therefore, gamification through the infusion of

varied game mechanics that include points, badges, leader boards and challenges into
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the area of education allows students to learn experiences that are highly interactive
and immersive in nature. This abstract explains the core effects that gamification has
on education and leads on towards higher motivation, knowledge retention and
personalized learning effects on students. Developing critical thinking and problem-
solving skills make obvious that gamification can meet the differences of various
learning styles that usually happen during the learning process; besides this, it
provides real-time feedback, promotes collaboration, and makes learning enjoyable.
Of course, on top of this is the added problem of over-advertising competition or
external rewards, which undoes the activity itself. However, gamification could
become a super important tool for modern education, changing even the face of
teaching as we have known it to suit the new needs of 21st-century learners.

Kalaiyarasi Shanmugam, B. Saravanan & S. N. Jeevarathinam (2023) Utilizing
Gamification Techniques for English Language Instruction in Tamil Nadu's
Engineering Institutions. This study investigated the efficacy of incorporating
gamification methodologies to facilitate English language acquisition within the
academic setting of engineering colleges in Tamil Nadu. The emphasis lies in
addressing the language barriers faced by students pursuing technical education by
integrating engaging and interactive game based approaches into the pedagogical
framework. By employing various gamified strategies, such as language-oriented
puzzles, simulations, and interactive digital platforms, this research aims to enhance
language proficiency, communication skills, and overall engagement among
engineering students. The study employs both qualitative and quantitative
methodologies to assess the impact of gamification on English language learning
outcomes. Additionally, the research analyzes the perceptions of students and
educators regarding the effectiveness and acceptance of these innovative techniques.
The findings are expected to provide valuable insights into the integration of
gamification as a supplementary tool for improving English language proficiency in

technical educational institutions.

M. Priyaadharshini & Monica Maiti (2023) Learning Analytics: Gamification in
Flipped Classroom for Higher Education (Tamil Nadu context). This study was
investigated the Flipped classroom is an innovative pedagogical model that has been
adopted in various colleges across different disciplines. The Flipped classroom allows

the students to actively participate and collaborate during in-class activities. The
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measure of learner's performance, cognitive skills, and behaviour is essential in any
teaching-learning process to assess and improvise the curriculum, syllabus, learning
methodology, and educational technology. In this research work, various innovative
teaching models suitable for Gen Z learners have been experimented with. These
models included a virtual classroom, laboratory sessions, and flipped classrooms that
were compared with the traditional classroom approach. A new model “CAM-S” is
proposed to measure the Cognitive, Affective, and Motivational traits and identify
slow learners. Learning analytics using the K-Means clustering algorithm is
performed to analyze the behaviour and learning patterns of the learners in these
pedagogical models. From the clusters obtained, the students were categorized into 3
different groups based on their performances. The result obtained after the analysis
shows that Flipped Classroom has better learner performances when compared with
the other pedagogical methodologies. Additionally, separate questionnaires are also
created to obtain feedback from the students about their experiences with the 3
pedagogical techniques used. Even the behavioural models are analyzed using the

gaming environment in the flipped classroom.
Research Gap

The game-based learning has gained increasing attention in recent years,
several critical gaps continue to exist, especially in the context of primary education

and teacher-driven game creation in India.

1. Limited research focused on primary teachers as game developers

Most existing studies examine the use of digital games by students, but very few
investigate teachers’ ability to design or use interactive games specifically for

classroom transaction.
2. Lack of studies using simple, teacher-friendly platforms (e.g., Educandy)

Research widely discusses advanced gamification tools (Kahoot, Quizizz,
Minecraft Education), but studies examining low-cost, no-coding apps such as

Educandy are scarce, especially in the Indian primary sector.
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3. Insufficient evidence on how interactive games support classroom transaction

(not just assessment)

Many studies focus on academic achievement or motivation, but rarely on how

games improve:

e Delivery of lessons
e Classroom interaction
e Student engagement
e Reinforcement activities
e Concept retention
Thus, the link between games and classroom pedagogy remains

underexplored.

4. Very limited studies involving rural or government primary school teachers

Existing literature is heavily urban-centric. Research from Tamil Nadu and
other Indian states involving government primary teachers and their technological

readiness for game-based teaching is very limited.

5. Scarcity of training-based intervention studies
There is a lack of studies that:
e Train teachers to develop interactive games
e Measure pre- and post- competencies
e Analyse challenges in implementation
Thus, research rarely examines the effectiveness of teacher capacity-building

programs in gamification.

6. Inadequate understanding of barriers faced by primary teachers

While general ICT challenges are documented, specific barriers in game-
based teaching such as classroom time constraints, device availability, content

alignment, and digital confidence—are not sufficiently researched.

7. Absence of localized, curriculum-aligned interactive games

There is almost no research on:
e Games designed for Tamil Nadu State Board primary curriculum
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e Integration of regional language content
e Contextually relevant examples
Therefore, there is a need for studies producing localized and curriculum-
based game content.

A review of existing literature indicates that previous studies have primarily
focused on digital tools and applications for secondary school teachers and students,
while very few have explored their use at the primary school level. Moreover, no
specific studies have been conducted on the application of the Educandy app for
primary school teachers, particularly in the context of Dharmapuri district. This gap
highlights the need for targeted research that addresses the challenges faced by
primary teachers in enhancing classroom engagement and student learning through

digital interventions.
Need for the Study

Given the absence of prior research in this area, the present study has been
undertaken to investigate the effectiveness of the Educandy app for primary school
teachers. The study aims to evaluate its role in improving classroom teaching
practices, facilitating student engagement and simplifying the delivery of difficult

lesson concepts through interactive digital activities.

2.3 Summary of review of related literature

In this chapter, forty two reviews were presented which has given the clear
picture about the present study. The reviews were collected from the areas of Studies
on International Studies on Interactive Games (27) Indian Studies on Interactive
Games (10) Local Studies on Interactive Games (05) through journals, periodicals,
abstracts, District library, Sri Saradha College of Education library and Doctoral
theses on interactive games besides various relevant books. Hence, the present
research assumes greater prove the concept on improved Educandy App due to

significance in this field.

The reviews showed that there is a significant positive effect of Educandy

App. The researcher has found very less studies made on Educandy App.
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I11. METHODOLOGY

3.1. Introduction

In this chapter the need and significance of the study, objectives of the study,
hypotheses of the study, selection of subjects, selection of variables, pilot study, test
items, administration of the tool, one day orientation programme to the subjects, tester
reliability, training programme,

training schedule, collection of data, test

administration and statistical analysis used have been presented.

3.2 Research Design
TABLE -1

REPRESENTATION OF THE EXPERIMENTAL DESIGN

S. No Type Sources
Nature of the Experimental type (experimental group, pre-
1. Research test and post — test Single group design)
] i) Dependent Variables — Educandy App
2. Variables ii) Independent Variables — Primary Teachers.
Tools used Educandy App Questionnaire (To find out the
3. creation of Educandy app and activities).
A Sampling Method Purposive Sampling Technique
Size of the 40 Primary teachers from ten blocks.
5. sample
Sub Classification |i)  Dharmapuri - 04
of Samples blocks i) Nallampalli -04
iii)  Palacode -04
iv) Pennagaram - 04
6 v)  Eriyur -04
' vi)  Karimangalam - 04
vii)  Kadathur -04
viii) Morappur -04
iX) Harur - 04
X) Pappiredipatti - 04
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7. Schools Primary and Upper Primary Schools-40
8. Teachers Primary Teachers-40
Statistical Different Statistical Techniques
9 Technique used 1.Descriptive analysis
' 2.Inferential analysis
3. ANOVA

3.3 Sample-Sampling Method, Size and Distribution of the Sample

Sample-Sampling Method

Purposive sampling method was adopted for this study. The researcher
purposely selected for primary teachers who demonstrated basic digital literacy and
were willing to participate in the interactive games training. This method ensured that
the sample included teachers most relevant and suitable for the objectives of the

study.
Size and Distribution of the Sample

In this study, forty (40) primary teachers were randomly selected from
Panchayat Union Primary and Panchayat Union Middle Schools situated in
Dharmapuri District. A one-day training program on the Educandy App was provided

to the participants, whose ages ranged between 35 and 50 years.

The population of the study consisted of teachers handling primary classes in
Government Primary and Middle Schools in Dharmapuri District. From this
population, the researcher selected 40 teachers as the sample using the purposive

sampling method. The sample represented teachers from ten different blocks.

As shown in the above table-1 the nature of the study was Experimental type.
The variables in the study were Educandy App. The tool used in the study were
Questionnaire on Educandy App. 40 teachers from ten blocks were the sample of the

study.
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TABLE -2

SAMPLE BASED ON BLOCK

S.NO NAME OF THE | STRENGTH PERCENTAGE
BLOCK
1. Dharmapuri 04 10%
2. Nallampalli 04 10%
3. Palacode 04 10%
4. Pennagaram 04 10%
5. Eriyur 04 10%
6. Karimangalam 04 10%
7. Kadathur 04 10%
8. Morappur 04 10%
9. Harur 04 10%
10. Pappiredipatti 04 10%
Total 100%

Table 2 shows that 04 teachers from each of the blocks were taken as sample

to analyze the present study.

Sample Size

@Dharmapuri BENallampalli SPalacode
BPennagaram BEEriyur BKarimangalam
BKadathur EMorappur B Harur

EPappiredi

Figure: 1 Block wise teachers selected as Sample
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TABLE -3
PERCENTAGE OF SAMPLE BASED ON SCHOOL TYPE

S.No Category No of Schools Percentage
1. Upper Primary Schools 13 32.5%
2. Primary Schools 27 67.5%
Total 40 100%

Table 3 shows that 40 Primary schools their teachers were taken as sample to
analyze the study.

Sample School Type

100%

80% 27 67.50%
60%
40%
20%

0%
No of Schools Percentage

u Upper Primary Schools Primary Schools

Figure: 2 School wise selection of teachers

3.4 Research Tools

The researcher prepared Educandy App Questionnaire to find out the
creation of activities of teachers. As the standardized tool was not available to

measure the Educandy App the researcher herself developed a tool for the same.

The preliminary questionnaire consisted of 50 items that focused on teacher
enhancing the Educandy App. It was discussed with teachers, Headmasters and
Educational Administrators who are involved in the field. Their suitable suggestions

were also received and carried out.
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Tool Validation

Tool validation workshop was conducted in Government Arts College,
Dharmapuri. In this workshop an Expert committee member validated the tool and
provided their needful suggestions for further construction of tool. For the
development of the research instrument, the researcher initially prepared a pool of 50
questions based on the objectives of the study. These items were subjected to expert
review in order to establish content validity and relevance. After a detailed evaluation,
the expert committee refined and finalized 40 questions, ensuring clarity,
appropriateness, and alignment with the research objectives. The standardized
questionnaire was then considered suitable for administration to the participants.

3.5 Description of the Tools

The researcher also developed an Educandy App schedule to measure the
teachers’ creation of activities on academic performance. The preliminary
questionnaire was developed with forty items. The research tool adopted a 2-point
scale consisting of “Yes’ or ‘No’ responses. The domains and their corresponding

number of items were as follows:

Easy Game Creation: This tool is designed to assess the teachers’ prior knowledge
of the Educandy app. The Educandy app enables teachers to create a variety of

interactive classroom games.

Multiple Game Types: These questions allow teachers to design a range of

interactive games and integrate them effectively into classroom teaching.”

Concept Reinforcement: The Educandy app supports concept development in
subjects like language, mathematics, science, and environmental science by allowing

teachers to design interactive classroom activities.

Collaborative Learning: Educandy is an innovative educational app that helps
teachers and students create engaging learning activities. Designed to make learning
more interactive, Educandy allows users to generate quizzes, word games and other

fun exercises effortlessly.
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3.6 Scoring of Research Tools

After scoring 40 items, only answered items by the teachers were taken for
the final test. The questionnaire was structured around four major domains identified
as central to the objectives of the study. Each domain consisted of items designed to
capture teachers’ perceptions and experiences related to the Educandy App. The

domains and their corresponding number of items were as follows:

o [Easy Game Creation — 7 items
e Multiple Game Types — 6 items
o Concept Reinforcement — 6 items

o Collaborative Learning — 6 items

In total, the standardized questionnaire comprised 25 items across these four

domains, ensuring comprehensive coverage of the constructs under investigation.

Each item in the research tool was evaluated using a binary scoring method.
A score of 1 was allotted for a ‘Yes’ response indicating the presence of the
competency, whereas a score of 0 was given for a ‘No’ response. The total score

reflected the overall competency level of the teacher.
3.7 Pilot Study

The researcher selected 40 items for Educandy App. After the discussion
with schools required modifications were done in the organization of the items. The
drafted questionnaire was given to a panel member consisting of guide, senior lecturer
and lecturers and principle. From their suggestions, few items have been deleted and
modifications have been carried out. Further few items were added after modifications

done in questionnaire.

The tool was administered in the field as part of a pilot study to test its
validity, reliability, and applicability. The tool was administered in the field through a
pilot study to examine its clarity, feasibility, and reliability. Feedback obtained from
the pilot participants was analyzed, and necessary modifications were made to refine

the questionnaire before its final administration.
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The questionnaire was administrated to representative samples of 55 primary
teachers belonging to primary and upper primary schools in dharmapuri district.
School and consent co-operation of the school head masters. Necessary instructions
were given to the teachers as they should give their responses. The data gathered were
scored and processed. A scoring key was prepared by the researcher and the scoring
was done. Through this pilot study questions were excluded and it was made as
standardized tool finally with the selected 25 statements by the researcher.

Administration of the Tool

The researcher administrated the questionnaire to the teachers of Primary
and Middle schools in 10 blocks in dharmapuri district. Finally, the researcher got 40

filled questionnaires from the respondents.
3.8 Standardization of the tool-Validity, Reliability and Feasibility

Selection of the test Items

After scoring 40 items, only answered items by the teachers were taken for the
final test. The items answered by the teachers were deleted from the tool. Thus, the

final tool with 25 items were selected and administered to the sample.
Administration of the Tool

The researcher administrated the questionnaire to the teachers of Primary and
Upper Primary schools in 10 blocks in Dharmapuri district. Finally, the researcher got

25 filled questionnaires from the respondents.
Tester Reliability

Prior to the commencement of the study, the researcher had undergone training

in various techniques and testing procedures under expert’s guidance.
Reliability of the Questionnaire

The reliability of the interactive games website Questionnaire for integration of

Educandy App was established through pilot study.
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Tool-Validity

The tool was validated through expert review. Subject experts in Educational
Technology and Pedagogy examined the items for clarity, relevance, and content
accuracy. Based on their suggestions, necessary modifications were incorporated.
Thus, the tool possessed adequate content validity. Prior to the commencement of the
study, the researcher had undergone training in various techniques and testing

procedures under expert’s guidance.
Reliability of the Questionnaire

The reliability of the instrument was established using the pilot study method.
The checklist was administered to a small pilot group of primary teachers, and the
scores obtained were compared. A high degree of consistency was observed,
indicating that the instrument is reliable and stable over time. The reliability of the
Educandy App Questionnaire was established through pilot study.

3.9 Research Process

Pre-Test

Pre-test was administered by the researcher to all forty primary school
teachers from Primary and Upper Primary schools in dharmapuri district. Collected
the pre-test questions and valuated the score. From the analysis of the pre-test tool the
researcher found that most of the teachers want to know about how to organize
orientation training programme for teachers in detail. During the moment of this pre-
test, teachers doesn’t have the knowledge about the Educandy App which seems to be
useful for them to conduct the orientation training on their own. Realistically, it was
highly notified the teachers were still remained backward about the Educandy App
because of their lack of knowledge in using such Educandy App as well as teachers
needfulness in accessing the skill by using the Educandy App for different mode
visual creation for different contents more effectively towards their teachers has been

noted highly at the time of Pre-test attempt towards them.
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Module preparation

In module preparation work, researcher was involved and contributed highly
to this Module Preparation. This module provides a step-by-step explanation of how
teachers can create activities. By following the instructions, teachers can easily
develop and use them in the classroom. The following topics were dealt in this word-
based activities, matching exercises, quizzes, spelling and word formation etc.,
Educandy is an innovative educational app that helps teachers and students create
engaging learning activities. Designed to make learning more interactive, Educandy
allows users to generate quizzes, word games and other fun exercises effortlessly.
Teachers can input their lesson content and the platform automatically transforms it
into interactive games that students can play on computers, tablets or smartphones.
Educandy App that lead to a one of the key features of its simplicity. Teachers do not
need advanced technical skills to use the app. By simply entering words, questions or
matching pairs, the app generates games such as anagrams, word searches and
memory games. Educandy is especially useful for language learning, vocabulary
building and subject revision. It supports various game formats allowing students to
practice in a fun and stress-free environment. Additionally, it promotes independent
learning by enabling students to access games anytime and anywhere. Another
advantage of Educandy is its flexibility. Teachers can create customized activities that
cater to different learning levels and subjects. Moreover, the app allows for
collaboration as students can compete or work together in multiplayer modes. These
activities make learning enjoyable and reinforce knowledge in an engaging way. It
also assisted for the teachers’ teaching and learning process in designing and

evaluating their overall content related works.

TABLE - 4
Details of Research Training Module Uploaded Link
S.No | Website Address Website Link
1. indiravivil9@gmail.co | https://drive.google.com/file/d/1z0
m XxcCK9OTMDpuvOWNTSCsNCh6
WXJc9D2/view?usp=drive_link
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One day Orientation training program

The researcher organized and conducted a one-day orientation training
program for the teachers. During the session, detailed explanations regarding the
processes and applications of the Educandy App were provided with appropriate
reference to relevant content. The training was supported with PowerPoint
presentations, live demonstrations, and model presentations to ensure clarity. A
teacher’s module was also provided as a reference material to guide further practice
and application. The orientation emphasized not only familiarization with the app but
also the creation and implementation of lesson-based activities. The Educandy App
offers a variety of game formats, including Word Search, Spell It, Noughts and
Crosses, Crosswords, Anagrams, Match Up, Multiple Choice, and Memory Game,
which were demonstrated for the participants during the training.

Training Programme

One day Training Programme on Educandy App was conducted to the

concern samples.
Selection of Variables

In this study, the researcher reviewed different relevant literature and consulted
with experts Educandy App to identify most suitable variables. In the present study,

the following dependent and independent variables were used.

Dependent Variables
Educandy App
Independent Variables

Orientation Training for Teachers (Classroom Transaction)

Training Schedule

The program has been formulated and designed on the basis of the explored

recommendations of Primary teachers for Educandy App was given.
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Strategies Implemented for the Teachers

The following Educandy App are given practice to the teachers they are
Word Search, Spell it, Anagrams, Match-Up, Crosswords, Memory Game, Multiple
Choice and Noughts & Crosses also be given practice to them. The participant

interacted with the researcher and shared their doubts.

Post-Test

After the intervention activities, a post-test consisting of Educandy App—related
questions was administered to the participants. The purpose of the post-test was to
evaluate the effectiveness of the intervention by comparing the results with the pre-

test scores.
3.10 Statistical Techniques

Descriptive Analysis

Descriptive analysis was employed to summarize the collected data by
computing measures such as mean and standard deviation. This enabled the researcher
to present a clear overview of the primary teachers’ competencies and responses

before and after the intervention.
Inferential Analysis

Inferential analysis was used to determine the significance of differences
between the pre-test and post-test scores. Statistical tests were applied to generalize

the findings from the sample to the wider population of primary teachers.
ANOVA

Analysis of Variance (ANOVA) was applied to examine whether there were
significant differences in the competency levels of teachers across various
demographic groups such as age, experience and qualification. This technique helped
identify group-wise variations in the effectiveness of the interactive game-based

training.
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The subjects were selected randomly for the present study. Consisting of 40
primary teachers. Interactive Games training were given to the group. Educandy App
Questionnaire for the evaluations were taken. The data collected from the subjects
prior to experimental treatment as pre-test data and after training on selected criterion
variables were statistically examined for significant difference, by applying the

analysis of variance. No attempt was made to equate the subjects in any manner.

3.11 Conclusion

The methodology adopted for the present study was systematically designed
to examine the development and implementation of interactive games using the
Educandy app for classroom transactions among primary teachers. A descriptive
research design was employed to understand teachers’ perceptions, usage patterns,
and challenges in integrating interactive games into their teaching practices. Using
purposive sampling, the required sample of primary teachers was selected based on

their accessibility and relevance to the study.
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V. ANALYSIS AND INTERPRETATION

4.1 Introduction

This chapter deals with the analysis of data which are collected through this
study for the teachers. The teachers were analysed to identify the differences in
Educandy App in relation to pre-test and post-test. Both pre-test and post-test mean
scores differences were taken into account and significant differences were found

through ‘t’ test analysis at 0.01 level of confidence.
4.2 Analysis and Interpretation

This is a crucial portion of the project in arriving at the conclusion by examining
the hypotheses. The procedure or testing of hypotheses was conducted by either
accepting or rejecting the research hypotheses, based on the results obtained at a 0.01
level of confidence, which was deemed sufficient for the study. The test was usually
called the test of significance. If the obtained value was greater than the table value
alternate hypothesis was accepted. If the obtained value was less than the table value,

the alternate hypothesis was rejected.
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TABLE -5
SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN PRE-TEST AND POST-TEST

CATEGORY [NO |MEAN |SD ‘* VALUE | REMARKS
Pre-Test 40 3.7 | 654
9.02* SD*
Post-Test 40 85.9 | 28.27

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 78=2.639

Discussions on Educandy App
The collected data from pre - test and post - test on Educandy app levels of

the teachers have been statistically analysed by using ‘t’ test and the results are

presented in the Table-5.

Table - 5 shows that mean scores of pre-test in teachers was 31.7% and

standard deviation score 6.54% respectively.

Table - 5 shows that post-test mean scores of teachers was 85.9% and its

post-test standard deviation was 28.27% respectively.

The mean differences between the pre-test and the post-test were 54.2%

respectively.
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The obtained‘t’ value 9.02 in teachers with respect to the Educandy app level
was significantly higher than the required ‘t” value (2.639) and it was proved there is a
significant difference in the Educandy app level of the teachers. So, Hypotheses of the

present study is rejected.

The obtained mean values in pre-test and post-test values of teachers are
represented through bar diagram for better understanding of the results.

Mean Scores

85.9%

Post-Test

MEAN

HPre-Test H Post-Test

Figure: 3 Mean scores of teachers pre-test and post-test
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TABLE -6

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN DOMAIN -1 PRE-TEST AND

POST-TEST
CATEGORY NO MEAN SD ‘> VALUE REMARKS
Pre-Test 40 33.0 12.0
8.40* *SD
Post-Test 40 91.0 28.38

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 78=2.636

Discussions on Educandy App

The collected data from domain-1 pre - test and post - test on Educandy app
levels of the male teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table-6.

Table - 6 shows that mean scores of pre-test in domain-1 was 33.0% and

standard deviation score 12.0% respectively.

Table - 6 shows that post-test mean scores of domain-1 was 91.0% and its

post-test standard deviation was 28.38% respectively.
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The mean differences between the pre-test and the post-test were 58.0%

respectively.

The obtained ‘t” value 8.40 in male teachers with respect to the Educandy
app level was significantly higher than the required ‘t” value (2.636) and it was
proved there is a significant difference in the Educandy app level of the male

teachers. So, Hypotheses of present study is rejected.

The obtained mean values in domain-1 pre-test and post-test values are

represented through bar diagram for better understanding of the results.

Domain 1 Mean Scores

H Post-T est

u Pre-Test

ER e e e e e e

Figure: 4 Mean scores of domain 1 in teachers pre-test and post-test
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TABLE -7

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN DOMAIN -2 PRE-TEST AND

POST-TEST
CATEGORY
NO MEAN SD ‘t’ VALUE REMARKS
Pre-Test 40 30.08 14.7
4.39* *SD
Post-Test 40 89.0 32.14

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 78=2.636

Discussions on Educandy App

The collected data from domain-2 pre - test and post - test on Educandy app
levels of the male teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table-7.

Table - 7 shows that mean scores of pre-test in domain-2 was 30.08% and

standard deviation score 14.7% respectively.

Table - 7 shows that post-test mean scores of domain-2 was 89.0% and its

post-test standard deviation was 32.0% respectively.
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The mean differences between the pre-test and the post-test were 58.2%

respectively.

The obtained ‘t’ value 4.39 in male teachers with respect to the Educandy
app level was significantly higher than the required ‘t” value (2.636) and it was proved
there is a significant difference in the Educandy app level of the male teachers. So,

Hypotheses of present study is rejected.

The obtained mean values in domain-2 pre-test and post-test values are

represented through bar diagram for better understanding of the results.

Figure: 5 Mean scores of Domain 2 in teachers pre-test and post-test
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TABLE -8

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN DOMAIN - 3 PRE-TEST AND

POST-TEST
CATEGORY NO MEAN SD ‘t’ VALUE REMARKS
Pre-Test 40 33.0 16.0
3.5* *SD
Post-Test 40 88.15 31.13

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 78=2.636

Discussions on Educandy App

The collected data from domain-3 pre - test and post - test on Educandy app
levels of the male teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table-8.

Table - 8 shows that mean scores of pre-test in domain-3 was 33.0% and

standard deviation score 16.0% respectively.

Table - 8 shows that post-test mean scores of domain-3 was 88.15% and its

post-test standard deviation was 31.13% respectively.
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The mean differences between the pre-test and the post-test were 54.85%

respectively.

The obtained ‘t” value 3.5 in male teachers with respect to the Educandy app
level was significantly higher than the required ‘t” value (2.636) and it was proved
there is a significant difference in the Educandy app level of the male teachers. So,

Hypotheses of present study is rejected.

The obtained mean values in domain-3 pre-test and post-test values are

represented through bar diagram for better understanding of the results.

= Post-Test

m Pre-Test

Figure: 6 Mean scores of Domain 3 in teachers pre-test and post-test
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TABLE -9

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN DOMAIN -4 PRE-TEST AND

POST-TEST
CATEGORY NO MEAN SD ‘t’ VALUE REMARKS
Pre-Test 40 31.0 16.4
*SD
4.7* S
Post-Test 40 87.0 31.6

*SD- Significant Difference

‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 78=2.636

Discussions on Educandy App

The collected data from domain-4 pre - test and post - test on Educandy app
levels of the male teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table-9.

Table - 9 shows that mean scores of pre-test in domain-4 was 31.0% and

standard deviation score 16.4% respectively.

Table - 9 shows that post-test mean scores of domain-4 was 87.0% and its

post-test standard deviation was 31.6% respectively.
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The mean differences between the pre-test and the post-test were 56.0%

respectively.

The obtained ‘t’ value 4.7 in domain-4 teachers with respect to the Educandy
app level was significantly higher than the required ‘t” value (2.636) and it was proved
there is a significant difference in the Educandy app level of the male teachers. So,

Hypotheses of present study is rejected.

The obtained mean values in domain-4 pre-test and post-test values are

represented through bar diagram for better understanding of the results.

‘Domain 4 Mean Scores

100%
90%
80%
70%
60% Post-Test

50% Pre-Test

40%

30%

20%

10%

0%

NO MEAN

Figure: 7 Mean scores of Domain 4 in teachers pre-test and post-test
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TABLE - 10

COMPARATIVE INTERPRETATION OF TEACHERS
EDUCANDY APP SCORES OF DOMAINS

Mean
Category |Difference F-value p-value r-value
Domain 1 58.0 350.72 8.679972e-31 0.659
Domain 2 58.25 355.55 8.784974e-31 0.693
Domain 3 54.85 287.48 7.000128e-28 0.648
Domain 4 56.0 284.74 9.394535e-28 0.718

Comparative Interpretation of Domains

1. Overall Gains

All four domains showed substantial improvement from pre-test to post-test.

The largest gain was in Domain 2 (Mean Difference = 58.25), suggesting that the
intervention had the strongest effect in this area.

Domain 3 had the smallest gain (54.85), but still showed a highly significant

improvement.
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1. Correlation Patterns

The strongest correlation between pre- and post-test scores was found in
Domain 4 (r = 0.718), indicating that initial performance in this domain was a strong

predictor of final outcomes.

The weakest correlation was observed in Domain 3 (r = 0.648), suggesting
that post-test improvements were less dependent on initial pre-test performance in this

area, which may indicate greater equalizing benefits of the intervention.

3. Statistical Significance

All domains reported highly significant F-values (p < 0.001), ranging from

284.74 (Domain 4) to 355.55 (Domain 2).

This confirms that the differences between pre-test and post-test scores are

statistically meaningful and not due to chance.

4. Relative Domain Effectiveness

Domain 2 stands out with the largest average improvement.

Domain 4 showed the strongest predictive relationship (highest r-value),
meaning learners’ prior knowledge aligned more closely with their post-intervention

performance.

Domain 2 had the highest F-value, suggesting the most robust statistical effect

of the intervention despite a slightly smaller gain compared to other domains.
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Domain 4
Domain 3
Domain 2
Domain 1

Mean F-value p-value r-value
Difference

Figure: 8 Correlation values of Domain in teachers
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TABLE -11

SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN DHARMAPURI EDUCATION DISTRICT
TEACHERS PRE-TEST AND POST-TEST

CATEGORY NO MEAN SD ‘t’ VALUE REMARKS
Pre-Test 20 30.2 8.16

5.71* *SD
Post-Test 20 86.6 29.87

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from dharmapuri education district teachers pre - test and
post - test on Educandy app levels have been statistically analyzed by using ‘t’ test

and the results are presented in the Table-11.

Table - 11 shows that mean scores of pre-test in dharmapuri education

district teachers was 30.2% and standard deviation score was 8.16% respectively.

Table - 11 shows that post-test mean scores of dharmapuri education district
teachers was 86.6% and its post-test standard deviation score was 29.87%

respectively.
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The mean differences between the pre-test and the post-test were 56.4%

respectively.

The obtained ‘t’ value 5.71 in dharmapuri education district teachers with
respect to the Educandy app level was significantly higher than the required ‘t” value
(2.704) and it was proved there is a significant difference in the Educandy app level of

the teachers. So, Hypotheses of present study is rejected.

The obtained mean values in dharmapuri education district teachers pre-test and
post-test values are represented through bar diagram for better understanding of the

results.

Dharmapuri Education District Teachers Mean
Scores

86.6%

Figure: 9 Mean scores of Dharmapuri Education district teachers

pre-test and post-test
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TABLE - 12

SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN HARUR EDUCATION DISTRICT TEACHERS PRE-
TEST AND POST-TEST

CATEGORY NO MEAN SD ‘t’ VALUE REMARKS

Pre-Test 20 33.2 4.95

2.83* *SD

Post-Test 20 89.2 29.34

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from harur education district teachers pre - test and post -
test on Educandy app levels have been statistically analyzed by using ‘t’ test and the

results are presented in the Table-12.

Table - 12 shows that mean scores of pre-test in harur education district

teachers was 33.2% and standard deviation score was 4.95% respectively.

Table - 12 shows that post-test mean scores of harur education district
teachers was 89.2% and its post-test standard deviation score was 29.34%

respectively.
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The mean differences between the pre-test and the post-test were 56.0%

respectively.

The obtained ‘t” value 2.83 in harur education district teachers with respect
to the Educandy app level was significantly higher than the required ‘t” value (2.704)
and it was proved there is a significant difference in the Educandy app level of the

teachers. So, Hypotheses of present study is rejected.

The obtained mean values in harur education district teachers pre-test and post-test

values are represented through bar diagram for better understanding of the results.

Harur Education District Teachers Mean Scores

89.2%

MEAN

5 Pre-Test mPost-Test

Figure: 10 Mean scores of Harur Education district teachers
pre-test and post-test

73



TABLE -13

SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN DHARMAPURI EDUCATION DISTRICT
TEACHERS AND HARUR EDUCATION DISTRICT

TEACHERS PRE-TEST

CATEGORY NO MEAN SD ‘t’ VALUE REMARKS

Dharmapuri
Education 20 30.2
District 8.16
Teachers Pre-
Test 0.07* *NSD

Harur

Education 20 332 | 4.95
District
Teachers
Pre-Test
*NSD- No Significant Difference

‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from Dharmapuri Education District Teachers and Harur
Education District Teachers pre-test on Educandy app levels of the male teachers have
been statistically analyzed by using ‘t’ test and the results are presented in the Table-

13.

Table - 13 shows that mean scores of Dharmapuri Education District

Teachers pre-test was 30.2% and standard deviation score was 8.16% respectively.

Table - 13 shows that mean scores of Harur Education District Teachers pre-

test was 33.2% and standard deviation score was 4.95% respectively.
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The mean differences between the Dharmapuri Education District Teachers

and Harur Education District Teachers pre-test were 3.0% respectively.

The obtained ‘t’ value 0.07 Dharmapuri Education District Teachers and
Harur Education District Teachers with respect to the Educandy app level was
significantly lower than the required ‘t” value (2.704) and it was proved there is no
significant difference in the Educandy app level of the teachers. So, Hypotheses of

present study is accepted.

The obtained mean values in Dharmapuri Education District Teachers and Harur
Education District Teachers pre-test values are represented through bar diagram for

better understanding of the results.

Dharmapuri & Harur Education District
Teachers Pre-Test Mean Scores

33.2%
30.2%
| l | I
Dharmapuri Harur Education
Education District District Teachers Pre-
Teachers Pre-Test Test
NO EMEAN

Figure: 11 Mean scores of Dharmapuri & Harur education
District teachers pre-test
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TABLE - 14
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES

BETWEEN DHARMAPURI EDUCATION DISTRICT
TEACHERS AND HARUR DISTRICT
TEACHERS POST-TEST
CATEGORY NO MEAN | SD ‘> VALUE REMARKS

Dharmapuri
Education
District 20 86.6
Teachers Post-
Test

29.25

0.18* *NSD

Harur
Education 20 89.2 | 2834
District
Teachers Post-
Test

*NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from Dharmapuri Education District Teachers and Harur
Education District Teachers post-test on Educandy app levels of the male teachers
have been statistically analyzed by using ‘t’ test and the results are presented in the

Table- 14.

Table - 14 shows that mean scores of Dharmapuri Education District

Teachers post-test was 84.6% and standard deviation score was 29.25% respectively.

Table - 14 shows that mean scores of Harur Education District Teachers

post-test was 87.2% and standard deviation score was 28.34% respectively.
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The mean differences between the Dharmapuri Education District Teachers

and Harur Education District Teachers post-test were 3.4% respectively.

The obtained ‘t” value 0.18 in male teachers with respect to the Educandy
app level was significantly lower than the required ‘t” value (2.704) and it was proved
there is no significant difference in the Educandy app level of the male teachers. So,

Hypotheses of present study is accepted.

The obtained mean values in Dharmapuri Education District Teachers and Harur
Education District Teachers post-test values are represented through bar diagram for

better understanding of the results.

Dharmapuri & Harur Education District Teachers
Post-Test Mean Scores

88828833288

. B
Harur Education District Teachers Post-Test
Dharm&puri Education District Teachers
< Post-Test

10

- \
NO MEAN

Figure: 12 Mean scores of dharmapuri education district teachers post-test
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TABLE - 15

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN MALE PRE-TEST AND

POST-TEST
CATEGORY NO MEAN SD ‘> VALUE REMARKS
Pre-Test 26 29.17
7.25
4.49* *SD
Post-Test 26 88.31 29.89

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 50=2.660

Discussions on Educandy App

The collected data from male pre - test and post - test on educandy app levels
of the male teachers have been statistically analyzed by using ‘t’ test and the results

are presented in the Table- 15.

Table - 15 shows that mean scores of pre-test in male teachers was 29.17% and

standard deviation score was 7.25% respectively.

Table - 15 shows that post-test mean scores of male teachers was 88.31% and its

post-test standard deviation was 29.89% respectively.
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The mean differences between the pre-test and the post-test were 59.14%

respectively.

The obtained ‘t” value 4.49 in male teachers with respect to the educandy app
level was significantly higher than the required ‘t” value (2.660) and it was proved
there is a significant difference in the educandy app level of the male teachers. So,

Hypotheses of present study is rejected.

The obtained mean values in male teachers pre-test and post-test values are

represented through bar diagram for better understanding of the results.

Male Mean Scores

100
88.31%

70

s &

29.17%

26 26 .
NO MEAN

B Pre-Test = Post-Test

20
10

(=]

Figure: 13 Mean scores of male pre-test and post-test in teachers
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TABLE - 16

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN FEMALE PRE-TEST AND

POST-TEST
CATEGORY NO MEAN SD ‘t’ VALUE REMARKS
Pre-Test 14 30.07 6.06
2.81* *SD
Post-Test 14 88.86 29.85

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 26=2.763

Discussions on Educandy App

The collected data from female pre - test and post - test on educandy app
levels of the female teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table- 16.

Table - 16 shows that mean scores of pre-test in female teachers was 30.07% and

standard deviation score was 6.06% respectively.

Table - 16 shows that post-test mean scores of female teachers was 88.86%

and its post-test standard deviation score was 29.85% respectively.
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The mean differences between the pre-test and the post-test were 58.79%

respectively.

The obtained ‘t’ value 2.81 in female teachers with respect to the educandy app
level was significantly higher than the required ‘t” value (2.763) and it was proved
there is a significant difference in the educandy app level of the female teachers. So,

Hypotheses of present study is rejected.

The obtained mean values in female teachers pre-test and post-test values are

represented through bar diagram for better understanding of the results.

Female Mean Scores

T T
INIRRR RN AR ARR b

MEAN

NO

0 20 40 60 80 100 120

WPre-Test = Post-Test

Figure: 14 Mean scores of female pre-test and post-test in teachers
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TABLE - 17
SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY
APP SCORES BETWEEN MALE AND FEMALE

PRE-TEST
REMAR
CATEGORY NO MEAN SD ‘t’ VALUE KS
Pre-test 26 29.17 7.25
Male & NSD
0.09*
Female
Pre-test 14 30.07 6.06

*NSD No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from male and female pre - test on educandy app levels of
the male and female teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table- 17.

Table - 17 shows that mean scores of pre-test in male and female teachers was

29.17% and standard deviation score was 7.25% respectively.

Table - 17 shows that pre-test mean scores of male and female teachers was

30.07% and its pre-test standard deviation score was 6.06% respectively.
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The mean differences between the male and female pre-test were 0.9%

respectively.

The obtained ‘t” value 0.09 in male and female teachers with respect to the
educandy app level was significantly less than the required ‘t” value (2.704) and it was
proved there is no significant difference in the educandy app level of the male and

female teachers. So, Hypotheses of present study is accepted.

The obtained mean values in male and female teacher’s pre-test values are

represented through bar diagram for better understanding of the results.

Figure: 15 Mean scores of male & female teachers in pre-test
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TABLE - 18

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN MALE AND FEMALE

POST-TEST
‘ REMARK
CATEGORY NO MEAN SD

VALUE S

Post-

26 88.31 29.80
test
Male & *NSD
0.07*

Female Post-
test

14 88.85 29.85

*NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from male and female pre - test on educandy app levels of the
male and female teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table- 18.

Table - 18 shows that mean scores of post-test in male and female teachers was

88.31% and standard deviation score was 29.80% respectively.

Table - 18 shows that post-test mean scores of male and female teachers was

88.85% and its pre-test standard deviation score was 29.85% respectively.
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The mean differences between the male and female post-test were 0.54%

respectively.

The obtained ‘t> value 0.07 in male and female teachers with respect to the
educandy app level was significantly less than the required ‘t” value (2.704) and it was
proved there is no significant difference in the educandy app level of the male and

female teachers. So, Hypotheses of present study is accepted.

The obtained mean values in male and female teacher’s pre-test values are

represented through bar diagram for better understanding of the results.

Male & Female Post-Test Mean Scores
100
% 88.31% 88.85%
80
70
60
50
40
30
20 26 14
10 0
0
Post-test Post-test
Male & Female
NO = MEAN

Figure: 16 Mean scores of male & female teachers in post-test
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TABLE - 19

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN JOB EXPERIENCE UPTO-25 YEARS PRE-
TEST AND POST-TEST

CATEGORY NO MEAN SD ‘> VALUE REMARKS
Pre-Test 29 30.06 6.24

6.92* *SD
Post-Test 29 85.59 28.90

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 56=2.660

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the Job Experience upto-25 years teachers have been statistically analyzed by using ‘t’

test and the results are presented in the Table- 19.

Table - 19 shows that mean scores of pre-test in Job Experience upto-25

years teachers was 30.06% and standard deviation score was 6.24% respectively.

Table - 19 shows that post-test mean scores of Job Experience upto-25 years
teachers was 85.59% and its post-test standard deviation score was 28.90%

respectively.
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The mean differences between the pre-test and the post-test were 55.53%

respectively.

The obtained ‘t’ value 6.92 in Job Experience upto-25 years teachers with
respect to the educandy app level was significantly higher than the required ‘t’ value
(2.660) and it was proved there is a significant difference in the educandy app level of
the Job Experience upto-25 years teachers. So, Hypotheses of present study is

rejected.

The obtained mean values in Job Experience upto-25 years teachers pre-test
and post-test values are represented through bar diagram for better understanding of

the results.

Job Experience Upto-25 Years Mean Scores

Figure: 17 Mean scores of upto-15 year’s teachers in pre-test and post-test
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TABLE - 20

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY
APP SCORES BETWEEN JOB EXPERIENCE ABOVE-25
YEARS PRE-TEST AND POST-TEST

CATEGORY |NO |MEAN |SD ‘ VALUE | REMARKS
Pre-Test 11 3236 | 6.30

3.33* *SD
Post-Test 11 90.09 | 32.09

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 20=2.845

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the Job Experience above-25 years teachers have been statistically analyzed by using

‘t” test and the results are presented in the Table- 20.

Table - 20 shows that mean scores of pre-test in Job Experience above-25

years teachers was 32.36% and standard deviation score was 6.30% respectively.

Table - 20 shows that post-test mean scores of Job Experience above-15
years teachers was 90.09% and its post-test standard deviation score was 32.09%

respectively.
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The mean differences between the pre-test and the post-test were 57.73%

respectively.

The obtained ‘t” value 3.33 in Job Experience above-25 years teachers with respect
to the educandy app level was significantly higher than the required ‘t” value (2.845)
and it was proved that there is a significant difference in the educandy app level of the
Job Experience above-25 years teachers. So, Hypotheses of the present study is

rejected.

The obtained mean values in Job Experience above-25 years teachers pre-test and
post-test values are represented through bar diagram for better understanding of the

results.

Job Experience Above-25 Years Mean Scores

mPreTest Post-Test

Figure: 18 Mean scores of above-25 year’s teachers in pre-test and post-test
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TABLE - 21

SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP

SCORES BETWEEN UPTO-25 YEARS AND
ABOVE-25 YEARS PRE-TEST

CATEGORY

NO

MEAN

SD

‘> VALUE

REMARKS

Upto- Pre-Test

25
years

29

30.06

6.30

Above

-25 Pre-Test
years

11

32.36

6.24

0.46*

*NSD

*NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from pre - test on educandy app levels of the job

experience upto-25 years and above-25 years teachers have been statistically analyzed

by using ‘t’ test and the results are presented in the Table- 21.

Table - 21 shows that mean scores of pre-test in upto-25 years and above-25

years teachers score was 30.06% and standard deviation score was 6.30%

respectively.

Table - 21 shows that pre-test mean scores of upto-25 years and above-25

years teachers score was 32.36% and its pre-test standard deviation score was 6.24%

respectively.
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The mean differences between the upto-25 years and above-25 years pre-test

were 2.30% respectively.

The obtained ‘t” value 0.46 in upto-25 years and above-25 years teachers
with respect to the educandy app level was significantly less than the required ‘t’
value (2.704) and it was proved that there is no significant difference in the educandy
app level of the up to-25 years and above-25 years teachers. So, Hypotheses of the

present study is accepted.

The obtained mean values in upto-25 years and above-25 years teachers pre-

test values are represented through bar diagram for better understanding of the results.

Upto-25 Years and Above-25 Years Pre-Test Mean
Scores

35 e A O
3040 i3

e % Z A 44

25 e

20

15 g
i

v .
5 i

A

NO MEAN

mm Upto-25 years & Above-25 years Pre-Test
=== {Ipto-25 years & Above-25 years Pre-Test

Figure: 19 Mean scores of up to-15 years and above-15 years teachers
in pre-test
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TABLE - 22
SIGNIFICANT DIFFERENCE OF TEACHERS EDUCANDY APP
SCORES BETWEEN UPTO-25 YEARS AND
ABOVE-25 YEARS POST-TEST

CATEGORY NO | MEAN |SD ‘¢ VALUE | REMARKS
Post: 29 | 8559 28.90
Upto-15 | ot : : NSD
years &
0.06%
Above-
Post-
15 years 11 |91.01  |32.09
Test
*

NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from post - test on educandy app levels of the upto-25
years and above-25 years teachers have been statistically analyzed by using ‘t’ test

and the results are presented in the Table- 22.

Table - 22 shows that mean scores of post-test in upto-25 years and above-25
years teachers score was 85.59% and standard deviation score was 28.90%

respectively.

Table - 22 shows that post-test mean scores of upto-25 years and above-25
years teachers was 91.01% and its pre-test standard deviation score was 32.09%

respectively.
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The mean differences between the upto-25 years and above-25 years post-

test were 6.58% respectively.

The obtained ‘t” value 0.06 in upto-25 years and above-25 years teachers
with respect to the educandy app level was significantly less than the required ‘t’
value (2.704) and it was proved there is no significant difference in the educandy app
level of the upto-25 years and above-25 years teachers. So, Hypotheses of present

study is accepted.

The obtained mean values of upto-25 years and above-25 years teachers
post-test values are represented through bar diagram for better understanding of the

results.

Figure: 20 Mean scores of up to-15 years and above-15 years teachers in
post-test
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TABLE - 23
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN PUPS-TEACHERS PRE-TEST AND

POST-TEST
CATEGORY |NO |MEAN |SD ‘ VALUE | REMARKS
Pre-Test 27 30.6 | 6.3
2.91
. *SD
Post-Test 27 | 89.18 | 29.97

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 52=2.660

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the pups teachers have been statistically analyzed by using ‘t’ test and the results are

presented in the Table- 23.

Table - 23 shows that mean scores of pre-test in pups teachers score was

30.6% and standard deviation score was 6.3% respectively.

Table - 23 shows that post-test mean scores of pups teachers

score was 89.18% and its post-test standard deviation score was 29.97% respectively.
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The mean differences between the pre-test and the post-test were 59.12%

respectively.

The obtained ‘t” value 2.91 in Job pups teachers with respect to the educandy
app level was significantly higher than the required ‘t” value (2.660) and it was proved
there is a significant difference in the educandy app level of the pups teachers. So,

Hypotheses of present study is rejected.

The obtained mean values in pups teachers pre-test and post-test values are

represented through bar diagram for better understanding of the results.

PUPS Teachers Mean Scores

120

100

§9.18%

Post-Test

Pre-Test

Figure: 21 Mean scores of PUPS teachers in pre-test and post-test
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TABLE - 24
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN PUMS TEACHERS PRE-TEST AND
POST-TEST

CATEGORY NO MEAN | SD
‘> VALUE REMARKS

Pre-Test 13 28.79 6.64

2.91* *SD

Post-Test 13 89.57 29.0

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 24=2.797

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the pums teachers have been statistically analyzed by using ‘t” test and the results are

presented in the Table- 24.

Table - 24 shows that mean scores of pre-test in pums teachers score was

28.79% and standard deviation score was 6.64% respectively.

Table - 24 shows that post-test mean scores of pums teachers score was

89.57% and its post-test standard deviation score was 29.0% respectively.
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The mean differences between the pre-test and the post-test were 60.78%

respectively.

The obtained ‘t” value 2.91 in pums teachers with respect to the educandy
app level was significantly higher than the required ‘t” value (2.797) and it was proved
that there is a significant difference in the educandy app level of the pums teachers.

So, Hypotheses of the present study is rejected.

The obtained mean values in pums teachers pre-test and post-test values are

represented through bar diagram for better understanding of the results.

Figure: 22 Mean scores of PUMS teachers in pre-test and post-test
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TABLE - 25
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN PUPS TEACHERS AND PUMS TEACHERS

PRE-TEST

CATEGORY NO MEAN SD ‘> VALUE REMARKS

Pre-

27 30.6 6.3

Pups Test *NSD
Teachers 0.42%
& Pums

Pre-
Teachers 13 28.79 6.64

Test

*NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from pre - test on educandy app levels of the pups

teachers and pums teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table- 25.

Table - 25 shows that mean scores of pre-test in pups teachers and pums

teachers score was 30.6% and standard deviation score was 6.3% respectively.

Table - 25 shows that pre-test mean scores of pups teachers and pums

teachers score was 28.79% and its pre-test standard deviation score was 6.64%

respectively.
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The mean differences between the pups teachers and pums teachers years

pre-test were 1.81% respectively.

The obtained ‘t” value 0.42 in pups teachers and pums teachers with respect to the
educandy app level was significantly lower than the required ‘t’ value (2.704) and it
was proved that there is no significant difference in the educandy app level of the

pups teachers and pums teachers. So, Hypotheses of the present study is accepted.

The obtained mean values in pups teachers and pums teachers pre-test values are

represented through bar diagram for better understanding of the results.

Figure: 23 Mean scores of pups and PUMS teachers in pre-test
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TABLE - 26
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN PUPS TEACHERS AND PUMS TEACHERS

POST-TEST
CATEGORY NO MEAN SD ‘t>’ VALUE REMARKS
Post- 1 5y 89.18 | 29.97
PUPS Test ' ' *NSD
Teacher
s & 0.49*
PUMS
Teacher Post-
S 13 89.57 29.0
Test

*NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from post - test on educandy app levels of the pups
teachers and pums teachers have been statistically analyzed by using ‘t” test and the

results are presented in the Table- 26.

Table - 26 shows that mean scores of post-test in PUPS teachers and PUMS

teachers score was 89.18% and standard deviation score was 29.97% respectively.

Table - 26 shows that post-test mean scores of PUPS teachers and PUMS

teachers was 89.57% and its pre-test standard deviation score was 29.0% respectively.
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The mean differences between the PUPS teachers and PUMS teachers post-

test were 0.39% respectively.

The obtained ‘t’ value 0.49 in PUPS teachers and PUMS teachers with
respect to the educandy app level was significantly less than the required ‘t’ value
(2.704) and it was proved there is no significant difference in the educandy app level

of the pups teachers and pums teachers. So, Hypotheses of present study is accepted.

The obtained mean values of PUPS teachers and PUMS teachers post-test

values are represented through bar diagram for better understanding of the results.

89.18%

Figure: 24 Mean scores of PUPS and PUMS teachers in post-test
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TABLE - 27
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN UG DEGREE TEACHERS PRE-TEST AND

POST-TEST
CATEGORY NO MEAN SD ‘> VALUE REMARKS
Pre-Test 07 31.72 9.9
5.0 *SD
Post-Test 07 86.85 30.0

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 12=3.055

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the UG degree teachers have been statistically analyzed by using ‘t’ test and the

results are presented in the Table- 27.

Table - 27 shows that mean scores of pre-test in UG degree teachers score

was 31.72% and standard deviation score was 9.9% respectively.

Table - 27 shows that post-test mean scores of UG degree teachers score was

86.85% and its post-test standard deviation score was 30.0% respectively.
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The mean differences between the pre-test and the post-test were 55.13%

respectively.

The obtained ‘t> value 5.0 in UG degree teachers with respect to the
educandy app level was significantly higher than the required ‘t” value (3.055) and it
was proved there is a significant difference in the educandy app level of the UG

degree teachers. So, Hypotheses of present study is rejected.

The obtained mean values in UG degree teachers pre-test and post-test

values are represented through bar diagram for better understanding of the results.

UG Degree Teachers Mean Scores

86.85%

80

70

60

50 #Pre-Test
B Post-Test

=

20
10

NO MEAN

Figure: 25 Mean scores of UG Degree teachers in pre-test and post-test
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TABLE - 28
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN PG DEGREE TEACHERS PRE-TEST AND

POST-TEST
CATEGORY NO MEAN SD ‘> VALUE REMARKS
Pre-Test 33 30.0 5.97
7.42*
*SD
Post-Test 33 87.57 29.17

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 64=2.636

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the PG degree teachers have been statistically analyzed by using ‘t” test and the results

are presented in the Table- 28.

Table - 28 shows that mean scores of pre-test in PG degree teachers score

was 30.0% and standard deviation score was 5.97% respectively.

Table - 28 shows that post-test mean scores of PG degree teachers score was

87.57% and its post-test standard deviation score was 29.17% respectively.
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The mean differences between the pre-test and the post-test were 57.57%

respectively.

The obtained ‘t’ value 7.42 in PG degree teachers with respect to the
educandy app level was significantly higher than the required ‘t” value (2.636) and it
was proved that there is a significant difference in the educandy app level of the PG

degree teachers. So, Hypotheses of the present study is rejected.

The obtained mean values in PG degree teachers pre-test and post-test values

are represented through bar diagram for better understanding of the results.

PG Degree Teachers Mean Scores

M Pre-Test

" Post-Test

NO MEAN

Figure: 26 Mean scores of PG Degree teachers in pre-test and post-test
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TABLE - 29
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN UG DEGREE TEACHERS AND PG
DEGREE TEACHERS PRE-TEST

REMARK
CATEGORY NO MEAN SD ‘t>’ VALUE 5
Pre-
UG Test 07 31.72 9.9
es *
Degree NSD
Teachers 0.03*
& PG
S 300 | 5.67
Degree . :
g Test
Teachers

*NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from pre - test on educandy app levels of the UG degree
teachers and PG Degree teachers have been statistically analyzed by using ‘t’ test and

the results are presented in the Table- 29.

Table - 29 shows that mean scores of pre-test in UG degree teachers and PG
Degree teachers score was 31.72% and standard deviation score was 9.9%

respectively.

Table - 29 shows that pre-test mean scores of UG degree teachers and PG
Degree teachers score was 30.0% and its pre-test standard deviation score was 5.67%

respectively.
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The mean differences between the UG degree teachers and PG Degree

teachers pre-test were 1.72% respectively.

The obtained ‘t’ value 0.03 in UG degree teachers and PG Degree teachers with
respect to the educandy app level was significantly less than the required ‘t’ value
(2.704) and it was proved that there is no significant difference in the educandy app
level of the UG degree teachers and PG Degree teachers. So, Hypotheses of the

present study is accepted.

The obtained mean values in UG degree teachers and PG Degree teachers pre-test

values are represented through bar diagram for better understanding of the results.

yulg - ro - P 3 I
s R oSS

Figure: 27 Mean scores of UG and PG Degree teachers in pre-test
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TABLE - 30
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN UG DEGREE TEACHERS AND PG
DEGREE TEACHERS POST-TEST

6t3
CATEGORY NO MEAN SD REMARKS
VALUE
Post-
07 86.85 30.0
Test *NSD
UG degree
Teachers & 0.33*
PG Degree Post
S -
Teachers 33 | 8757 | 2917
Test

*

NSD- No Significant Difference

‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from post - test on educandy app levels of the UG degree

teachers and PG Degree teachers have been statistically analyzed by using ‘t’ test and

the results are presented in the Table- 30.

Table - 30 shows that mean scores of post-test in UG degree teachers and PG

Degree teachers score was 86.85% and standard deviation score was 30.0%

respectively.

Table - 30 shows that post-test mean scores of UG degree teachers and PG

Degree teachers was 87.57% and its pre-test standard deviation score was 29.17%

respectively.
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The mean differences between the UG degree teachers and PG Degree

teachers post-test were 0.72% respectively.

The obtained ‘t” value 0.33 in UG degree teachers and PG Degree teachers
with respect to the educandy app level was significantly less than the required ‘t’
value (2.704) and it was proved there is no significant difference in the educandy app
level of the UG degree teachers and PG Degree teachers. So, Hypotheses of present

study is accepted.

The obtained mean values of UG degree teachers and PG Degree teachers
post-test values are represented through bar diagram for better understanding of the

results.

UG & PG Dearee Mean Scores

180
160
140

120 B UG degree Teachers & PG

DegreeT eachers Post-Test
100

B UG degree Teachers & PG
DegreeT eachers Post-Test

80

40

20

NO MEAN

Figure: 28 Mean scores of UG and PG Degree teachers in post-test
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TABLE - 31
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN 1 TO 3 ICT TRAINING ATTENDED
TEACHERS PRE-TEST AND POST-TEST

CATEGORY |NO |MEAN |[SD ‘ VALUE | REMARKS
Pre-Test 32 | 30.05 5.96

7.42% *SD
Post-Test 32 | 86.88 |29.18

*SD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 62=2.636

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the 1 to3 ICT training attended teachers have been statistically analyzed by using ‘t’

test and the results are presented in the Table- 31.

Table - 31 shows that mean scores of pre-test in 1 to3 ICT training attended

teachers score was 30.05% and standard deviation score was 5.96% respectively.

Table - 31 shows that post-test mean scores of 1 to3 ICT training attended
teachers score was 86.88% and its post-test standard deviation score was 29.18%

respectively.
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The mean differences between the pre-test and the post-test were 56.83%

respectively.

The obtained ‘t’ value 7.42 in 1 to3 ICT training attended teachers with
respect to the educandy app level was significantly higher than the required ‘t’ value
(2.636) and it was proved there is a significant difference in the educandy app level of

the 1 to3 ICT training attended teachers. So, Hypotheses of present study is rejected.

The obtained mean values in 1 to 3 ICT training attended teachers pre-test

and post-test values are represented through bar diagram for better understanding of

the results.

1to 3 ICT Training Teachers Mean Scores

100%
90%
80%
70%
60%
50%
40%
30%
20%
10%

0%

B Post-Test

HPre-Test

NO it MEAN

Figure: 29 Mean scores of 1 to 3 ICT Training attended teachers in
pre-test and post-test
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TABLE - 32
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN 4 TO 5 ICT TRAINING ATTENDED
TEACHERS PRE-TEST AND POST-TEST

CATEGORY NO MEAN SD ‘t> VALUE REMARKS
Pre-Test 08 29.05
6.10
1.49* *NSD
Post-Test 08 89.57 30.54

*NSD- Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 14=2.977

Discussions on Educandy App

The collected data from pre - test and post - test on educandy app levels of
the 4 to5 ICT training attended teachers have been statistically analyzed by using ‘t’

test and the results are presented in the Table- 32.

Table - 32 shows that mean scores of pre-test in 4 to5 ICT training attended

teachers score was 29.05% and standard deviation score was 6.10% respectively.

Table - 32 shows that post-test mean scores of 4 to5 ICT training attended
teachers score was 89.57% and its post-test standard deviation score was 30.54%

respectively.
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The mean differences between the pre-test and the post-test were 60.52%

respectively.

The obtained ‘t” value 1.49 in 4 to5 ICT training attended teachers with
respect to the educandy app level was significantly lower than the required ‘t’ value
(2.977) and it was proved that there is a no significant difference in the educandy app
level of the 4 to5 ICT training attended teachers. So, Hypotheses of the present study

is accepted.

The obtained mean values in 4 to5 ICT training attended teachers pre-test
and post-test values are represented through bar diagram for better understanding of

the results.

Fiure: 30 Mean scores of 4 to 5 ICT training attended teachers in
pre-test and post-test
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TABLE - 33
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN 1TO 3 ICT TRAINING ATTENDED TEACHERS
AND 4 TO 5 ICT TRAINING ATTENDED TEACHERS PRE-

TEST
Gt’

CATEGORY NO MEAN SD VALUE REMARKS

i;est 32 | 3005 | 596
1 to_3 _ICT *NSD
Training
Teachers & 4 0.28*
o ICT
Training Pre-

29. 1

Teachers Test 08 9.05 6.10

*NSD- No Significant Difference

‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from pre - test on educandy app levels of the 1 to 3 ICT

training attended teachers and 4 to 5 ICT training attended teachers have been

statistically analyzed by using ‘t’ test and the results are presented in the Table- 33.

Table - 33 shows that mean scores of pre-test in 1 to 3 ICT training attended

teachers and 4 to 5 ICT training attended teachers score was 30.05% and standard

deviation score was 5.96% respectively.

Table - 33 shows that pre-test mean scores of 1 to 3 ICT training attended teachers

and 4 to 5 ICT training attended teachers score was 29.05% and its pre-test standard

deviation score was 6.10% respectively.
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The mean differences between the 1 to 3 ICT training attended teachers and 4 to 5

ICT training attended teachers pre-test were 1.0% respectively.

The obtained ‘t’ value 0.28 in 1 to 3 ICT training attended teachers and 4 to 5 ICT
training attended teachers with respect to the educandy app level was significantly
less than the required ‘t’ value (2.704) and it was proved that there is no significant
difference in the educandy app level of the 1 to 3 ICT training attended teachers and 4

to 5 ICT training attended teachers. So, Hypotheses of the present study is accepted.

The obtained mean values in 1 to 3 ICT training attended teachers and 4 to 5 ICT
training attended teachers pre-test values are represented through bar diagram for

better understanding of the results.

aining Mean Scores
35
30
25 < 1to 3ICT Training Teachers
& 4to ICT Training
20 Teachers Pre-Test
1 %1 to 3ICT Training Teachers
& 4to ICT Training
Teachers Pre-Test
10
5
0
NO MEAN

Figure: 31 Mean scores of 1 to3 and 4 to 5 ICT training attended
teachers in pre-test
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TEACHERS POST-TEST

TABLE - 34
SIGNIFICANT DIFFERENCE OF EDUCANDY APP SCORES
BETWEEN 1TO 3 ICT TRAINING ATTENDED TEACHERS
AND 4 TO 5 ICT TRAINING ATTENDED

REMA
CATEGORY NO MEAN SD ‘t>’ VALUE
RKS
Post-
Lte31CT Test 08 86.88 29.18 *NSD
Training
Teachers & 4 to 0.38*
ICT Training
Teachers Post- | 3 | g957 | 30.54
Test

*NSD- No Significant Difference
‘t’ ratio at 0.01 level of confidence for the degree of freedom (df) at 38=2.704

Discussions on Educandy App

The collected data from post - test on educandy app levels of the 1 to 3 ICT

training attended teachers and 4 to 5 ICT training attended teachers have been

statistically analyzed by using ‘t’ test and the results are presented in the Table- 34.

Table - 34 shows that mean scores of post-test in 1 to 3 ICT training attended

teachers and 4 to 5 ICT training attended teachers score was 86.88% and standard

deviation score was 29.18% respectively.

Table - 34 shows that post-test mean scores of 1 to 3 ICT training attended

teachers and 4 to 5 ICT training attended teachers was 89.57% and its pre-test

standard deviation score was 30.54% respectively.

The mean differences between the 1 to 3 ICT training attended teachers and

4 to 5 ICT training attended teacherspost-test were 2.69% respectively.
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The obtained ‘t’ value 0.38 in 1 to 3 ICT training attended teachers and 4 to 5 ICT
training attended teachers with respect to the educandy app level was significantly
less than the required ‘t’> value (2.704) and it was proved there is no significant
difference in the educandy app level of the 1 to 3 ICT training attended teachers and 4

to 5 ICT training attended teachers. So, Hypotheses of present study is accepted.

The obtained mean values of 1 to 3 ICT training attended teachers and 4 to 5 ICT
training attended teachers post-test values are represented through bar diagram for

better understanding of the results.

Figure: 32 Mean scores of 1 to 3 and 4 to 5 ICT Training attended
Teachers in post-test
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4.3 Conclusion

The analysis and interpretation of the collected data provide meaningful
insights into the effectiveness and acceptance of interactive games developed through
the Educandy app for classroom transactions among primary teachers. The descriptive
statistics clearly indicate that most primary teachers hold positive perceptions toward
the use of interactive digital games, acknowledging their ability to enhance student
engagement, simplify content delivery, and support activity-based learning. Inferential
analysis, including ANOVA, further revealed significant differences in the level of
usage and attitudes among teachers based on factors such as teaching experience,
prior exposure to digital tools, and training received. This suggests that professional
development and adequate digital literacy play a crucial role in shaping teachers’

readiness to integrate game-based learning.
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V. FINDINGS AND CONCLUSION

5.1 Introduction

This chapter presents the major findings and corresponding conclusions

derived from the analysis of data collected for the study on developing interactive

games for classroom transactions among primary teachers using the Educandy App.

The findings have been systematically organized based on the research objectives and

hypotheses, enabling a clear understanding of how the intervention influenced

teachers’ knowledge, skills, and attitudes toward digital game-based learning.

5.2 Major Findings of the Study

The effectiveness of the Educandy App teachers was tested through a
Questionnaire, showing differences between the pre-test and post-test results.
The teachers’ mean score in the pre-test was 31.7%, whereas their mean score
in the post-test was 85.9%. The mean difference was 54.2%. The calculated t
value was 9.02, while the table value was 2.639. Since the t value was
significantly higher than the required table value, the hypothesis of the present
study is rejected.

The teachers’ mean scores of domain 1 in the Pre-test was 33.0%, whereas
their mean score in the Post-test was 91.0%. The mean difference was 52.0%.
The calculated t value was 8.40, while the table value was 2.639. Since the t
value was significantly higher than the required table value, the hypothesis of
the present study is rejected.

The teachers” mean scores of domain 2 in the Pre-test was 30.08%, whereas
their mean score in the Post-test was 89.0%. The mean difference was 58.2%.

The calculated t value was 4.39, while the table value was 2.639. Since the t
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value was significantly higher than the required table value, the hypothesis of
the present study is rejected.

The teachers’ mean scores of domain 3 in the Pre-test was 33.0%, whereas
their mean score in the Post-test was 88.15%. The mean difference was
54.85%. The calculated t value was 3.5, while the table value was 2.639.
Since the t value was significantly higher than the required table value, the
hypothesis of the present study is rejected.

The teachers’ mean scores of domain 4 in the Pre-test was 31.0%, whereas
their mean score in the Post-test was 87.0%. The mean difference was 56.0%.
The calculated t value was 4.7, while the table value was 2.639. Since the t
value was significantly higher than the required table value, the hypothesis of
the present study is rejected.

The mean scores across all four domains showed a remarkable improvement
from pre-test (ranging between 30-33) to post-test (ranging between 86-91).
The calculated F-values for all domains (ranging from 284.74 to 355.55) were
highly significant at p < 0.001, confirming the effectiveness of the
intervention.

The correlation coefficients (r = 0.65 to 0.72) revealed a moderate to strong
positive relationship between pre-test and post-test scores, indicating that
learners with higher initial scores tended to perform better post-intervention,
but all participants benefitted substantially.

Domain 1 showed the highest post-test mean (90.78) and the strongest
statistical improvement, whereas Domain 3, though improved, had slightly
lower correlation values.

The teachers’ mean scores of dharmapuri education district in the Pre-test was

30.2%, whereas their mean score in the Post-test was 87.0%. The mean
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difference was 56.8%. The calculated t value was 5.71, while the table value
was 2.704. Since the t value was significantly higher than the required table
value, the hypothesis of the present study is rejected.

The teachers” mean scores of harur education district in the Pre-test was
33.2%, whereas their mean score in the Post-test was 89.2%. The mean
difference was 56.0%. The calculated t value was 2.83, while the table value
was 2.704. Since the t value was significantly higher than the required table
value, the hypothesis of the present study is rejected.

The teachers’ mean scores of dharmapuri education district in the Pre-test was
30.2%, whereas their mean score of harur education district in the Pre-test was
33.2%. The mean difference was 3.0%. The calculated t value was 0.07,
while the table value was 2.704. Since the t value was significantly lower than
the required table value, the hypothesis of the present study is accepted.

The teachers” mean scores of dharmapuri education district in the Post-test
was 86.6%, whereas their mean score of harur education district in the Post-
test was 89.2%. The mean difference was 3.4%. The calculated t value was
0.18, while the table value was 2.704. Since the t value was significantly lower
than the required table value, the hypothesis of the present study is accepted.
The teachers’ mean scores of male in the Pre-test was 29.17%, whereas their
mean score in the Post-test was 88.31%. The mean difference was 59.14%.
The calculated t value was 4.49, while the table value was 2.660. Since the t
value was significantly higher than the required table value, the hypothesis of
the present study is rejected.

The teachers’ mean scores of female in the Pre-test was 30.07%, whereas their
mean score in the Post-test was 88.86%. The mean difference was 58.79%.
The calculated t value was 2.81, while the table value was 2.763. Since the t

121



value was significantly higher than the required table value, the hypothesis of
the present study is rejected.

The teachers’ mean scores of male in the Pre-test was 29.17%, whereas their
mean score of female in the Pre-test was 30.07%. The mean difference was
0.9%. The calculated t value was 0.09, while the table value was 2.704. Since
the t value was significantly lower than the required table value, the hypothesis
of the present study is accepted.

The teachers’ mean scores of male in the Post-test was 88.31%, whereas their
mean score of female in the Post-test was 88.85%. The mean difference was
0.54%. The calculated t value was 0.07, while the table value was 2.704.
Since the t value was significantly lower than the required table value, the
hypothesis of the present study is accepted.

The teachers” mean scores of job experience upto-25 in the Pre-test was
30.06%, whereas their mean score in the Post-test was 85.59%. The mean
difference was 55.53%. The calculated t value was 6.92, while the table value
was 2.660. Since the t value was significantly higher than the required table
value, the hypothesis of the present study is rejected.

The teachers’ mean scores of job experience above-25 in the Pre-test was
32.36%, whereas their mean score in the Post-test was 90.09%. The mean
difference was 57.73%. The calculated t value was 3.33, while the table value
was 2.845. Since the t value was significantly higher than the required table
value, the hypothesis of the present study is rejected.

The teachers” mean scores of job experience upto-25 in the Pre-test was
30.06%, whereas their mean score of job experience above-25 in the Pre-test

was 32.36%. The mean difference was 2.30%. The calculated t value was
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0.46, while the table value was 2.704. Since the t value was significantly lower
than the required table value, the hypothesis of the present study is accepted.
The teachers’ mean scores of job experience upto-25 in the Post-test was
85.59%, whereas their mean score of job experience above-25 in the Post-test
was 91.01%. The mean difference was 6.58%. The calculated t value was
0.06, while the table value was 2.704. Since the t value was significantly lower
than the required table value, the hypothesis of the present study is rejected.
The teachers’ mean scores of pups in the Pre-test was 30.6%, whereas their
mean score in the Post-test was 89.18%. The mean difference was 59.12%.
The calculated t value was 2.91, while the table value was 2.660. Since the t
value was significantly higher than the required table value, the hypothesis of
the present study is rejected.

The teachers’ mean scores of pums in the Pre-test was 28.79%, whereas their
mean score in the Post-test was 89.57%. The mean difference was 60.78%.
The calculated t value was 2.91, while the table value was 2.797. Since the t
value was significantly higher than the required table value, the hypothesis of
the present study is rejected.

The teachers” mean scores pups in the Pre-test was 30.06%, whereas their
mean score of pums in the Pre-test was 28.79%. The mean difference was
1.81%. The calculated t value was 0.42, while the table value was 2.704.
Since the t value was significantly lower than the required table value, the
hypothesis of the present study is accepted.

The teachers’ mean scores of pups in the Post-test was 89.18%, whereas their
mean score of pums in the Post-test was 89.57%. The mean difference was

0.39%. The calculated t value was 0.49, while the table value was 2.704.
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Since the t value was significantly lower than the required table value, the
hypothesis of the present study is accepted.

The teachers’ mean scores of UG Degree in the Pre-test was 31.72%, whereas
their mean score in the Post-test was 86.85%. The mean difference was
55.13%. The calculated t value was 5.0, while the table value was 3.055.
Since the t value was significantly higher than the required table value, the
hypothesis of the present study is rejected.

The teachers’ mean scores of PG Degree in the Pre-test was 30.0%, whereas
their mean score in the Post-test was 87.57%. The mean difference was
57.57%. The calculated t value was 7.42, while the table value was 2.636.
Since the t value was significantly higher than the required table value, the
hypothesis of the present study is rejected.

The teachers’ mean scores UG Degree in the Pre-test was 31.72%, whereas
their mean score of PG Degree in the Pre-test was 30.0%. The mean
difference was 1.72%. The calculated t value was 0.03, while the table value
was 2.704. Since the t value was significantly lower than the required table
value, the hypothesis of the present study is accepted.

The teachers’ mean scores of UG Degree in the Post-test was 86.85%,
whereas their mean score of PG Degree in the Post-test was 87.57%. The
mean difference was 0.72%. The calculated t value was 0.33, while the table
value was 2.704. Since the t value was significantly lower than the required
table value, the hypothesis of the present study is accepted.

The teachers’ mean scores of 1 to 3 ICT Training attended in the Pre-test was
30.05%, whereas their mean score in the Post-test was 86.88%. The mean

difference was 56.83%. The calculated t value was 7.42, while the table value
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was 2.636. Since the t value was significantly higher than the required table
value, the hypothesis of the present study is rejected.

The teachers’ mean scores of 4 to 5 ICT Training attended in the Pre-test was
29.05%, whereas their mean score in the Post-test was 89.57%. The mean
difference was 60.52%. The calculated t value was 1.49, while the table value
was 2.977. Since the t value was significantly lower than the required table
value, the hypothesis of the present study is accepted.

The teachers’ mean scores 1 to 3 ICT Training attended in the Pre-test was
30.05%, whereas their mean score of 4 to 5 ICT Training attended in the Pre-
test was 29.05%. The mean difference was 1.0%. The calculated t value was
0.28, while the table value was 2.704. Since the t value was significantly lower
than the required table value, the hypothesis of the present study is accepted.
The teachers’ mean scores of UG Degree in the Post-test was 86.88%,
whereas their mean score of 4 to 5 ICT Training attended in the Post-test was
89.57%. The mean difference was 2.69%. The calculated t value was 0.38,
while the table value was 2.704. Since the t value was significantly lower than
the required table value, the hypothesis of the present study is accepted.
Teachers from Harur Education District demonstrated greater interest in
creating activities using the Educandy app compared to teachers from
Dharmapuri Education District.

The study revealed that teachers from Harur Education District were more
actively engaged in designing activities through the Educandy app than those

from Dharmapuri Education District.
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5.3 Summary of the Major Findings and Discussion

The present study examined the effectiveness of the Educandy App in enhancing
primary teachers’ competency in developing interactive games for classroom
transactions. The findings from the pre-test and post-test comparisons, t-test analyses,
ANOVA results, and subgroup analyses clearly demonstrated the strong impact of the
intervention. A substantial improvement was recorded in the overall performance of
teachers after the training intervention. The pre-test mean score (31.7%) increased
significantly to 85.9% in the post-test, yielding a mean difference of 54.2%. The t value
(9.02) far exceeded the table value, confirming that the Educandy intervention
significantly enhanced teachers’ knowledge and skills. These findings strongly
validated the effectiveness of digital game-based learning tools in teacher professional
development. All four domains measured in the study showed remarkable progress
from pre-test (30-33%) to post-test (86-91%). Each domain exhibited a statistically
significant t-value, resulting in the rejection of the null hypothesis for all domains.
ANOVA results, with F-values ranging from 284.74 to 355.55, indicated that the
improvements were not due to chance but were consistently significant at p < 0.001.
These results confirm that Educandy strengthened teachers’ capabilities
comprehensively across multiple skill areas. Correlation coefficients (r = 0.65 to 0.72)
revealed a moderate to strong positive relationship, showing that although initial
performance levels differed, all teachers benefitted significantly from the intervention.
Teachers who scored higher in the pre-test also tended to perform well in the post-test,
but even low scorers showed marked improvement. Within-group improvements in
both districts were statistically significant. Between-group comparisons showed no
significant difference in pre-test and post-test scores, indicating that the Educandy

intervention was equally beneficial in both regions. However, qualitative observations
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showed that Harur teachers displayed greater enthusiasm and involvement in creating
Educandy activities, suggesting regional differences in motivation and technological
readiness. Both male and female teachers showed significant improvements from pre-
test to post-test, leading to the rejection of the null hypothesis for both groups.
Between-group comparisons for both pre-test and post-test scores were statistically
insignificant, showing that gender had no effect on training outcomes. Thus, the
Educandy app was equally effective for male and female teachers. Teachers with up to
25 years of experience and those with more than 25 years showed significant gains in
post-test scores. No significant difference was found between the groups in both pre-
test and post-test comparisons, indicating that teaching experience did not influence the
effectiveness of the intervention. The use of game-based learning tools proved
beneficial for both younger and more experienced teachers. Both PUPS and PUMS
teachers showed significant growth from pre-test to post-test. Differences between
school types were not statistically significant, indicating that school type did not
influence learning outcomes. Teachers with UG and PG degrees both recorded
significant improvements. No significant difference between their pre-test and post-test
scores suggests that academic qualification was not a determining factor in the
effectiveness of the training. Teachers who attended 1-3 ICT trainings showed
significant improvement. Teachers with 4-5 ICT trainings did not show statistically
significant improvement in the t-test, suggesting that teachers with prior extensive ICT
exposure already possessed stronger baseline skills. However, both groups benefitted
from the intervention. The findings reveal that teachers effectively developed digital
games, and gained confidence in using the Educandy app for classroom interactions.
Teachers from Harur district demonstrated higher motivation and creative engagement,

highlighting the importance of teacher enthusiasm and support.
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Discussion

The findings align strongly with existing literature on digital game-based
learning. The significant improvements across all domains confirm that interactive
digital tools can substantially enhance teaching competencies. The Educandy app
improved teachers’ ability to design meaningful, engaging classroom activities,
supporting earlier studies that emphasize the role of gamification in increasing
motivation, participation, and instructional quality. Furthermore, the absence of
significant differences among demographic groups—gender, school type, job
experience, academic qualification—suggests that Educandy is universally applicable,
offering equal benefits across teacher categories. The study also indicates that
structured training, combined with user-friendly digital platforms, can overcome
barriers related to technological anxiety or lack of experience. Overall, the research
demonstrates that integrating digital game-based tools like Educandy into teacher
training can profoundly enrich classroom transactions, making learning more

interactive, effective, and learner-centered.

5.4 Recommendations based on the Findings of the Study

Based on the findings, the following recommendations are proposed:

e Integrate Educandy into In-service Training: Teacher training programs
should adopt Educandy as part of their instructional toolkit.

e Offer Periodic Refresher Courses: Continuous professional development
should include refresher sessions to sustain knowledge and skills gained.

e Promote Equitable Access to Digital Tools: Schools must ensure that all
teachers have access to ICT resources to maximize the benefits of gamified

learning.
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Adopt Gamification in Educational Policy: Policymakers should formally
incorporate gamified approaches like Educandy into teacher capacity-building
frameworks.

Encourage Peer Learning Communities: Teachers should be encouraged to
share Educandy-based resources and collaborate on interactive lesson design.
Further research could be conducted to investigate the effectiveness of
Educandy App in enhancing online learning experiences, including their
impact on learner engagement, retention, and comprehension.

Studies could examine how Educandy App can be effectively integrated into

enhance learning outcomes and engagement.

These recommendations could provide valuable insights into the use of

Educandy App in various contexts and their impact on teachers behaviour and

learning outcomes.

5.5 Educational Implication of the Present Study

Following are the educational implication of the present study.

The integration of digital tools like the Educandy App in teacher training
significantly enhances professional competencies. This can help students to
better comprehend and apply the information they are learning.

The Educandy App provide easy access to additional learning, allowing
learners to explore related subjects and gain a deeper understanding of the
subject matter.

Findings confirm that interactive and gamified learning can be universally
effective, benefiting teachers regardless of gender, qualification, or teaching

experience.
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e The Educandy App encourages students to explore and discover new
information independently. By using the Educandy App, students can follow
their own learning path and pursue their own interests.

e Scalability is feasible since improvements were observed across diverse
groups and education districts. The Educandy app can facilitate collaboration
and knowledge sharing among learners by enabling them to share resources
and build on each other’s knowledge.

e Teacher education programs should adopt technology-supported
interventions to modernize classroom practice.

e Continuous ICT-based professional development is vital to keep teachers
updated with innovative pedagogical strategies.

e The Educandy App promotes collaborative learning by providing
opportunities for students to share and access resources collectively, thereby
supporting their overall learning process.

e The Educandy App fosters the development of students’ critical thinking

skills.

5.6 Suggestions for Further Researches

Here are some suggestions for further research related to Educandy App.

e Studies could conduct large-scale studies with more diverse teacher
populations to generalize the findings.

e Research could include qualitative investigations to capture teachers’
perceptions, challenges, and engagement with the app.

e Longitudinal studies should be conducted to assess knowledge retention over a

longer duration.
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e Further research could compare Educandy with other digital learning tools
(AR/VR, Al-based apps and gamified LMS platforms) to assess relative
effectiveness.

e Explore the role of student feedback in refining the use of Educandy in
classroom contexts.

e Studies could investigate the Educandy App’s influence on attention and
distractibility in digital environments, as well as identify strategies to enhance
teachers’ engagement while minimizing distractions.

e Research could examine how the Educandy App is used in online
collaboration, and how its design can support knowledge sharing and
collaborative learning.

These suggestions could provide valuable insights into the role of the Educandy
App in digital communication and learning, and how its design can be optimized to

enhance teachers’ engagement, comprehension, and collaboration.
Justification of the Study

The Educandy App serves as an effective digital tool to enhance teaching-
learning practices, particularly in the primary school context. In Dharmapuri district,
where many government primary and upper primary schools face challenges such as
limited resources, high pupil-teacher ratios, and varying student engagement levels,
the integration of interactive, game-based learning becomes highly relevant.

Firstly, Educandy provides simple, user-friendly features that allow teachers
to design interactive activities such as quizzes, word searches, matching exercises,
and spelling games without requiring advanced technical knowledge. This directly
supports teachers in Dharmapuri, many of whom may not have prior exposure to

advanced digital tools.
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Secondly, the use of interactive digital applications like Educandy has been
shown to improve student motivation and engagement. In rural and semi-urban
contexts, where children often have limited exposure to digital learning, the novelty
and play-based nature of Educandy can increase participation and reduce learning
fatigue.

Thirdly, Educandy supports flexible curriculum integration. Teachers can
customize activities according to the prescribed syllabus, making it adaptable for local
learning needs while aligning with state education standards. This ensures that the tool
IS not just entertaining but also academically meaningful.

Finally, training primary teachers in Dharmapuri district to effectively use
Educandy promotes capacity building and digital empowerment. By equipping
teachers with innovative strategies, the intervention enhances both teaching practices
and student learning outcomes. Given the increasing push towards Digital India
initiatives and NEP 2020’s emphasis on technology-enabled learning, adopting

Educandy represents a practical step toward modernizing classrooms in the district.

5.7 Conclusion

The study demonstrated that interactive games developed through the
Educandy App significantly improved primary teachers’ classroom transaction skills.
The intervention enhanced knowledge across all domains, promoted critical thinking,
collaboration, and engagement, and proved effective across gender, qualification, and

experience groups.

The findings highlight that Educandy is not only a tool for student-centered
learning but also a powerful resource for teacher professional development. By
bridging traditional pedagogy with digital innovation, the educandy app fosters active

learning environments and equips teachers with essential 21st-century competencies.
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The availability of smart boards and hi-tech laboratories in primary and
middle schools ensured that there was no difficulty in implementing the Educandy
app. Students actively engaged with the activities and demonstrated a high level of

enthusiasm while participating.

The integration of the app assisted teachers in overcoming instructional
challenges commonly faced during classroom teaching. When complex or abstract
portions of the lesson were transformed into interactive activities through Educandy,

students were able to comprehend the content more effectively.

Furthermore, the app’s unique feature of converting a single activity into
multiple types of interactive games enhanced its pedagogical utility, providing

teachers with flexible and innovative methods to reinforce learning outcomes.

Therefore, the study strongly advocates the integration of game-based digital
tools like Educandy App into teacher education frameworks, ensuring that teaching

and learning processes are more engaging, inclusive and effective manner.

133



BIBLIOGRAPHY

Books

A practical guide oriented towards using games and simulations in school settings,
including primary/upper-primary. (Ellington, Henry; Fowlie, Joannie; Gordon, Monica,
1998).

Focuses on digital games and their incorporation into K-12 classrooms with practical
guidance.(Becker, Katrin, 2017).

Explores game-based learning in digital classrooms, useful for designing interactive
games for classroom transactions. (Khine, Myint Swe (ed.), 2011).

What Video Games Have to Teach Us about Learning and Literacy (Gee, James Paul,
2003) — Although oriented broadly at video games and learning, many theoretical
principles apply to interactive game creation for learning contexts.

Focuses explicitly on teachers designing story-based games for curriculum transactions;
very relevant to your focus. (Jackson & Kellinger).

Teaching in the Game-Based Classroom: Practical Strategies for Grades 6-12. Editor:
David Seelow. Publisher: Taylor & Francis.

Activities, Games, and Lessons for Social Learning. Publisher: SAGE India. Focuses on
how games and activities can support social learning, collaboration and classroom
interaction.

Journals

Aminah, Siti. 2021. Wawancar Dengan Guru Kelompok Usia 5-6 Tahun. Terbanggi
Besar.

Anderson, T., & Dron, J. (2011). Three generations of distance education pedagogy.

The International Review of Research in Open and Distributed Learning, 12(3), 80.

134



Anam, Mohammad Syamsul. 2021. “Model-Model Penelitian Pengembangan.”
Retrieved September 20, 2021 Asghar, Jurnal, Irfan Haris, and Siti Isyanti. 2021.
“Pengembangan Game Edukatif Dalam Meningkatkan Kemampuan Keaksaraan Anak
Usia Dini.” Jurnal Asghar 1(1):82-93.

Algahtani, A. Y., & Rajkhan, A. A. (2020). E Learning Critical Success Factors during
the COVID-19 Pandemic: A Comprehensive Analysis of E-Learning Managerial
Perspectives. Education Sciences, 10(9), 216.

Al-Zoubi, A. M., Faris, H., Algatawna, J., & Hassonah, M. A. (2018). Evolving Support
Vector Machines using Whale Optimization Algorithm for spam profiles detection on
online social networks in different lingual contexts. Knowledge-Based Systems, 153,
91-104.

Baharuddin, B. (2018). ADDIE Model Application Promoting Interactive Multimedia.
IOP Conference Series: Materials Science and Engineering, 306, 012020.

Basar, E., Di Renzo, M., De Rosny, J., Debbah, M., Alouini, M.-S., & Zhang, R.
(2019). Wireless Communications Through Reconfigurable Intelligent Surfaces. IEEE
Access, 7, 116753-116773.

Bers, M. U., Gonzalez-Gonzalez, C., & Armas Torres, M. B. (2019). Coding as a
playground: Promoting positive learning experiences in childhood classrooms.
Computers & Education, 138, 130-145.

Bond, M., Marin, V. I., Dolch, C., Bedenlier, S., & Zawacki-Richter, O. (2018). Digital
transformation in German higher education: Student and teacher perceptions and usage
of digital media. International Journal of Educational Technology in Higher Education,
15(1), 48.

Carless, D., & Boud, D. (2018). The development of student feedback literacy:
Enabling uptake of feedback. Assessment & Evaluation in Higher Education, 43(8),

1315-1325.

135



Castro, M. D. B., & Tumibay, G. M. (2021). A literature review: Efficacy of online
learning courses for higher education institution using meta-analysis. Education and
Information Technologies, 26(2), 1367 1385. https://doi.org/10.1007/s10639-019
10027-z

de Reuver, M., Sgrensen, C., & Basole, R. C. (2018). The Digital Platform: A Research
Agenda. Journal of Information Technology, 33(2), 124-135.

Dwivedi, Y. K., Hughes, L., Ismagilova, E., Aarts, G., Coombs, C., Crick, T., Duan, Y.,
Dwivedi, R., Edwards, J., Eirug, A., Galanos, V., llavarasan, P. V., Janssen, M., Jones,
P., Kar, A. K., Kizgin, H., Kronemann, B., Lal, B., Lucini, B., ... Williams, M. D.
(2021). Artificial Intelligence (Al): Multidisciplinary perspectives on emerging
challenges, opportunities, and agenda for research, practice and policy. International
Journal of Information Management, 57, 101994.

Elgrishi, N., Rountree, K. J., McCarthy, B. D., Rountree, E. S., Eisenhart, T. T., &
Dempsey, J. L. (2018). A Practical Beginner’s Guide to Cyclic Voltammetry. Journal of
Chemical Education, 95(2), 197 206.

Elnagar, A., Al-Debsi, R., & Einea, O. (2020). Arabic text classification using deep
learning models. Information Processing & Management, 57(1), 102121.

Garzon, J., & Acevedo, J. (2019). Meta-analysis of the impact of Augmented Reality on
students’ learning gains. Educational Research Review, 27, 244-260.

Greenhow, C., Robelia, B., & Hughes, J. E. (2009). Learning, Teaching, and
Scholarship in a Digital Age: Web 2.0 and Classroom Research: What Path Should We
Take Now? Educational Researcher, 38(4), 246 259.

Hu, S., Rusek, F., & Edfors, O. (2018). Beyond Massive MIMO: The Potential of Data
Transmission With Large Intelligent Surfaces. IEEE Transactions on Signal Processing,

66(10), 2746-2758.

136



Huang, C., Zappone, A., Alexandropoulos, G. C., Debbah, M., & Yuen, C. (2019).
Reconfigurable Intelligent Surfaces for Energy Efficiency in Wireless Communication.
IEEE Transactions on Wireless Communications, 18(8), 4157 4170.

Hussain, S., Abdulaziz Dahan, N., Ba-Alwi, F. M., & Ribata, N. (2018). Educational
Data Mining and Analysis of Students’ Academic Performance Using WEKA.
Indonesian Journal of Electrical Engineering and Computer Science, 9(2), 447.

Hussein, M. H., Ow, S. H., Cheong, L. S., Thong, M.-K., & Ale Ebrahim, N. (2019).
Effects of Digital Game-Based Learning on Elementary Science Learning: A
Systematic Review. IEEE Access, 7, 62465-62478. Kamilaris, A., & Prenafeta-Boldu,
F. X. (2018). Deep learning in agriculture: A survey. Computers and Electronics in
Agriculture, 147, 70-90.

Kiili, K. (2005). Digital game-based learning: Towards an experiential gaming model.
The Internet and Higher Education, 8(1), 13-24.

Kim, S., Choi, S., Seo, M., Kim, D. R., & Lee, K. (2020). Designing a Clinical Ethics
Education Program for Nurses Based on the ADDIE Model. Research and Theory for
Nursing Practice, 34(3), 205-222. Kobayashi, H., Hayakawa, A., Somarathne, K. D. K.
A., & Okafor, E. C. (2019). Science and technology of ammonia combustion.
Proceedings of the Combustion Institute, 37(1), 109-133.

Korol, A., Blashkova, O., Kravchenko, V., & Khilya, A. (2021). Web-technologies and
multimedia systems in the training of professionals in the education system.
Environment. Technologies. Resources. Proceedings of the International Scientific and
Practical Conference, 2, 244-248.

Li, H., Ota, K., & Dong, M. (2018). Learning 10T in Edge: Deep Learning for the
Internet of Things with Edge Computing. IEEE Network, 32(1), 96-101.

Li, S., Xu, L. D., & Zhao, S. (2018). 5G Internet of Things: A survey. Journal of

Industrial Information Integration, 10, 1-9. Liao, C.-W., Chen, C.-H., & Shih, S.-J.

137



(2019). The interactivity of video and collaboration for learning achievement, intrinsic
motivation, cognitive load, and behavior patterns in a digital game-based learning
environment.

Fadillah, Fanny Azka, and Muhammad Igbal. 2019. “Poster Kecanduan Game Terhadap
Anak Usia Dini.” Jurnal Desain 7(1):38. doi: 10.30998/jd.v7i01.54609.

Haira, AnizarAhmad Rahmi. 2019. “Mengembangkan Kemampuan Anak Mengenal
Aksara Melalui Media Huruf Ampelas Di TK IT Mon Kuta Banda Aceh.” JIM PAID
4(3):71-79.

Listriani, Ai, Hapidin Hapidin, and Tjipto Sumadi. 2020. “Kemampuan Keaksaraan
Anak Usia 5-6 Tahun Dalam Penerapan Metode Spalding Di TK Quantum Indonesia.”
Jurnal ~ Obsesi: Jurnal Pendidikan Anak Usia Dini 5(1):591-98. doi:

10.31004/OBSESI.V/511.680.
Websites

https://doi.org/10.1109/TSP.2018.2816577

https://doi.org/10.1016/j.edurev.2019.04.00 1

https://doi.org/10.11591/ijeecs.v9.i2.pp447 459

https://doi.org/10.1109/TWC.2019.2922609

https://doi.org/10.3102/0013189X09336671

https://doi.org/10.17770/etr2021vol2.6570

https://doi.org/10.1016/j.proci.2018.09.029

https://doi.org/10.1891/RTNP-D-19-00135

https://doi.org/10.1016/j.ipm.2019.102121

https://doi.org/10.1016/j.compedu.2019.04.0 13

https://doi.org/10.1186/s41239-018-0130-1

https://doi.org/10.1080/02602938.2018.146 3354

https://doi.org/10.1057/s41265-016-0033-3

138


https://doi.org/10.1109/TSP.2018.2816577
https://doi.org/10.1016/j.edurev.2019.04.00%201
https://doi.org/10.11591/ijeecs.v9.i2.pp447%20459
https://doi.org/10.1109/TWC.2019.2922609
https://doi.org/10.3102/0013189X09336671
https://doi.org/10.17770/etr2021vol2.6570
https://doi.org/10.1016/j.proci.2018.09.029
https://doi.org/10.1891/RTNP-D-19-00135
https://doi.org/10.1016/j.ipm.2019.102121
https://doi.org/10.1186/s41239-018-0130-1
https://doi.org/10.1080/02602938.2018.146%203354
https://doi.org/10.1057/s41265-016-0033-3

https://doi.org/10.1016/j.ijinfomqgt.2019.08. 002

https://doi.org/10.1021/acs.jchemed.7b0036 1

https://doi.org/10.19173/irrodl.v12i3.890

https://doi.org/10.1016/j.knosys.2018.04.02 5

https://doi.org/10.1088/1757 899X/306/1/012020

https://doi.org/10.1016/}.jii.2018.01.005

https://doi.org/10.1109/MNET.2018.170020 2

https://doi.org/10.1016/j.iheduc.2004.12.001

https://doi.org/10.1016/j.compag.2018.02.01 6

https://doi.org/10.1109/ACCESS.2019.2916 324

https://doi.org/10.3390/educscil0090216
(https://syamsulanam42.blogspot.com/2017/09/model-model-

penelitianpengembangan.html).

139


https://doi.org/10.1016/j.ijinfomgt.2019.08.%20002
https://doi.org/10.19173/irrodl.v12i3.890
https://doi.org/10.1088/1757%20899X/306/1/012020
https://doi.org/10.1016/j.jii.2018.01.005
https://doi.org/10.1109/MNET.2018.170020%202
https://doi.org/10.1016/j.iheduc.2004.12.001
https://doi.org/10.1016/j.compag.2018.02.01%206
https://doi.org/10.1109/ACCESS.2019.2916%20324

APPENDICES



District Institute of Education and Training, Settikarai-636704
Dharmapuri District

Personal Blank of the Respondents

Name of the Researcher: Dr N. INDIRA

Designation: Lecturer

Official Address: DIET, Settikarai, Dharmapuri District

Contact No: 8883715713

Area of the specialization: Educational Technology

So far how many projects are done: 05

Some other project in collaboration with others: Yes

i) Samagara Siksha Abiyan, Krishnagiri

il) Year: 2023 - 2024

iii) Title: l1dentifying New India Literacy Programme Learners in Krishnagiri District

Personal Blank of the Respondents

1. Full Name:

2. Age : Below-35/ Above-35
3. Gender : Male/Female
4. Locality : Rural/Urban

5. Educational Qualification

6. Occupation/Position

7. School Type : PUPS/PUMS
8. Teaching Experience : 0-10/11-20/Above-20
9. ICT Training Attended - 0-3/4-5
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District Institute of Education and Training, Settikarai-636704

Dharmapuri District

Pre-Test & Post-Test Scores

S.NO NAME OF THE PRE- PRE- POST- POST-
TEACHERS TEST TEST | TEST TEST
(25 (100 | (25 (100

marks) marks) | marks) marks)

1 | Mr. Kesavan 08 32 23 92
5 | Mr. Suresh 09 36 19 76
3 Mrs. T. Roja 03 12 19 76
4 | Mrs. Kalpana 07 28 18 72
5 | Mrs. Kamatchi 05 20 22 88
6. | Mrs. Sudha 09 36 19 76
7 Mr. P. Jayapal 08 32 22 88
g |MrV. Vinothkumar 09 36 23 92
g |Mr.B. Arulnatham 04 16 24 96
10. Mr. P. Tharasingh 09 28 18 72
11 | Mrs. V. Kalaiselvi 09 36 22 88
1o | Mrs. Preethi 08 28 23 92
13 | Mr. Krishna Kumar 09 36 22 88
14 | Mr. Prabhu 09 36 24 96
15, | Mrs. Ambika 04 16 18 72
16. | Mrs. Ushanandhini 08 32 23 92
17 | Mrs. K. Sumathi 08 32 24 96
18, | Mrs. M. Vimala 09 36 18 88
10, Mr. V. Raja 09 36 21 84
00, | Mr. K. Karthick 07 28 24 96
o1 | MPT. Prabhu 9 36 22 88
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oo | M. Arivazhagan 8 32 21 84
23 Mrs. Ramya 07 32 23 92
o4 | MIS. Violet Prema, 07 28 21 84
o5 Mrs. Sivamaalar 08 36 24 96
2. Mr. Venkatachalam 06 24 20 82
o7 | Mr. Arunasalam 09 36 22 86
28, Mr. R. Kamaraj 08 32 24 96
og | Mr. Sivasankar 09 36 19 76
30. Mrs. Rupadevi 07 28 23 92
31 Mr. Aadhimoolam 08 32 22 88
3 Mr. Yogaraj 09 36 23 92
33 Mrs. A. Visalatchi 07 28 21 84
34 | Mrs. N. Mala 08 32 18 72
35 | MILR. Elavarasan 09 36 24 96
36, | M- K. Suresh 07 28 23 92
37 Mr. Rajasekar 08 32 21 84
38, Mr. Tamizhalagan 07 28 23 92
39, | M. Stalin 08 32 24 96
40 Mr. Selvaraj 07 32 23 92
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Research Tools

Developing Interactive Games for Classroom Transactions
Spueuror

W . ShSm
of\fley emmwmor
wmout” L &l &cvell i mytb il & Hliyieuerd, QEL g && 6o - 636704.

Siedry eomL_uSH,

BT GuhaserL &emeolifleo O&eremer whleo seoailulliucd HImiES wHmIL LBHE Swssh
QswowonsSlaomhs QFwumSH L ey GuohHOsrarSlCner. &G Sevellerm vl iquwedled
SiefiggieTer eileunihiser Uy & 2 tisafler Goerer &mEGIBmT O5flallssab. 2 hG6T &8s
SIey&ENE L {HID 61(H5EE GsTerertul () raSfwwns urgsnésalu(hin erern 2 mis SieflésSEGmebr.

&1U19.8 ) 2_630T GDLDIL|6IT 61T
@earai 5SS
& efleub
1. <, Aflwit @uwii:
2.useil:
3.850060 5&S):
4. ueirefl (W& 6u:
5. 6601 MWD :
6.uereflouems: | PUPS PUMS

7. umeSleoTb:

<1, 6007 ©\u6etor

8. euwg):
Below-35 Above-35

9. ueoofl Diev)UGULD:
e 0-10 1-20 Above-20

10. 6UITL_ 610 i) 6T600T

1. Mail Id:

12. ICT training attended: Not Attended Attended
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Developing Interactive Games for Classroom Transactions

Pilot Study
Di6oTL emL_uSiT,

&Bp OasrhHssuul_(Hlerer SoTa|@smedléd 2 oter  cfleTT&H&EmOT BTG
ULq &8 6(D. 5@ 6leoTTeNHEb 3 ell(HUURIS T DiefléasUuL_(HoToreor. &Sloo 61hs
NIpULD  HHISOHEOLI  GTETEIhGOHSE OUTIHSSWLNSE 2 oTong  6TTMm

Hlemeor s SIDIEHGerm Silev 19.8 ( \/) GOUSIL_eib.

efleormiuL_Iq Wed
6. 6T6T0T o hHmiselr b | S6o6weo

I. Easy Game Creation

1 Educandy App - sow Gwmquwns download @&
apqujid.

2. Educandy App e software <,@&b.

3. Educandy App - emw web brower @anegor (i)
download @& piqwig.

4. Educandy App - sow login @&inumoed Gmiriquwns
interactive games 2 _(Ihaunés (WLqU|D.

S. Educandy Appe_meunés Register @&
@& emeauuileoemev.

6. Educandy App user friendly - wna 2 _erergy.

7. Educandy App - sow offline eoflgpip
UwedTU(H1S &60mD.

8. Educandy App - emw online - 60 w1”_[HGw
UwedTU(HS S (WPLgULD.

9. My acivities icon - 6o @&edTmy Hedr interactive

games 2 _(H6uT&HE (WL ULb.

10. Educandy App @@ web-based platform <@ .

I1. | Multiple Game Types

11. Educandy App- 6o 2_eirer @aweoun(pHaeflesr
6T 60T 600t 85 608 U M @& flujom?

12. Educandy App - 60 Sicmeor &8 UL b1 (61h & 1D

interactive games 2_(Ih&s (PLY WM.
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13.

Create a list of words icon - 60 @&esrmy interactive

games 2_(IHou&a (LPLg MG,

14. Pop-upbox-éo word eresrm &1L_&&leo mrib
2 (Hhound @b interactive games -6t Hemooliy type
@&Ww (Wiguyb.

15. Pop-upbox - éb current words er6srm SL_5&Sl6o b
2 (Hams@Lb interactive games -651 UML_& &6m6eoUIL|
type @&Ww (Wwiqujib.

16. BMb 2 (HeunrdSlw interactive games - eow my
acivities - 6o @& 60T M) UMT&HE (LPLg.U|D.

17. Pen icon Siemeot 681 @&wcouN (h& (6 & @ELD
UWETU([HSS (PLgULLD.

18. Educandy free App - 60 images - sow twesTuHISHS
@lquiom?

19. Educandy free App - 60 sounds - sow vwestu[HH &
PLQWITE.

20. Educandy App- 60 2 _peuné&Hlw interactive games -
eow share @&Wwmoeo eMNememum_ g .

Il Concept Reinforcement

21. Anagrams game - 6ol SiemeoT$8 UL & SlH@E D
vwesTUHSIDS.

22. Video - emey Educandy free App- 6o uwesru(Hés
PLguyb.

23. Word search game &e016@, unL_&8lH @G b
UwedTU(HS S (WPLgULD.

24. mevor auii & eifledT 1Hlemeoreummbmeo Hlmemeor iSlefldbas
memory game uwesTu[HISIDE.

25. 6Nl 6Sleor @& eiTellaeir 2_(Heunde match it
wiHmib match -up game vwesTUHSDS).

26. Educandy App- 60 2_@meunsSiu G&weoun(haemer
my account icon - 6o @&6dT M) UMi&H 8 (LPLg.WLD.

27, Educandy App - 60 (i game - sow 2_(Hound &l
315 6meT ubBam game - aifléo GBI U[HIS S
eflememunL (pLq.yi.

28.

RTMIBE GhuL L aunidemgsemer current words
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ereorm icon - emeor click @ &g @&iida Gouetor(HIb.

29. Pop-up box - 6t euengy udss s Sleo currentwords
6T65T M) S ([HHELD. Db QNI & em ucdo@aim)
@sweoun(H&EhHeHE UWTU[HSS (PLlgwb.

30. BMb 2 (HeurdSlw interactive games - sow
whmeufser ellemerwimL_ share er66rm icon -emeor
uwesTu(HS S Geuesor (Hib.

IV. | Collaborative Learning

31. Spell it game @omd ur_GEHE L ({Hib
UwesTU(HS 60D,

32. go T &b & cmeot o DSlaflé8 256y b GFweoun(hHaerr
ub il @ flujiom?

33. Noughts and Crosses game eflofigeor &ibgemeot smww
15laflés 2 565ns).

34. Match-up game sr6iauemswinest Sib g em6or sl
15laflés 2 565ns).

35. Educandy App - 60 2_siter Sicmeor &8 games - b
uemL_Uunbmed Slmemeot Sl&flés 2 sab.

36. Cross Words @e&wsoun(h) &eord@ unsShH@)
UWeSTU([HS S (PLYWTSI.

37. | Multiple Choice @&weoun () Gurg SiHley
oNeoTMT& & 6T 2_(Iheumé& LWESTUHISID &I

38. Match-up @&weoun(p) sWBlp um_&Sleor &1gq.cor
UG SleoIU LT EBTOIT & (61h 6@ oTaflsne Lifliu cmeuds
2 56 &g

39. Embed erebTm icon 61 556160 Higm)id @ & MIUT([H
DG D.

40.

Embed option -6o2_sirer link - ema click Q&g
whmaIHéHE, share QFLGT6O Dieuiamser ibg link -

608 LWESTU[HISHS) 6SlemermimL_eormib.
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Developing Interactive Games for Classroom Transactions

Spilieurari
W a b. ShSm
oflflexy emmwmor
wmout” L &l &6cvell i mytb il & Hliyieueord, Q&L g && 6o - 636704.
STy emL U,

BT GuhaserL &emeotifled O&eremer whleo seoailulucd HImiES wHmIDL LBHE Swessh
QswewomnsSlaomhs QFumsl L e GCohHOsrrHGmer. Hws6a Seiellerm UL 1qwedSled
SiefiggieTer eileuniiser Ul &g 2 tisaflesr Goeorer &mEGIBmT OFTlellbsab. 2 hG6T &) &0
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&1U1q.6 ) 26307 ODLL 6T o
oo p. &Sl
& efleub
1. <, Aflwit @uwii:
2.useil:
3.850068 5&S):
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6. 6601 MWD :

7. ueiTorfl e60&: PUPS PUMS

1, 6007 ©\uetor

8. umeSleorib:

Below-35 Above-35

9. WG
1.25 Above-25
10. uefl SiggIuGMID:
10. 6UIML_610 iU 6T600T:
1. Mail 1d:
12. ICT training attended: 03 45
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Developing Interactive Games for Classroom Transactions

Pre-Test/Post-Test

Di6oTL emL_uTit,

&CBp OasnhHssuul_(Herer SoTa@snedléd 2 oter  fleoTTé&HmET  HEOTE)

UL &8 61D. 6 Gl (T elleTTeNH@D 2 Sl(HUURKIS T DiefléesUur_(HoToreor. &Slod 61hs
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efleormiuL_Iq Wed
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L. Easy Game Creation

Educandy App - sow Gwmquwns download @&

1.
Wlguy.

2. Educandy App e software <,@&b.

3. Educandy App - sow login @&inumoedo Gmiriquwns
interactive games 2 _(lhaunés (WLqU|D.

4. Educandy App user friendly - wna 2 _erergy.

S. Educandy App - sow offline eoflgpitb uwestu(pé goeomib.
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2 (HeIT&HSE (PLgUb.

7 Educandy App @@ web-based platform <@ .

. Multiple Game Types

8. Educandy App - 60 Sicmeor & 81 UL 15185 (61H @& 1D
interactive games 2_(Ih&a (PLY WM.

9. Pop-upbox-6o word er66rm &1_&Sleo mmid
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10.

BMb 2 (HeunrdSlw interactive games - sow my

acivities - 6o @&6dTM UMT&HE (PLYWLD.

11. Pen icon Siemeor & &1 G\&wWcou (& 6rH & & LD
UWESTU(HSS (PLYULLD.

12. Educandy free App - 60 images - cow twesTuHISHS
(pLgujom?

13. Educandy App- 60 2 _peurd&Hlw interactive games -
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Il Concept Reinforcement
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memory game UWGSTUHSIDSI.

16. Mg eMeorm Baeireflsar 2_(Heumdas match it wmhmb
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Geuetor (HIb.

IV. | Collaborative Learning

20. g6 1 8lib & emeot sow DSl&flé8 2 &6y b GFweoun(Hiaerr
ub il @& flujon?

21. Noughts and Crosses game efinii&eor b8 6meor 6miu
1Sl f66 2 566D

22. Educandy App - 6o 2_éiten Diemeor &8 games - b
ueoL_Uumhmeo Hlmemeot DiHl&fles 2 _sa)b.

23.

Multiple Choice @&weoun(p) Gung Sibley eeorméss 6
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2 (Hounds LWGTUHISIDS.

24. Match-up @&weoun () WP L& Eleor &1q.cor
U@ S| 6mIL Lo 6ot Q1T 8 (01h &) oTaflsms Lifliu cooud e
2 _g6|&Hng).

25.

Embed option -éo2_eirer link - ema click Q&g
WHmeU(HEE share QalIsTe0 Mlouiser ibg link -
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Interventional Materials
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6T 60T G| GO

Educandy App @@ Geaug domswiret whHmib 2er_m{Hib &ihHmed LwTUN () BEGDLSHS -
@&weSlnerauisemer FFiss&salql Shmed GFwmuThHisemer 2 (Halds 2 5| (b
Yglemwmesr 606l LIWESTUNLT@GLD. &ihmemeo Goeib o1l M{Hib ciemsuilcd ailg aIEmESIUL L
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Diemg  reorauiseT  saflefledr,  GLUGeL (HhedT  Dicoeog ool Gurestseifleo

aflememunL_dse Lq.1W 2ar1_m(Hib 6Slememun’_(Hae6mma rhHmISm&).
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Interactive Educational games using
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Gum_BLrBws Gumestn uvwedsTUT(HiseT Sidleflwed, GBTHICOmHIL LD,
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o 8Aflwiser 5HhsEHSEGHS Csomauuner Interactive games - somer
&hisGer 2_(meund&Hld@smerer uuih Hwefls s eo.
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Educandy App

If umfemoy
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&sovefl eflememum”_(hsomer (Interactive Educational Games) 2 paunés
SIILSHEHEGD RUp HOTLIGD. & &hHomomew GalgsHO&HWTSHR|D,
FFHUTL_(HiL_gyb WIHD 2 H6ajb ucd@am cuemswWwTeT llememum(H&ener
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Dr N.Indira, Researcher monitored the progress in Schools
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Dr N.Indira, Researcher monitored the progress in Schools
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1. https://www.educandy.com/site/resource.php?activity-code=1354f4

2. https://www.educandy.com/site/resource.php?activity-code=135433

3. https://www.educandy.com/site/resource.php?activity-code=1354ef

4. https://www.educandy.com/site/resource.php?activity-code=135500

5. https://www.educandy.com/site/resource.php?activity-code=135938

6. https://www.educandy.com/site/resource.php?activity-code=1356fe

7. https://www.educandy.com/site/resource.php?activity-code=13ac49

8. https://www.educandy.com/site/resource.php?activity-code=135905

9. https://www.educandy.com/site/resource.php?activity-code=13de66

10. https://www.educandy.com/site/resource.php?activity-code=13de67

11. https://www.educandy.com/site/resource.php?activity-code=13de6a

12. https://www.educandy.com/site/resource.php?activity-code=13de6d

13. https://www.educandy.com/site/resource.php?activity-code=13de6e

14. https://www.educandy.com/site/resource.php?activity-code=135938

15. https://www.educandy.com/site/resource.php?activity-code=1356fe

16. https://www.educandy.com/site/resource embedded.php?activity-code=13dcf9

English Activities

1. https://www.educandy.com/site/resource.php?activity-code=1354d3

2. https://www.educandy.com/site/resource.php?activity-code=135429

3. https://www.educandy.com/site/resource.php?activity-code=135423

4. https://www.educandy.com/site/resource.php?activity-code=1354d2

5. https://www.educandy.com/site/resource.php?activity-code=13551e
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https://www.educandy.com/site/resource.php?activity-code=1354f4
https://www.educandy.com/site/resource.php?activity-code=135433
https://www.educandy.com/site/resource.php?activity-code=1354ef
https://www.educandy.com/site/resource.php?activity-code=135500
https://www.educandy.com/site/resource.php?activity-code=135938
https://www.educandy.com/site/resource.php?activity-code=1356fe
https://www.educandy.com/site/resource.php?activity-code=13ac49
https://www.educandy.com/site/resource.php?activity-code=135905
https://www.educandy.com/site/resource.php?activity-code=13de66
https://www.educandy.com/site/resource.php?activity-code=13de67
.%20https:/www.educandy.com/site/resource.php?activity-code=13de6a
https://www.educandy.com/site/resource.php?activity-code=13de6d
https://www.educandy.com/site/resource.php?activity-code=13de6e
https://www.educandy.com/site/resource.php?activity-code=135938
https://www.educandy.com/site/resource.php?activity-code=1356fe
https://www.educandy.com/site/resource_embedded.php?activity-code=13dcf9
https://www.educandy.com/site/resource.php?activity-code=1354d3
https://www.educandy.com/site/resource.php?activity-code=135429
https://www.educandy.com/site/resource.php?activity-code=135423
https://www.educandy.com/site/resource.php?activity-code=1354d2
https://www.educandy.com/site/resource.php?activity-code=13551e

6. https://www.educandy.com/site/resource.php?activity-code=135527

7. https://www.educandy.com/site/resource.php?activity-code=13553c

8. https://www.educandy.com/site/resource.php?activity-code=1355hd

9. https://www.educandy.com/site/resource.php?activity-code=1355bf

10. https://www.educandy.com/site/resource.php?activity-code=1355d5

11. https://www.educandy.com/site/resource embedded.php?activity-code=136120

12. https://www.educandy.com/site/resource.php?activity-code=135be2

13. https://www.educandy.com/site/resource.php?activity-code=13553c

14. https://www.educandy.com/site/resource.php?activity-code=138e9a

15. https://www.educandy.com/site/resource.php?activity-code=13ac4c

16. https://www.educandy.com/site/resource.php?activity-code=13568c

17. https://www.educandy.com/site/resource.php?activity-code=1355dc

18. https://www.educandy.com/site/resource.php?activity-code=1355e2

19. https://www.educandy.com/site/resource embedded.php?activity-code=135672

20. https://www.educandy.com/site/resource.php?activity-code=1354d1

21. https://www.educandy.com/site/resource.php?activity-code=13553c

22. https://www.educandy.com/site/resource embedded.php?activity-code=135bba

23. https://www.educandy.com/site/resource.php?activity-code=135bdbh

24. https://www.educandy.com/site/resource.php?activity-code=135bdd

25. https://www.educandy.com/site/resource.php?activity-code=135hde

26. https://www.educandy.com/site/resource.php?activity-code=136078

27. https://www.educandy.com/site/resource.php?activity-code=136079

28. https://www.educandy.com/site/resource embedded.php?activity-code=1361e2

29. https://www.educandy.com/site/resource.php?activity-code=138eed
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https://www.educandy.com/site/resource.php?activity-code=135527
https://www.educandy.com/site/resource.php?activity-code=13553c
https://www.educandy.com/site/resource.php?activity-code=1355bd
https://www.educandy.com/site/resource.php?activity-code=1355bf
https://www.educandy.com/site/resource.php?activity-code=1355d5
https://www.educandy.com/site/resource_embedded.php?activity-code=136120
https://www.educandy.com/site/resource.php?activity-code=135be2
https://www.educandy.com/site/resource.php?activity-code=13553c
https://www.educandy.com/site/resource.php?activity-code=138e9a
https://www.educandy.com/site/resource.php?activity-code=13ac4c
https://www.educandy.com/site/resource.php?activity-code=13568c
https://www.educandy.com/site/resource.php?activity-code=1355dc
https://www.educandy.com/site/resource.php?activity-code=1355e2
https://www.educandy.com/site/resource_embedded.php?activity-code=135672
https://www.educandy.com/site/resource.php?activity-code=1354d1
https://www.educandy.com/site/resource.php?activity-code=13553c
https://www.educandy.com/site/resource_embedded.php?activity-code=135bba
https://www.educandy.com/site/resource.php?activity-code=135bdb
https://www.educandy.com/site/resource.php?activity-code=135bdd
https://www.educandy.com/site/resource.php?activity-code=135bde
https://www.educandy.com/site/resource.php?activity-code=136078
https://www.educandy.com/site/resource.php?activity-code=136079
https://www.educandy.com/site/resource_embedded.php?activity-code=1361e2
https://www.educandy.com/site/resource.php?activity-code=138eed

30. https://www.educandy.com/site/resource.php?activity-code=13ad03

31. https://www.educandy.com/site/resource.php?activity-code=13ac4d

Maths Activities

1. https://www.educandy.com/site/resource.php?activity-code=1354dd

2. https://www.educandy.com/site/resource.php?activity-code=1354d8

3. https://www.educandy.com/site/resource.php?activity-code=135514

4. https://www.educandy.com/site/resource.php?activity-code=135528

5. https://www.educandy.com/site/resource embedded.php?activity-code=1356e8

6. https://www.educandy.com/site/resource.php?activity-code=13607c

7. https://www.educandy.com/site/resource.php?activity-code=13ac54

8. https://www.educandy.com/site/resource.php?activity-code=13ac58

9. https://www.educandy.com/site/resource embedded.php?activity-code=13555e

10. https://www.educandy.com/site/resource.php?activity-code=138e9b

11. https://www.educandy.com/site/resource.php?activity-code=13e259

12. https://www.educandy.com/site/resource.php?activity-code=13e25a

13. https://www.educandy.com/site/resource.php?activity-code=13e25c

14. https://www.educandy.com/site/resource.php?activity-code=13e25d

15. https://www.educandy.com/site/resource.php?activity-code=135528

Science Activities

1. https://www.educandy.com/site/resource.php?activity-code=135518

2. https://www.educandy.com/site/resource.php?activity-code=135520

3. https://www.educandy.com/site/resource.php?activity-code=13551f

4. https://www.educandy.com/site/resource.php?activity-code=13552f

5. https://www.educandy.com/site/resource.php?activity-code=135536
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https://www.educandy.com/site/resource.php?activity-code=13ad03
https://www.educandy.com/site/resource.php?activity-code=13ac4d
https://www.educandy.com/site/resource.php?activity-code=1354dd
https://www.educandy.com/site/resource.php?activity-code=1354d8
https://www.educandy.com/site/resource.php?activity-code=135514
https://www.educandy.com/site/resource.php?activity-code=135528
https://www.educandy.com/site/resource_embedded.php?activity-code=1356e8
https://www.educandy.com/site/resource.php?activity-code=13607c
https://www.educandy.com/site/resource.php?activity-code=13ac54
https://www.educandy.com/site/resource.php?activity-code=13ac58
https://www.educandy.com/site/resource_embedded.php?activity-code=13555e
https://www.educandy.com/site/resource.php?activity-code=138e9b
https://www.educandy.com/site/resource.php?activity-code=13e259
.%20https:/www.educandy.com/site/resource.php?activity-code=13e25a
https://www.educandy.com/site/resource.php?activity-code=13e25c
https://www.educandy.com/site/resource.php?activity-code=13e25d
https://www.educandy.com/site/resource.php?activity-code=135528
https://www.educandy.com/site/resource.php?activity-code=135518
https://www.educandy.com/site/resource.php?activity-code=135520
https://www.educandy.com/site/resource.php?activity-code=13551f
https://www.educandy.com/site/resource.php?activity-code=13552f
https://www.educandy.com/site/resource.php?activity-code=135536

6. https://www.educandy.com/site/resource.php?activity-code=135f36

7. https://www.educandy.com/site/resource.php?activity-code=1355e0

8. https://www.educandy.com/site/resource embedded.php?activity-code=135bca

9. https://www.educandy.com/site/resource.php?activity-code=13e25d

10. https://www.educandy.com/site/resource embedded.php?activity-code=135f13

11. https://www.educandy.com/site/resource.php?activity-code=1356fe

12. https://www.educandy.com/site/resource.php?activity-code=13e13c

13. https://www.educandy.com/site/resource.php?activity-code=13e141

Social Science Activities

1. https://www.educandy.com/site/resource.php?activity-code=135515

2. https://www.educandy.com/site/resource.php?activity-code=136080

3. https://www.educandy.com/site/resource.php?activity-code=1355cb

4. https://www.educandy.com/site/resource embedded.php?activity-code=135bcl

5. https://www.educandy.com/site/resource.php?activity-code=136080

6. https://www.educandy.com/site/resource.php?activity-code=135515

7. https://www.educandy.com/site/resource.php?activity-code=13e143

8. https://www.educandy.com/site/resource.php?activity-code=13e144
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https://www.educandy.com/site/resource.php?activity-code=135f36
https://www.educandy.com/site/resource.php?activity-code=1355e0
https://www.educandy.com/site/resource_embedded.php?activity-code=135bca
https://www.educandy.com/site/resource.php?activity-code=13e25d
.%20https:/www.educandy.com/site/resource_embedded.php?activity-code=135f13
https://www.educandy.com/site/resource.php?activity-code=1356fe
https://www.educandy.com/site/resource.php?activity-code=13e13c
https://www.educandy.com/site/resource.php?activity-code=13e141
https://www.educandy.com/site/resource.php?activity-code=135515
https://www.educandy.com/site/resource.php?activity-code=136080
https://www.educandy.com/site/resource.php?activity-code=1355cb
https://www.educandy.com/site/resource_embedded.php?activity-code=135bc1
https://www.educandy.com/site/resource.php?activity-code=136080
https://www.educandy.com/site/resource.php?activity-code=135515
https://www.educandy.com/site/resource.php?activity-code=13e143

OBSERVATION FORMAT FOR DEVELOPING INTERACTIVE
GAMES FOR CLASSROOM TRANSACTIONS

Title: Developing Interactive Games for Classroom Transactions
Researcher Name:

Date:

School:

Class/Grade:

Subject:
Teacher:

Educandy App Activity Title / Activity Used:

Observation Items

S.No. Observation Indicators No

1 ()
The student shows interest when the Educandy activity begins.
The student listens attentively to the teacher’s instructions.
The student actively participates in the Educandy game.

The student follows the rules of the game correctly.

g b~ W N

The student interacts collaboratively with peers during the activity.

The student demonstrates understanding of the subject content through

the game.
7 The student responds quickly and appropriately during the activity.
8 The student is able to recall information presented through the game.
9 The student shows enthusiasm or enjoyment while playing the game.

10  The student completes the activity within the given time.
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