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Abstract

Many teachers use video to instruct students, whether it's to adopt a distance learning modality or to solve problems
during a pandemic situation. They also use it as supplementary material to make the lesson easy to understand. Online
teachers provide recorded video discussions to keep those students who are losing interest in attending online classes
updated with the lesson discussed. However, the teachers can’t notice whether the students watched and understood the
recorded video given to them or not. Creating animated videos using Edpuzzle is then chosen as an interesting alternative.
The purpose of this study was to determine the acceptability of animated videos using Edpuzzle in teaching Earth &
Space 9. So, the experimental design was used. And to select the number of respondents, simple random sampling was
done. The respondents were Grade 9 Atlas and Apollo of Cabuyao Integrated National High School. Each section
consisted of 40 students giving a total of 80 participants accounted in the study. Grade 9 Atlas (experimental group)
utilized the animated videos using Edpuzzle while Grade 9 Apollo (control group) utilized the animated videos without
using Edpuzzle. This study showcased some of the topics in Earth and Space specifically, volcanoes. The objectives and
topics are similar in both groups but not in the use of Edpuzzle. They were given assessments needed to meet the
objectives of the study. Analysis of data revealed that utilization of videos using Edpuzzle is better than the traditional
ones. It can really increase the academic performance of the students. Furthermore, it can be quite beneficial to teachers
in terms of ensuring that their students have viewed and comprehended the video/s they have provided.
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1. INTRODUCTION

Teaching Science in the new normal is a bit tricky since it is such a wide subject to cover, yet it is fascinating because
it explains everything beyond. One of the most difficult aspects that teachers, particularly online teachers, face during these
trying times is making their lessons and discussions more interactive.

Interactive learning is a pedagogical method for course design and delivery that incorporates social networking and
urban computing. Interactive learning has emerged as a result of the proliferation of digital technology and virtual
communication, particularly among students. Since around the year 2000, students entering higher education institutions have
expected interactive learning to be an important part of their education. For these students, using interactive technology in the
classroom is as natural as using a pencil and paper was for previous generations.

The importance of media in education and learning cannot be overstated. The teacher will be provided with "gears"
to engage students in the learning process if they use media in the teaching and learning process. Furthermore, media may be
employed in situations where students are studying alone as well as when they are working in a group.

Information and Communications Technology (ICT) cannot be isolated from the use of media in teaching and
learning. ICT has long been a component of the educational ecosystem. Furthermore, since the outbreak of the Covid-19
pandemic, ICT has demonstrated its effectiveness in education, particularly in the teaching and learning process.

Most educational institutions, particularly universities, have just two options for dealing with the pandemic:
temporarily halt teaching and learning, or continue teaching remotely with ICT help. Many have chosen the second option of
incorporating ICT into their teaching and learning processes.

In ICT-based teaching and learning processes, many different types of media are used. Google Classroom, Google
Meet, and Zoom were among the most often used media in teaching and learning procedures during the Covid-19 epidemic.
In addition, interactive games such as Bookwidgets, Kahoot, Mentee, Quizziz, Quizalize, and Wordwall are utilized to make
a discussion more entertaining.

Unfortunately, some teachers are still not knowledgeable about technology mostly seasoned teachers, and as a result,
they stick to the traditional materials that make the students feel bored. Boredom can arise when the use of media in teaching
and learning processes is not varied; consequently, teachers must learn about and use a variety of media when teaching.
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1.1 Statement of the Problem

The study aims to determine the acceptability of animated videos using Edpuzzle in teaching selected topics
in Earth and Space to selected Grade 9 students of Cabuyao Integrated National High School, S.Y. 2021-2022.

Specifically, this study aims to answer the following:

1). What is the level of acceptability of animated videos in terms of:
1.1 content;
1.2 usability;
1.3 design;
1.4 coherency; and
1.5 consistency?

2. What is the level of students’ mean performance in the experimental and control groups in terms of:
2.1 pretest; and
2.2 posttest?

3. Is there a significant difference between the students’ mean performance in the experimental and control groups
in terms of:

3.1 pretest; and

3.2 posttest?

2. METHODOLOGY
2.1 Research Design

It is critical to comprehend the research design's aim before beginning the study. Research designs are "the specific
procedure involved in the research process: data collecting, data analysis, and report writing," according to Creswell
(2012: 20). In other words, the research design is how the researchers set up the settings for collecting data, interpreting
the data, and writing up the findings of the study.

The researcher decided to utilize an experimental design in this study to determine the level of acceptability of the
animated videos created with Edpuzzle in teaching Earth and Space 9. "An experimental design is a usual technique to
undertaking quantitative research," writes Creswell (2012: 294). To put it another way, an experimental design is required
to conduct quantitative research.

2.2 Respondents of the Study

The respondents were Grade 9 Atlas and Apollo of Cabuyao Integrated National High School. Each section consists
of 40 students giving a total of 80 participants accounted in the study. Grade 9 Atlas (experimental group) utilized the animated
videos with the use of Edpuzzle while Grade 9 Apollo (control group) utilized the animated videos without the use of
Edpuzzle. This study showcased some of the topics in Earth and Space specifically, volcanoes. The objectives and topics were
similar in both groups but not in the use of Edpuzzle.

2.3 Research Instrument

The study was conducted with the use of pre-test and post-test instruments created by the teacher-researcher.
Each assessment contained 15 questions. Pretest-posttest designs are widely used in behavioral research, according to Rumrill
& Dimitrov (2003), especially for comparing groups and assessing change as a result of experimental treatments. Both groups
took pretests and posttests to see how effective the materials are in improving their performance.

2.4 Statistical Treatment

To determine the significant difference among variables and to test if the null hypotheses are rejected or accepted,
the following statistical instruments are used:
1. Standard deviation and mean were used to find out the students’ pretest and posttest performances with the use of
animated videos using Edpuzzle.
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2. Paired T-test for correlated means was utilized to find out the significant difference between the two sections’ pretest g-
and post-test performances.
3. Independent T-test for finding out the significant difference between the two sections’ post-test performances.

3. RESULTS AND DISCUSSION

This section shows the presentation of data, analysis, and interpretation on determining the acceptability of
animated videos using Edpuzzle in teaching selected topics in Earth and Space.

Apart from instructional materials like modules, PowerPoint presentations, visual aids, etc., animated videos are
considered learning materials that are being used to attain the desired learning competency for specific learning areas.

In this study, the animated videos were evaluated in terms of content, usability, design, coherency, and consistency.

Table 1. Level of Acceptability of the Animated Videos in terms of Content

Statement Mean SD Remarks
1. The animated videos are clear and easy to understand. 4.87 0.34 Strongly Agree
2. The lesson objectives are specific and clearly stated. 4.80 048 Strongly Agree

3. The animated videos provide sufficient information on the

topic 4.82 0.43 Strongly Agree
4. The lessons are aligned with the MELCs and grade 9 materials

and appropriate to grade level. 4.87 0.34 Strongly Agree
5. It is adequate to develop students’ critical thinking skills. 4.77 0. 46 Strongly Agree
6. The animated videos were embedded with different types of

questions related directly to the lesson's objectives. 4.83 0.38 Strongly Agree
7_. The_qugstlons included in the videos meet the lesson’s 4.83 0 38 Strongly Agree

learning objectives.
8. The words used in discussing the topic were comprehensible. 4.82 0.39 Strongly Agree
9. The questions embedded were coherent to the topic. 4.83 0. 38 Strongly Agree

_ 10. The animated videos provide learning with a clear order of 4.85 0 36 Strongly Agree

information.

Overall Mean = 4.83
Standard Deviation = 0.39
Verbal Interpretation = Very High

SCALE RATING

4.21-5.00 Very High
3.41-4.20 High

2.61-3.40 Moderately Agree
1.81-2.60 Low

1.00-1.80 Very Low

Table 1 illustrates the level of acceptability of the animated videos in terms of content. Among the
statements above, “The videos are clear and easy to understand” and “The lessons are aligned with the MELCs and grade
9 materials and appropriate to grade level” yielded the highest mean score (M=4.87, SD=0.34) and was remarked as
Strongly Agree. This is followed by “The animated videos with Edpuzzle provide learning with a clear order of
information” with a mean score (M=4.85, SD=0.36) and was also remarked as Strongly Agree. On the other hand, the
statement “It is adequate to develop students’ critical thinking skills” received the lowest mean score of responses with
(M=4.77, SD=0.46) yet was also remarked Strongly Agree.

Overall, the acceptability of animated videos in terms of content attained a mean score of 4.83 and a standard
deviation of 0.39 and was Very High among the respondents. This further means that the respondents strongly agree that
the content of the animated videos conformed with its stated characteristics.

Table 2. Level of Acceptability of the Animated Videos in terms of Usability

STATEMENT MEAN SD REMARKS
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1. The animated videos using Edpuzzle are accessible anytime at any
place using the Edpuzzle application that can be installed on android
phones or any laptops.

2. The animated videos using Edpuzzle are not just normal videos but
video lessons.

3. The animated videos using Edpuzzle stimulate students' critical
thinking skills because they have embedded questions.

4. The animated videos using Edpuzzle can be used as intervention tools
for those students who are losing interest in attending online classes.

5. The animated videos using Edpuzzle facilitate the acquisition of
knowledge through independent study.

6. The animated videos using Edpuzzle are easy to understand and can
increase the student's academic performance.

7. The animated videos using Edpuzzle have no skip button therefore they
can surely increase the student's mastery.

8. The animated videos using Edpuzzle can easily assign to students
because the tool being used can be linked on google classroom.

9. The animated videos using Edpuzzle are more interesting and engaging
than the normal ones.

10. The animated videos using Edpuzzle are helpful to teachers because
they can monitor easily whether the students watched the videos or not
and understand them well.
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4.68
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Strongly Agree

Strongly Agree
Strongly Agree
Strongly Agree
Strongly Agree
Strongly Agree
Strongly Agree
Strongly Agree

Strongly Agree

Strongly Agree

Overall Mean =4.79
Standard Deviation = 0.46
Verbal Interpretation = Very High

SCALE RATING

4.21-5.00 Very High
3.41-4.20 High

2.61 -3.40 Moderately Agree
1.81-2.60 Low

1.00-1.80 Very Low

Table 2 illustrates the level of acceptability of animated videos in terms of usability. Among the statements above,
“The animated videos with Edpuzzle facilitate the acquisition of knowledge through independent study” yielded the highest
mean score (M=4.87, SD=0.34) and was remarked as Strongly Agree. This is followed by “The contextualized and localized
videos with Edpuzzle are not just normal videos but video lessons” with a mean score (M=4.83, SD=0.38) and was also
remarked as Strongly Agree. On the other hand, the statement “The contextualized and localized videos with Edpuzzle have
no skip button, therefore, they can surely increase the student's mastery” received the lowest mean score of responses with

(M=4.68, SD=0.68) yet was also remarked Strongly Agree.

Overall, the acceptability of animated videos in terms of usability attained a mean score of 4.79 and a standard
deviation of 0.46 and was Very High among the respondents. This further means that the respondents strongly agree that the

usability of the animated videos conformed with its stated characteristics.

Table 3. Level of Acceptability of the Animated Videos in terms of Design

STATEMENT MEAN SD REMARKS
ilhz;rghei provided animated videos have appropriate clips, graphics, and 478 0.49 Strongly Agree
2. It contains readable texts. 4.78 0.45 Strongly Agree
3. It has different types of questions inserted along with the videos. 4.82 0.39 Strongly Agree
4. Itis attractive and informative. 4.80 0.44 Strongly Agree
5. It has appropriate structure, style, and format to the target level. 4.78 0.45 Strongly Agree
6. The topics fit well in the video and are presented in a coherent and 4.82 043 Strongly Agree
ordered sequence.

7. The designs could aid the learners in comprehending the topic. 4.80 0.44 Strongly Agree
8. The sound and visual effects arouse the student's interest. 4.75 0.47 Strongly Agree
9. The video's audio is loud and clear. 4.83 0.38 Strongly Agree
10. Itsillustrations are relevant to the topic. 4.85 0.36 Strongly Agree
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Overall Mean = 4.80
Standard Deviation = 0.43
Verbal Interpretation = Very High

SCALE RATING

4.21 -5.00 Very High
3.41-4.20 High

2.61-3.40 Moderately Agree
1.81-2.60 Low

1.00-1.80 Very Low

Table 3 illustrates the level of acceptability of the animated videos in terms of design. Among the statements above,
“Its illustrations are relevant to the topic” yielded the highest mean score (M=4.85, SD=0.36) and was remarked as Strongly
Agree. This is followed by “The video's audio is loud and clear” with a mean score (M=4.83, SD=0.38) and was also remarked
as Strongly Agree. On the other hand, the statement “The sound and visual effects arouse the student's interest” received the
lowest mean score of responses with (M=4.75, SD=0.47) yet was also remarked Strongly Agree.

Overall, the level of acceptability of the animated videos in terms of design attained a mean score of 4.80 and a
standard deviation of 0.43 and was Very High among the respondents. This further means that the respondents strongly agree
that the design of the animated videos conformed with its stated characteristics.

Table 4. Level of Acceptability of the Animated Videos in terms of Coherency

STATEMENT MEAN SD REMARKS

1. It makes abstract concepts clear. 4.78 0.45 Strongly Agree
2. It promotes the systemic connection of ideas. 4.75 0.44 Strongly Agree
3. It presents the information in a clear, understandable manner, and aids

in the reduction of cognitive load. 4.83 0.38 Strongly Agree
4. It promotes the logical arrangement of information. 4.82 0.39 Strongly Agree
?r.ulgt:gfggns the student’s chance of becoming confused, disorganized, or 477 0.43 Strongly Agree
Iﬁéa::]ir;lfalpi)ts students to remember what they've learned and why they're 472 052 Strongly Agree
7. It helps with retention and recall. 4.80 0.44 Strongly Agree
8. It has a clear progression of thought from one idea to another. 4.78 0.45 Strongly Agree
9. It provides meaningful information about the topic. 4.85 0.36 Strongly Agree
tlhoe. Ilészcc))r:]tsams texts, images, and narrations for a better understanding of 483 038 Strongly Agree

Overall Mean =4.79
Standard Deviation = 0.43
Verbal Interpretation = Very High

SCALE RATING

4.21-5.00 Very High
3.41-4.20 High

2.61 -3.40 Moderately Agree
1.81-2.60 Low

1.00-1.80 Very Low

Table 4 illustrates the level of acceptability of the animated videos in terms of coherency. Among the statements
above, “It provides meaningful information about the topic” yielded the highest mean score (M=4.85, SD=0.36) and was
remarked as Strongly Agree. This is followed by “It presents the information in a clear, understandable manner, and aid in
the reduction of cognitive load” and “It contains texts, images, and narrations for a better understanding of the lessons” with
a mean score (M=4.83, SD=0.38) and were also remarked as Strongly Agree. On the other hand, the statement “It helps
students to remember what they've learned and why they're learning it” received the lowest mean score of responses with
(M=4.72, SD=0.52) yet was also remarked Strongly Agree.
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Overall, the level of acceptability of the animated videos in terms of coherency attained a mean score of 4.79 and a 5gg
standard deviation of 0.43 and was Very High among the respondents. This further means that the respondents strongly agreed
that the coherency of the videos conformed with its stated characteristics.

Table 5. Level of Acceptability of the Animated Videos in terms of Consistency

STATEMENT MEAN SD REMARKS
1. The tone of the voice used is consistent throughout the videos. 4.82 0.39 Strongly Agree
2. The topics focused mainly on volcanoes. 4.80 0.40 Strongly Agree
3. The objects/tools/materials used in the videos are similar to each other. 4.75 0.47 Strongly Agree
4. The objectives were presented at the beginning of the lesson. 4.80 0.40 Strongly Agree
5. The resolution of the videos is clear. 4.75 0.47 Strongly Agree

6. The speed of the narrations in the video was enough to follow and
understand the lesson properly.
7. The examples given in the videos were easy to remember because they

. b 4.80 0.40
will not exceed five.
8. There is a short recapitulation given before the continuation of the

4.75 0.47 Strongly Agree

Strongly Agree

lesson 4.78 0.42 Strongly Agree
9. The materials used in the videos are present in the community. 4.82 0.39 Strongly Agree
#Oi.nz?eeslength of the videos is sufficient and does not take more than eight 482 0.39 Strongly Agree

Overall Mean =4.79
Standard Deviation = 0.42
Verbal Interpretation = Very High

SCALE RATING

4.21-5.00 Very High
3.41-4.20 High

2.61-3.40 Moderately Agree
1.81-2.60 Low

1.00-1.80 Very Low

Table 5 illustrates the level of acceptability of the animated videos in terms of consistency. Among the statements
above, “The tone of the voice used is consistent throughout the videos”, “The materials used in the videos are present in the
community”, and “The length of the videos is sufficient and does not take more than eight minutes” yielded the highest mean
score (M=4.82, SD=0.39) and were remarked as Strongly Agree. This is followed by “The topics focused mainly on
volcanoes”, “The objectives were presented at the beginning of the lesson” and “The examples given in the videos were easy
to remember because they will not exceed five” with a mean score (M=4.80, SD=0.40) and were also remarked as Strongly
Agree. On the other hand, the statements “The objects/tools/materials used in the videos are similar to each other”, “The
resolution of the videos is clear”, and “The speed of the narrations in the video was enough to follow and understand the
lesson properly” received the lowest mean score of responses with (M=4.75, SD=0.47) yet were also remarked Strongly
Agree.

Overall, the level of acceptability of the animated videos in terms of consistency attained a mean score of 4.79 and
a standard deviation of 0.42 and was Very High among the respondents. This further means that the respondents strongly
agreed that the consistency of the videos conformed with its stated characteristics.

Table 6. Students’ Mean Performance in Controlled Group in terms of Pretest and Posttest

Score Pre Test Post Test Remarks
Frequency Percentage Frequency Percentage

13-15 1 2.50 31 77.50 Outstanding

10-12 30 75.00 9 22.50 Very Satisfactory
7-9 9 22.50 0 0.00 Satisfactory
4-6 0 0.00 0 0.00 Fairly Satisfactory
: ’ 00 b

Total 40 100.00 40 100.00

Overall Mean 10.26 13.28
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Standard 1.24 1.36
Deviation Very Satisfactory Outstanding
Verbal

Interpretation

Table 6 presents the student’s mean performance in the controlled group in terms of pretest and posttest.

In terms of the pre-test, the majority of the respondents 75% of the population scored an average of 10 to 12 points
across the three videos, which is remarked as very satisfactory. This is followed in frequency by those who scored 7 to 9
points on average with nine (9) students scoring as such. On the other hand, only one (1) respondent scored between 13 to 15
points.

In contrast, the students predominantly scored between 13 to 15 points on average with thirty-one (31) students in
the post-test which is remarked as outstanding. The remaining nine (9) were able to score between 10 to 12 points and were
remarked as very satisfactory.

Overall, the student’s mean performance in the controlled group in terms of the pre-test were very satisfactory, with
a mean score of 10.26 over 15 and a standard deviation of 1.24. In comparison, the student’s performance on the post-test was
on an outstanding level with a mean score of 13.28 out of 15 and a standard deviation of 1.36.

Table 7. Students’ Mean Performance in Experimental Group in terms of Pretest and Posttest

Score Pre Test Post Test Remarks
Frequency Percentage Frequency Percentage
13-15 3 7.50 34 85.00 Outstanding
10-12 24 60.00 5 12.50 Very Satisfactory
7-9 12 30.00 1 2.50 Satisfactory
4-6 1 2.50 0 0.00 Fairly Satisfactory
0-3 0 0.00 0 0.00 Did Not Meet
Expectations
Total 40 100.00 40 100.00
Overall Mean
Standard 10.16 13.89
Deviation 1.65 1.78
Verbal Very Satisfactory Outstanding

Interpretation

Table 7 presents the student’s mean performance in the experimental group in terms of pretest and posttest. In terms
of the pre-test, the majority of the respondents 60% of the population scored an average of 10 to 12 points across the three
videos, which is remarked as very satisfactory. This is followed in frequency by those who scored 7 to 9 points on average
with twelve (12) students scoring as such. On the other hand, only one (1) respondent scored between 4 to 6 points which
were fairly satisfactory.

In contrast, the students predominantly scored between 13 to 15 points on average with thirty-four (34) students in
the post-test which is remarked as outstanding. Five (5) were able to score between 10 to 12 points and were remarked as very
satisfactory, while one (1) student scored between 4 to 6 points.

Overall, the student’s mean performance and mastery after watching the animated videos in terms of the pre-test
were very satisfactory, with a mean score of 10.16 over 15 and a standard deviation of 1.65. In comparison, the student’s
performance on the post-test was on an outstanding level with a mean score of 13.89 out of 15 and a standard deviation of
1.78.

Based on the result above, when compared to traditional videos, using Edpuzzle is better since it can not only make
the video interactive but also improve students' academic performance and mastery. Furthermore, it can be quite beneficial to
teachers in terms of ensuring that their students have viewed and comprehended the video/s they have provided.

Table 8. Significant Difference Between the Students’ Mean Performance in Controlled Group in terms of Pretest and
Posttest

Performance Mean Variance t Statistic Critical t P-value Analysis
Pre-Test 10.26 1.55 L
Post Test 13.28 185 -14.05 1.68 0.000 Significant

Table 8 presents the significant difference between the students’ pre-test and post-test performance after watching
the contextualized and localized videos in earth and space without using Edpuzzle.
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There is a significant difference observed between the Pre-Test (10.26) and Post Test (13.28) as evidenced by the g7
computed t-statistic of -14.05 which is beyond the critical value of 1.68. Also, a computed p-value of 0.000 is significantly
less than the 0.05 alpha for significance, hence the test result.

Thus, at a 0.05 level of significance, the null hypothesis “There is no significant difference between the students’
pre-test and post-test performance after watching the animated videos in earth and space without using Edpuzzle” is rejected.
This calls for the acceptance of the alternative which incites a significant difference.

Based on the analysis above, it was evidently shown that there was a significant difference between the pretest and
posttest performances after watching the contextualized and localized videos without Edpuzzle. This means that the students

learned from the videos they watched.

Table 9. Significant Difference Between the Students’ Mean Performance in Experimental Group in terms of Pretest
and Posttest

Performance Mean Variance t Statistic Critical t P-value Analysis
Pre-Test 10.16 2.72 N
Post Test 13.89 317 -12.81 1.68 0.000 Significant

Table 9 presents the significant difference between the students’ mean performance in the experimental group in
terms of pretest and posttest.

There is a significant difference observed between the Pre-Test (10.16) and Post Test (13.89) as evidenced by the
computed t-statistic of -12.81 which is beyond the critical value of 1.68. Also, a computed p-value of 0.000 is significantly
less than the 0.05 alpha for significance, hence the test result.

Thus, at a 0.05 level of significance, the null hypothesis “There is no significant difference between the students’
pre-test and posttest performance after watching the animated videos using Edpuzzle” is rejected. This calls for the acceptance
of the alternative which incites a significant difference.

Based on the results of the above analysis, there was a significant difference between the pretest and posttest
performances after watching the animated videos using Edpuzzle. This means that the tool is beneficial not just to teachers in
terms of ensuring that students have viewed and comprehended the videos they have provided, but also to students in terms
of allowing them to interact and facilitate learning independently through the videos.

Table 10. Significant Difference Between the Students’ Mean Performance in Both Group After Watching the
Animated Videos with and without the Use of Edpuzzle

Performance Mean Variance t Statistic Critical t P-value Analysis
With Edpuzzle 13.28 1.85 -
Without Edpuzzle 13.89 317 -1.91 1.68 0.032 Significant

Table 10 presents the significant difference between the students’ mean performance in both group after watching
the animated videos with and without the use of Edpuzzle.

There is a significant difference observed between the with Edpuzzle (13.28) and without Edpuzzle (13.89) as
evidenced by the computed t-statistic of -1.91 which is beyond the critical value of 1.68. Also, a computed p-value of 0.032
is significantly less than the 0.05 alpha for significance, hence the test result.

Thus, at a 0.05 level of significance, the null hypothesis “There is no significant difference between the students’
pretest and posttest performances after watching the animated videos with and without using Edpuzzle” is rejected. This calls
for the acceptance of the alternative which incites a significant difference between the two.

The result of the analysis above revealed that both the animated videos with and without using Edpuzzle were
significant however, students who used videos with Edpuzzle performed better.

4. CONCLUSION AND RECOMMENDATION

Since the Animated Videos using Edpuzzle in Teaching Earth and Space 9 were found to be effective as manifested
in the results abovementioned, the following recommendations were hereby given:
1. All teachers are encouraged to develop their own video/s and use the Edpuzzle tool to make them interactive, not just
Science teachers.
2. Schools and districts should provide support to teachers by purchasing orders to unlock unlimited storage in Edpuzzle and
become more productive in teaching.
3. Administrators may conduct seminars or workshops that would train teachers on how to contextualize and localize their
lessons that would apply in the teaching-learning process during science class. Moreover, on how to use Edpuzzle.
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5. Future researchers may conduct similar studies further to test the acceptability of videos using Edpuzzle using a bigger ,gg
sample, other grade levels, and other fields of science to verify the results of this study.
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