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Abstract 

 

The purpose of this study is to determine the effectiveness of teaching strategies on online modality 

among physical education teachers in enhancing student’s performance in Linga National High School.   

Descriptive method of research utilizing one hundred (100) learners who served as respondents in Linga 

National High School.  

It sought to answer the following questions: the level of teaching strategies on Online Modality; the 

level oof students performance in Physical education and effect between them.  

Results showed that game-based approach was observed to have a significant positive effect to the 

performance of the students. On the other hand, Collaboration and Immediate Feedback were observed to 

have negative effects on the performance of the students as implied by the negative beta coefficients, which 

was not show any significance but should still be an area of concern. Lastly, although not significant, E-

Assessment is observed to have a positive effect to the performance of the students. 

From the findings above, the null hypothesis, “The teaching strategies on online modality among 

physical education teachers has no significant effect in enhancing Grade 8 student’s performance in Linga 

National High School” is rejected. Thus, this calls for the acceptance of the alternative which incites that there 

is a significant effect. 

 

Based on the findings of the study, the following conclusions were made. The respondents’ reaction 

on the level of teaching effectiveness of games-based, collaboration, immediate feedback, and e-assessment 

were “Very High”, “Very High”, “Very High”, and “Very High”. The competency of the grade 8 students’ 

performance in physical education in terms of the third quarterly grade was “Very Satisfactory”.  

It proves that teaching strategies on online modality among Physical Education Teachers has 

significant effect in enhancing Grade 8 students’ performance in Linga National High School. 

 In view of the findings and conclusions of the study the following recommendations were given: (1) 

Since it was found out that teaching strategies on online modality in terms of Game based has significant 

effect in enhancing Grade 8 student’s performance in Linga National High School.  The researcher suggests 

that the teachers may engage students in game-based activities to enhance and inspire student to think 

critically and their ability to perform well academically. (2) It is also recommended for the students to aim for 

the best that will lead to their success. They may continue to strive hard with their studies and engage 

themselves in game-based activities sharpen critical thinking skills that they may also learn how to make 

decisions and let themselves develop through different activities. What is important is their inner drive that 

pushes them to study hard and excel in their academic performance in the educational institution. (3) Future 

researchers may use this study to further understand teaching strategies on online modality among Physical 
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Education Teachers in enhancing students’ performance and achievements of the students. 

 
Keywords: Teaching strategies; Game- based approach;Collaboration;Immediate feedback; and E-Assessment 

1. Introduction 

The entire world is currently facing an alarming Global Health situation resulting from the corona virus 

disease 2019 (COVID -19) pandemic, which has affected the daily lives of the people worldwide.  Pandemic 

has also caused changes in educational environments, as public and private schools in the Philippines have 

begun to offer online classes. Despite the epidemic, schools are adapting to social changes by offering 

collaborative classes and developing new educational approaches. 

Online Learning introduced in schools all over the country as the new platform of education. Technology-

based teaching strategies used to facilitate faculty and students in learning process. It is used by the teachers 

in delivering quality education to the students despite the distance learning.  

Success of students in accomplishing learning outcomes is determined by the teachers' use of appropriate 

teaching strategies, student-t teacher interaction, and the quality of instruction, not by the curriculum's style, 

whether online or traditional. Excellent teaching strategies and effective communication are the most 

important factors in student achievement (Driscoll, Tichavsky, & Thompson et.al 2012) 

 

In Physical Education Teachers face challenges in teaching Quality Physical Education due to a lack of 

effective teaching methods and teaching strategies used by the teacher in delivering the lesson.Most students 

are unmotivated and having problems in self-studying especially those students who do not have someone to 

assist them at home resulting to lack of clear and comprehensive understanding of the lesson written in the 

module or lesson posted online. Students in public schools have different level of understanding, high 

performing students can rely alone in their module while low performing students’ needs supplementary and 

additional materials to understand the lesson.  

There is a need for teachers to attend the needs for the students by giving them the safe place to learn 

online, using different approaches and teaching strategies for them to have better education.  

Through this, a study of the of Teaching Strategies on Online Modality Among Physical Education 

Teachers in Enhancing Students Performance in Linga National High School, teachers used different teaching 

strategies for students who have problems in coping the new normal way of learning and to develop their 

performance at school.  

Teaching strategies such as Game based approach, collaboration, immediate feedback, and E-Assessment 

to the effective teaching in delivering quality Physical education to the students in given situations. 

 

Background of the Study 

 

The usage of computer-based teaching strategies and instruction is revolutionizing the educational 

environment as more students seek online education. Schools across the country are debating the effectiveness 

of computer-based education and quickly deploying online classes to meet the learners needs. Schools 

adapted their curricula, implemented relevant technologies, developed learning and teaching methodologies 

and resources, built new teaching protocols, and revised their curricula. However, the effectiveness of online 

discussion and instruction is still being questioned in terms of student learning. Even though the current 

circumstances favor online education, there is still doubt its effectiveness.  

Student performance is now being carefully considered when determining whether online education is a 

viable substitute for classroom teaching. Online learning is still being conducted and testing the effectiveness 
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of computer-assisted teaching based on student experience, and student performance is now being carefully 

considered when determining whether online education is a viable substitute for classroom teaching. 

This study anchored in the DepEd RM NO. 207, S. 2021 which stated that the use of gamified teacher 

excels flexible learning course. It the challenge of quality in Basic Education, as stated in "Sama-Sama sa 

Pagsulong ng EduKalidad.". The SEAMEO INNOTECH has develop a curated gamified version of the text 

based TEACHeXCELS flexible learning course. That will encourage students in an innovative feature of a 

gamified learning course. 

As teachers during this time, we face challenges in delivering quality physical education due to lack of 

innovative teaching strategies used by teachers. We are finding ways on how to adjust on the current situation 

by designing lessons that can access anytime. This will be beneficial in enhancing Grade 8 performance in 

physical education and teacher’s workload. The researcher believes that through teaching strategies such as 

giving feedback, E-Assessment, and collaborative learning with the use of computer as its medium in online 

learning can be consider in developing the performance of the students in Physical Education specially when 

its 70 % performance task and with only 30 % written.  

Providing effective feedback helps e -Learners get the most out of online materials and can have a 

significant impact on overall learner performance outcomes. When learning online, instant feedback allows 

the learner to analyze their progress and identify areas where they may improve. It promotes positive 

communication with teachers or other online students, as well as self-reflection and knowledge retention. 

Furthermore, well-designed E-Assessment systems link to significant improvements in student performance, 

which evaluate new educational goals and create positive development towards teaching and learning process. 

Along this line why this study was conducted, the researcher to able to determine the effectiveness of using 

different teaching strategies on online modality to enhance student’s performance in Physical Education. The 

study would be beneficial to both learners and teachers to identify the suited teaching strategies in Physical 

Education in a new normal class set up.  

 

Theoretical Framework  

 

This study is framed within relevant theory that has significant bearings on this study. 

In modular distance learning modality, some students have difficulty in answering activities. Teachers have 

more diversity and flexibility when it comes to teaching strategies, and instructional materials are more 

adaptable.  

However, students will need more resources in adapting to the new normal class as they rely most on the 

internet, or computer based for information. 

Teachers must use varieties of online teaching strategies to ensure that the internet's potential is 

appropriately utilized to support both their own and their students' learning. 

The Anchored Instruction Theory emphasizes technology-based learning. Students take technology as the 

carrier, use the reality of the living world as the main content to discover problems, generate questions, and 

ultimately solve the problems. 

This study is supported by Lev Semenovich Vygotsky's theory of constructivism which posits learning and 

development to be a collaborative activity and that children are cognitively developed in the context of 

socialization and education where children learn more when they have interaction, the exchange of ideas with 

peers or any people around drive them to think critically the interactions that provide them a chance to share 

their ideas.  Likewise in Piaget’s developmental theory explains that learning is based on discovery. 

According to his constructivist’s theory, to provide an ideal learning environment, children should be allowed 

to construct knowledge that is meaningful for them. Continuous interaction among existing schemes, 
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assimilation, accommodation, and equilibrium creates new learning. Both Piaget and Vygotsky appreciated 

the essence of interaction, rather than accepting the information as presented through rote memory.  

Connectivism is a relatively new learning theory proposes that students link their ideas, theories, and 

general knowledge in a productive way. It recognizes that technology is an important element of the learning 

process and that our constant connectivity allows us to make decisions about our education. 

According to Van Gog (2018) studies showed that the effect of immediate feedback as it can help students 

deal with their problems as soon as possible giving the right type of feedback in the right place at the right 

time of the learning phase may be central in understanding how teachers can provide feedback in a systematic 

and productive way so that students can effectively interpret and incorporate it. 

Connection and giving feedback with students are important on their progress in Physical education 

because lessons such as learning folk dances and sports are more technical and based on established rules, 

regulations, and origin. 

This study is anchored on constructivism design by Jerome Bruner. It emphasizes exploration on discovery 

learning. (Sharp 2012) said that students play an active rather a passive role, and they work together to solve 

problem through cooperative learning activities. In teaching Physical Education teacher must use appropriate 

teaching strategies, resources and differentiated activities for the students to fully understand the lesson.  

According to Aghlara & Tamjid (2014) a virtually enhanced world encourages the learners to use their 

imagination and discover new possibilities in a fun and interactive way. In Physical Education where the 

performance task is extremely important because students must create their own learning by conducting 

research,collaborating with peers, and utilizing technology to learn the lesson,particularly when learning 

different dances and sports.  

The use of a game-based approach also aids in making learning more contextual, real, and thus more 

enjoyable and relevant to the students. 

According to Samadi (2012), studies about the different learning styles started in the 1950s and in the early 

1960s due to interest in the effect of the individual differences of learners in the learning process and to help 

the learners to cope up with the different teaching and learning process.  

One of the famous learning styles models is Grasha-Riechmann Learning Styles Model. This model list 

integrates individual teaching and different learning styles and demonstrates how the stylistic qualities of 

teachers and learners can enhance the nature and quality of the learning experience.   

As these theories point out, teaching strategies plays a vital role on online modality is an important part of 

student’s academic success. Effective and planned teaching strategies and method may affect how the 

students perform in class. 

 

Statement of the Problem 

 

The purpose of this study aims to determine the effectiveness of teaching strategies on online modality 

among physical education teachers in enhancing grade 8 student’s performance in Linga National High 

School.   

 Specifically, this study aims to answer the following questions: 

1. What is the level of teaching strategies on Online Modality in terms of;   

• Game-based Approach 

• Collaboration; 

•  Immediate Feedback; and 

•  E-Assessment? 

2. What is the level of student’s performance in Physical Education in terms of Third Quarterly Grade?   
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3. Is there a significant effect between the teaching strategies on Online Modality and Students’ 

Performance in Physical Education? 

 

Research Methodology  

 

The research design uses in this study was the descriptive research design to determine the if the teaching 

strategies on Online modality affect the Grade 8 students’ performance on Physical education. 

According to (Nassaji, 2015), descriptive research is the research design in which data is collected in a 

qualitative manner and analyzed using quantitative procedures. This research method is used for frequencies, 

averages, and other statistical calculations. Often the best approach prior to writing descriptive research, is 

conducting a survey investigation. The subject is being observed in a completely natural and unchanged 

natural environment. It is often used as a pre-cursor to quantitative research designs, the general overview 

giving some valuable pointers as to what variables are worth testing quantitatively. 

Descriptive research aims at defining or giving a verbal portrayal or picture of a person, thing, event, 

group, situation, etc. This is liable to repeated research because its topic relates itself only to a certain period 

or a limited number of years. Based on the results of your descriptive studies about a subject, you develop the 

inclination of conducting further studies on such topic. 

The respondents involved in this study are one hundred (100) Grade 8 students in sections Laguna, Manila, 

Tarlac, Cavite and Bulacan in Linga National High School. 

This study conducted during the 3rd Grading Period and of Grade 8 students in Linga National High 

School. First the researchers defended the three chapters of the study. Then, the research instrument – 

instrument – researchers’ self – made questionnaire are prepared and submitted for content validation by 

reputable experts in the field of the study. 

The researcher sent letters to the School Divisions Superintendent, Dr. Marites A. Ibanez, Pila District 

Supervisor, Mrs. Florentina Rancap and Mrs. Erene SJ. Panopio, Principal II of Linga National High School 

to ask permission to the approval to conduct study on selected Grade 8 students in Linga National High 

School.  After the content validation of the questionnaire, the number of the subject are consulted. The 

researchers’ adviser and researcher instructors.The researchers’ adviser suggested that the best number of the 

subjects that fits their study would be 100 individuals. Before gathering the data, the researcher conducted 

online class on 100 Grade 8 students in Linga National High School.  

Instead of floating the questionnaire to the students using paper, google forms were used as a mode of 

answering the questionnaire. The result generated from the Google forms that were used to interpret the data.  

 Likert Rating Scale was used to determine the mean level of teaching strategies on online modality among 

Physical Education Teachers in enhancing Grade 8 students’ performance in Linga National High School. The 

respondents answered these questionnaires – imperative to obtain the needed quantitative data. This research 

made use of close-ended questions, specifically Likert Rating scale questions to limit responses to be gathered 

within the scope of the study. The questionnaire is in the form of checklist and the responses were interpreted 

as Highly Effective, Effective, Moderately Effective, Less Effective and Not Effective. On the other hand, 

their grades in 3rd grading period were described as Outstanding, Very Satisfactory. 

The data gathered in this study were presented and analyzed. The mean and standard deviation were used 

to get the level of the teaching strategies on online modality among Physical Education Teachers in Grade 8 

students’ performance in Linga National High School. It was used to test the hypothesis 

The f-test was used to determine the effect of teaching strategies on online modality among Physical 

Education Teachers in enhancing students’ performance. Weighted mean is used to find out the average 

responses of the respondents as measurement of the central tendency.  

The F-test sums the predictive power of all independent variables and determines that it is unlikely that all 

the coefficients equal zero. However, it's possible that each variable isn't predictive enough on its own to be 

statistically significant. A Statistical F Test uses an F Statistic to compare two variances, s1 and s2, by 

438

Christine Joy Gonzales Lavadia  / International Journal of Research Publications (IJRP.ORG)

www.ijrp.org



  

dividing them. The result is always a positive number (because variances are always positive). F-test is used 

to know if there is a/no significant effect to the Grade 8 students’ performance in Linga National High School. 

 

Results and Discussion 

 

Level of Teaching Effectiveness on Online Modality  

 

Table 1.  Level of Teaching Effectiveness on Online Modality in terms of Game-Based Approach 

. 

Statement Mean Standard 

Deviation 

Remarks 

1. Game- based learning provides excitement and fun 

while I am doing the activities. 

4.67 0.53 Highly Effective 

2. Games can motivate and/or encourage me to continue 

learning while playing. 

4.74 0.48 Highly Effective 

3. Can encourage me to collaborate with my other 

classmates while creating an environment of learning 

with experience. 

4.72 0.49 Highly Effective 

4. Keep me alert in the duration of the activity. 4.71 0.52 Highly Effective 

5.  Help me to be fast in strategic thinking and problem-

solving. 

4.77 0.45 Highly Effective 

Overall Mean = 4.72 

Standard Deviation = 0.50 

Verbal Interpretation = Very High 

 

Legend: 

Scale Range  Verbal Interpretation 

   5 4.21 – 5.00 Highly Effective 

   4 3.41 – 4.20 Effective  

   3 2.61 – 3.40 Moderately Effective    

   2 1.81 – 2.60 Less Effective   

   1 1.00 – 1.80 Not Effective  

Table 1 illustrates level of teaching effectiveness on online modality in terms of Game-Based 

Approach. Among the statements above, “Help me to be fast in strategic thinking and problem-solving” 

yielded the highest mean score (M=4.77, SD=0.45) and was remarked as Highly Effective. This is followed 

by “Games can motivate and/or encourage me to continue learning while playing” with a mean score 

(M=4.74, SD=0.48) and was also remarked as Highly Effective. On the other hand, the statement “Game- 

based learning provides excitement and fun while I am doing the activities” received the lowest mean score of 

responses with (M=4.67, SD=0.53) yet was also remarked Highly Effective.  

Overall, the level of teaching effectiveness on online modality in terms of Game-Based Approach 

attained a mean score of 4.72 and a standard deviation of 0.50 and was Very High among the respondents.  

It was supported by the study of (Prensky 2017), Game-Based Learning was about enjoyment and 

activity engagement that promotes positive learning. Students can absorb knowledge without them knowing 

by simply integrating trend games, application online and offline that can be use anytime. This great 

innovation created by developers help students in enhancing their skill performance and increases academic 
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excellence.  Game base learning provides interaction and participation that engage learners in an interactive 

type of teaching strategies and learning.  

 

Table 2.  Level of Teaching Effectiveness on Online Modality in terms of Collaboration 

 

Statement Mean Standard 

Deviation 

Remarks 

1. Enables me to work with others confidently. 

 

4.47 0.64 Highly Effective 

2. Helps me to be responsible to finish the 

given task.  

 

4.72 0.47 Highly Effective 

3. It increases productivity, ideas, and 

creativity while collaborating with others.  

 

4.76 0.43 Highly Effective 

4. Allows me share ideas to others and builds 

on collective ideas. 

 

4.67 0.57 Highly Effective 

5. Boost my interest to be part of the activity 

while collaborating with others. 

 

4.73 0.49 Highly Effective 

Overall Mean = 4.67 

Standard Deviation = 0.53 

Verbal Interpretation = Very High 

Legend: 

Scale Range  Verbal Interpretation 

   5 4.21 – 5.00 Highly Effective 

   4 3.41 – 4.20 Effective  

   3 2.61 – 3.40 Moderately Effective    

   2 1.81 – 2.60 Less Effective   

   1 1.00 – 1.80 Not Effective 

 

Table 2 illustrates level of teaching effectiveness on online modality in terms of Collaboration. Among the 

statements above, “It increases productivity, ideas, and creativity while collaborating with others” yielded the 

highest mean score (M=4.76, SD=0.43) and was remarked as Highly Effective. This is followed by “Boost 

my interest to be part of the activity while collaborating with others” with a mean score (M=4.73, SD=0.49) 

and was also remarked as Highly confidently” received the lowest mean score of responses with (M=4.47, 

SD=0.64) yet was also remarked Highly Effective. On the other hand ,the statement “Enables me to work with 

others confidently” received the lowest mean score of response with (M=4.47,SD=0.64) yet was also 

remarked Highly effective. 

Overall, the level of teaching effectiveness on online modality in terms of Collaboration attained a 

mean score of 4.67 and a standard deviation of 0.53 was Very High among the respondents. 

It implied that the result of the data gathered supported by the study of Gates (2018) According to his 

study, collaborative learning not only helps students acquire higher-level thinking abilities and performance, 
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but it also boosts their confidence and self-esteem. By showing the tactics and learning content, as well as 

enhancing social and intrapersonal abilities, performance can maximize the learning experience. By 

incorporating everyone in the group discussion and performance, students learn how to interact and 

participate with a variety of learners and build their leadership skills. Teacher collaboration positively impacts 

student achievement and allows us as educators to explore unfamiliar territory by creating positive 

relationship through collaboration of the learners to achieve their goals.  

 

Table 3.  Level of Teaching Effectiveness on Online Modality in terms of  Immediate Feedback 

 

Statement Mean Standard 

Deviation 

Remarks 

1. It allows me to address a problem straight 

away during performance. 

 

4.57 0.64 Highly Effective 

2. It makes me more motivated whenever I get 

positive immediate feedback.  

 

4.69 0.51 Highly Effective 

3. Immediate feedback helps me assess my 

progress in learning. 

 

4.85 0.36 Highly Effective 

4. It helps me to improve my output and 

performance in school. 

 

4.77 0.45 Highly Effective 

5. Immediate feedback boosts my self-esteem. 

 

4.65 0.59 Highly Effective 

Overall Mean = 4.71 

Standard Deviation = 0.53 

Verbal Interpretation = Very High 

Legend: 

Scale Range  Verbal Interpretation 

   5 4.21 – 5.00 Highly Effective 

   4 3.41 – 4.20 Effective  

   3 2.61 – 3.40 Moderately Effective    

   2 1.81 – 2.60 Less Effective   

   1 1.00 – 1.80 Not Effective 

 

Table 3 illustrates level of teaching effectiveness on online modality in terms of Immediate 

Feedback. Among the statements above, “Immediate feedback helps me assess my progress in learning” 

yielded the highest mean score (M=4.85, SD=0.36) and was remarked as Highly Effective. This is followed 

by “It helps me to improve my output and performance in school” with a mean score (M=4.77, SD=0.45) and 

was also remarked as Highly Effective. On the other hand, the statement “It allows me to address a problem 

straight away during performance” received the lowest mean score of responses with (M=4.57, SD=0.64) yet 

was also remarked Highly Effective.  
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The level of teaching effectiveness on online modality in terms of Immediate Feedback attained an 

overall mean score of 4.71 and a standard deviation of 0.53 and was Very High among the respondents.  

The finding relates to the study of Markovic (2021) that immediate response in students’ performance, 

discussion and works are more effective and provide deeper knowledge about the discussion. The more 

clarifications, corrections and consistently the teacher provide feedback, the better the output. Teachers must 

follow up learning with immediate feedback, it causes learners to pause, engage, and realize the correct and 

wrong part of the output. Giving feedback immediately significantly makes learning an active rather than 

passive experience 

Table 4.  Level of Teaching Effectiveness on Online Modality in terms of  

     E-Assessment 

 

Statement Mean Standard 

Deviation 

Remarks 

1. It provides timely results and feedback. 

 

4.63 0.54 Highly Effective 

2. It helps me look back on the correct and 

wrong answers in the assessment.  

 

4.73 0.49 Highly Effective 

3. It provides any time accessing the e-

assessment materials. 

 

4.81 0.39 Highly Effective 

4. It provides unlimited access to knowledge 

and information. 

 

4.68 0.53 Highly Effective 

5. It provides excitement and fun while doing 

the activities.  

 

4.71 0.48 Highly Effective 

Overall Mean = 4.71 

Standard Deviation = 0.49 

Verbal Interpretation = Very High 

Legend: 

Scale Range  Verbal Interpretation 

   5 4.21 – 5.00 Highly Effective 

   4 3.41 – 4.20 Effective  

   3 2.61 – 3.40 Moderately Effective    

   2 1.81 – 2.60 Less Effective   

   1 1.00 – 1.80 Not Effective 

Table 4 illustrates level of teaching effectiveness on online modality in terms of E-Assessment. 

Among the statements above, “It provides any time accessing the e-assessment materials” yielded the highest 

mean score (M=4.81, SD=0.39) and was remarked as Highly Effective.  

This is followed by “It helps me look back on the correct and wrong answers in the assessment” with 

a mean score (M=4.73, SD=0.49) and was also remarked as Highly Effective.  

On the other hand, the statement “It provides timely results and feedback” received the lowest mean 
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score of responses with (M=4.63, SD=0.54) yet was also remarked Highly Effective.  

On the level of teaching effectiveness on online modality in terms of E-Assessment obtained an overall mean 

score of 4.71 and a standard deviation of 0.49 and was Very High among the respondents.  

The result was supported by the research Ferrão (2013), and (Gikandi et al. 2013) they believed that 

the students become the major focus of the teaching and learning process in terms of structuring learning 

methodologies, teaching time, interaction time, and evaluation approaches.  

One successful strategy for establishing a student-centered educational paradigm is E-assessment, 

which can be a basic component for effective learning. It believed that E-assessment-centered teaching and 

learning procedures give learners with opportunities to demonstrate their skill improvement and get help to 

improve their learning.  

 

Level of Competency of Grade 8 Students’ Performance in Physical Education in terms of Third 

Quarterly Grade  

 

Table 5 presents the level of competency of the grade 8 students’ performance in physical education 

in terms of the third quarterly grade. Out of one hundred (100) respondents, forty-nine (49) respondents were 

able to obtain grades between 85-89 which was very satisfactory. This is followed in frequency by those who 

had performed on an outstanding level with 39% of the population or about thirty-nine (39) students obtaining 

such grades of 90-100. The remaining twelve (12) students or 12% of the population garnered grades between 

80-84 which was satisfactory.  

 

 

 

 

 

Table 5.  Level of Grade 8 Students’ Performance in Physical Education  

     in terms of Third Quarterly Grade  

 

Grade 3rd Quarter Remarks 

Frequency(f) Percentage% 

90-100 

 

39 39% Outstanding 

85-89 

 

49 49% Very Satisfactory 

80-84 

 

12 12% Satisfactory 

75-79 0 0% Fairly Satisfactory 

Below 75 0 0% Did Not Meet 

Expectations 

Total 100 100%  

Overall Mean 

 

88.58 
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Standard Deviation 

 

Verbal  

Interpretation 

 

 

3.89 

 

 

Very Satisfactory 

Overall, the competency of the grade 8 students’ performance in physical education in terms of the 

third quarterly grade was very satisfactory as suggested by the mean performance of 88.58 with the standard 

deviation 3.89.  

As supported by the research conducted by Daluba (2013) stated that to achieve a higher scholastic 

performance, the integration of different teaching strategies and engaging student-centered approach, instead 

of depending on the traditional approach like lecture method. His research shows that there is was statistically 

significant. relationship between teaching method and scholastic performance of students 

Significant Effect of Teaching Strategies on the Performance of Grade 8 Students on Online Modality 

in Linga National High School 

 

Table 6 presents the significant effect of the teaching strategies on the performance of grade 8 

students on the online modality in Linga National High School. Specifically, it presents the effect of the 

Game-Based Approach, Collaboration, Immediate Feedback, and E-Assessment on the 3rd Quarterly Grade of 

the students. 

Table 6.  Significant Effect of Teaching Strategies on the Performance of  

     Grade 8 students on online Modality in Linga National High        

     School 

 

Teaching Strategies Grade Beta Coefficient F-value P-value Analysis 

Game-Based 

Approach 

 

3rd Quarter 

Grade 

0.789 2.601 0.020 Significant 

Collaboration -0.392 0.168 Not Significant 

 

Immediate Feedback -0.009 0.977 Not Significant 

E-Assessment 0.531 0.081 Not Significant 

      

Game Based Approach was observed to have a significant positive effect to the performance of the 

students as suggested by the beta coefficient 0.789. The significance of which was attributed to the obtained 

p-value of 0.020 which is less than the significance alpha of 0.05. 

On the other hand, Collaboration and Immediate Feedback were observed to have negative effects on the 

performance of the student as implied by negative beta coefficients, which was not show any significance 

relative to the p-values greater than 0.05 but should still be an area of concern. 

 Lastly, although not significant, E-Assessment is observed to have a positive effect to the 

performance of the students. 

From the findings above, it can be inferred that at 0.05 level of significance, the null hypothesis, 

“The teaching strategies on online modality among physical education teachers has no significant effect in 

enhancing Grade 8 student’s performance in Linga National High School” is rejected. Thus, this calls for the 

acceptance of the alternative which incites that there is a significant effect.  

It was supported by the study of Prensky (2017), stated that Game-Based Learning was about 

enjoyment and activity engagement that promotes positive learning. Game base learning provides interaction 

and participation that engage learners in an interactive type of teaching strategies and learning 

According to Stronge (2017), depending on the task goals, teamwork can produce a wide range of 
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learning outcomes. Teachers must exercise must be careful and considerate to the needs and abilities of the 

students to avoid forming unsuccessful student groups. Ability grouping without differentiated supports, 

materials, tasks, and strategies has been demonstrated to be more damaging to low-ability groups than 

beneficial. 

Ferguson (2016) said that feedback seen as a critical component in assisting students' growth as 

independent learners who can monitor, analyze,and manage their own progress and development. This 

considered as a method of encouraging learners to make use of the comments and feedback they have 

received. Students should not be discouraged by feedback at any cost. 

Research conducted by Marckovic (2021) imply that effective teachers build their feedback around 

their knowledge of their students' responses. Even in mathematical contexts, teachers should carefully 

examine student responses since they may not completely reflect what they intended to say. They stress the 

necessity of reflecting on the learning orientation that the student has created because of the teacher's input. 

Focusing feedback on grades, marks, judgments, or competition could make a negative impact on the student's 

learning orientation. Marckovic (2021) are concerned that such a negative attitude will hinder students' 

educational success and performance. 

The result was supported by Khuraibah (2015) According to his findings, the degree of anxiety 

associated with E assessment testing in female students, as well as the degree of verification of the trend 

toward E assessment, varies depending on both achievement which are high and poor and optional 

preferences like e-assessment and written test. According to the findings, there are discrepancies in average 

grades between students who prefer E-assessment and students who prefer paper-and-pencil testing through 

emotional, cognitive, and behavioral components for the electronic test. 

 

Summary Findings 

1. Game-Based Approach attained a mean score of 4.72 and a standard deviation of 0.50 and was 

“Very High”; level of teaching effectiveness on online modality in terms of Collaboration attained a mean 

score of 4.67 and a standard deviation of 0.53 and was “Very High”; level of teaching effectiveness of 

Immediate Feedback attained a mean score of 4.71 and a standard deviation of 0.53 and was “Very High”; 

Lastly, E-Assessment attained a mean score of 4.71 and a standard deviation of 0.49 and was “Very High” 

 2. The level of the grade 8 students’ performance in physical education in terms of the third 

quarterly grade was “Very Satisfactory” as suggested by the mean performance of 88.58 with the standard 

deviation 3.89. 

3. Significant effect of teaching strategies on the performance of grade 8 students in online modality 

in Linga National High School, Game-Based Approach was observed to have a significant positive effect to 

the performance of the students as suggested by the beta coefficient 0.789. The significance of which was 

attributed to the obtained p-value of 0.020 which is less than the significance alpha of 0.05. 

 On the other hand, Collaboration and Immediate Feedback were observed to have negative 

effects on the performance of the students as implied by the negative beta coefficients, which was not show 

any significance relative to the p-values greater than 0.05 but should still be an area of concern. 

 Lastly, although not significant, E-Assessment is observed to have a positive effect to the 

performance of the students. 

Conclusions 

Based on the findings of the study, the following conclusions were made. 

1. The respondents’ reaction on the level of teaching effectiveness of games-based, collaboration, 

immediate feedback, and e-assessment were “Very High”, “Very High”, “Very High”, and “Very 

High”. The competency of the grade 8 students’ performance in physical education in terms of the 

third quarterly grade was “Very Satisfactory”. It proves that teaching strategies on online modality 

among Physical Education Teachers has significant effect in enhancing Grade 8 students’ 
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performance in Linga National High School.  

2. Therefore, the null hypothesis, “The teaching strategies on online modality among physical 

education teachers has no significant effect in enhancing Grade 8 student’s performance in Linga 

National High School” is rejected. Thus, this calls for the acceptance of the alternative which incites 

that there is a significant effect. 

 

Recommendations 

 Based on the conclusions drawn from the study, the following were recommended: 

1. Since it was found out that teaching strategies on online modality in terms of Game based has 

significant effect in enhancing Grade 8 student’s performance in Linga National High School.  The researcher 

suggests that the teachers may engage students in game-based activities to enhance and inspire student to 

think critically and their ability to perform well academically.  

 2. Though Statistically, Collaboration and Immediate feedback has no significant effect in enhancing 

Grade 8 student’s performance in Linga National High School. The research showed that these two variables 

were highly effective as a teaching strategy. Thus, the researcher suggest teachers and school administrators 

can elaborate and do further consultations about the academic preference of the students. 

 3. It is also recommended for the students to aim for the best that will lead to their success. They may 

continue to strive hard with their studies and engage themselves in game-based activities sharpen critical 

thinking skills that they may also learn how to make decisions and let themselves develop through different 

activities. What is important is their inner drive that pushes them to study hard and excel in their academic 

performance in the educational institution. 

4. Future researchers, may use this study to further understand teaching strategies on online modality among 

Physical Education Teachers in enhancing students’ performance and achievements of the students. They 

could also integrate diverse tactics in the attainment of the relevant information from their respondents. This 

study can be relevant for additional research. 
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