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Abstract—Reading comprehension remains a fundamental
skill for academic success; however, many Grade 7 learners
continue to experience difficulties in vocabulary development, text
comprehension, and access to engaging instructional materials.
This study developed and evaluated the ReadTech Mobile Reading
Application using a Design and Development Research (DDR)
methodology. The study integrated developmental, descriptive-
survey, and evaluative approaches involving Grade 7 learners,
expert validators, and student-users from two integrated schools
in Asingan, Pangasinan, Philippines. Needs assessment results
revealed that learners had a strong need for supplementary
reading materials, vocabulary-building activities, and technology-
supported learning resources. The developed application
incorporates personalized learning activities, reading lessons,
assessments, and progress monitoring features aligned with the
Grade 7 English MATATAG Curriculum. Expert evaluation
indicated that the application was highly valid (M = 4.71),
particularly in task accuracy and technology usability. Likewise,
student-users rated the application as highly acceptable (M =
4.47), with engagement receiving the highest rating. These findings
indicate that ReadTech is a curriculum-aligned mobile learning
application that was successfully developed, validated by experts,
and positively received by learners. The study demonstrates the
feasibility of using Design and Development Research (DDR) to
develop learner-centered mobile applications that support reading
instruction and provide a foundation for future studies evaluating
learning outcomes.

Keywords—Android application; digital learning; educational
technology; mobile learning; reading comprehension

L INTRODUCTION

Reading comprehension is a fundamental component of
literacy that enables learners to derive meaning from texts,
acquire knowledge, develop critical thinking skills, and achieve
academic success. As one of the core competencies in language
education, reading comprehension supports learning across
various subject areas and contributes significantly to students’
overall educational development. However, many learners
continue to experience difficulties in understanding textual
information, identifying main ideas, making inferences,
interpreting vocabulary, and synthesizing information from
different reading materials. These challenges often hinder
academic performance and reduce learners’ confidence and
motivation toward reading activities [1], [2].

The rapid advancement of digital technology has
transformed the way learners access, process, and interact with
information. Mobile devices, particularly smartphones and
tablets, have become increasingly integrated into students’ daily
lives, providing opportunities for learning beyond traditional

classroom environments. Consequently, mobile learning has
emerged as an effective educational approach that enables
learners to access instructional materials anytime, anywhere via
portable devices. Research has shown that Mobile Reading
Applications can support language acquisition, improve learner
engagement, and provide flexible learning experiences that
accommodate individual learning needs [3], [4].

The effectiveness of educational Mobile Reading
Applications depends largely on how well they address the
needs and preferences of their intended users. Human-centered
design emphasizes the importance of understanding learners’
characteristics and involving users throughout the development
process to ensure that educational technologies remain relevant,
usable, and effective. Educational applications designed using
learner-centered approaches are more likely to enhance user
satisfaction, motivation, and learning outcomes because they
align instructional content with students’ cognitive and
behavioral requirements [5], [6].

An important aspect of educational application development
involves the use of systematic design methodologies.
Storytelling techniques, storyboards, and user-experience
frameworks have been widely utilized to visualize learning
scenarios and facilitate communication among developers,
educators, and stakeholders during the design process. These
methods contribute to the creation of intuitive interfaces and
meaningful learning experiences that support instructional
objectives and learner engagement [7], [8].

Similarly, wireframing and interface design practices play a
critical role in ensuring the usability and accessibility of mobile
learning applications. Effective interface design enables users to
navigate learning materials efficiently while minimizing
cognitive overload. Well-designed interfaces can improve
learner interaction with digital content, thereby increasing the
likelihood of sustained engagement and positive learning
experiences [9], [10].

Prototyping has likewise become a fundamental practice in
educational technology development because it allows
developers to iteratively refine application features based on
stakeholder feedback. Evolutionary prototyping approaches
facilitate continuous improvement by enabling developers to
evaluate and modify application components throughout the
development cycle. Such approaches have been successfully
applied in the development of educational and decision-support
systems, resulting in improved functionality and user
satisfaction [11], [12].

The collaborative involvement of subject matter experts is
also essential in ensuring the quality and educational relevance
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of instructional applications. Experts contribute specialized
knowledge that guides content development, instructional
design, and assessment construction. Collaboration between
developers and subject matter experts helps ensure that learning
materials are accurate, pedagogically sound, and aligned with
curricular standards and learning objectives [13], [14].

In addition to content quality, educational Mobile Reading
Applications must be developed using appropriate instructional
design principles. Effective instructional design promotes active
learning, supports learner autonomy, and provides opportunities
for practice and feedback. Applications that incorporate
structured learning pathways, clear objectives, and meaningful
reinforcement activities are more likely to facilitate knowledge
acquisition and skill development among learners [15], [16].

The increasing use of smartphones for educational purposes
has generated considerable interest in understanding how digital
reading environments influence reading comprehension and
learning performance. While mobile technologies provide
convenient access to educational resources, researchers have
observed differences in how learners process information
presented on digital screens compared with traditional printed
materials. These differences have raised questions regarding the
effectiveness of digital reading platforms in supporting deep
comprehension and knowledge retention [17], [18].

Studies examining reading performance across digital and
print media have produced varied findings. Some investigations
suggest that learners may demonstrate lower comprehension
performance when reading digitally, particularly when texts
require deeper cognitive processing and reflection. Other studies
indicate that appropriately designed digital environments can
support reading comprehension by incorporating interactive
features, multimedia elements, and adaptive learning supports
that enhance learner engagement and understanding [19], [20].

Eye-tracking technology has emerged as an important tool
for examining reading behavior in digital learning
environments. Through the analysis of visual attention, fixation
patterns, and reading navigation behaviors, researchers have
gained valuable insights into how learners interact with
electronic texts. Eye-tracking studies have contributed
significantly to understanding the cognitive processes involved
in reading and learning from digital materials [21], [22].

Research further indicates that reading behaviors differ
depending on the design and presentation of digital content.
Factors such as multimedia integration, visual layout, navigation
structures, and interactive features influence learners’ attention
and information processing. Well-designed digital reading
environments can enhance engagement and facilitate
comprehension by directing learners’ attention toward relevant
content and supporting cognitive processing [23], [24].

The incorporation of multimedia features in educational
applications has also shown promise in promoting learner
motivation and reading engagement. Interactive activities, audio
support, visual cues, gamification elements, and immediate
feedback mechanisms can make learning experiences more
engaging and meaningful. Such features help learners remain
actively involved in learning tasks while supporting diverse
learning preferences and abilities [25], [26].
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Recent studies utilizing eye-tracking methodologies have
demonstrated that visual cues and multimedia supports can
significantly influence learners’ reading performance and
attention allocation. These findings suggest that carefully
designed digital reading tools can improve learners’ ability to
process information and maintain focus during reading
activities. Consequently, educational applications that integrate
evidence-based multimedia features may contribute positively
to reading comprehension development [27], [28].

Beyond visual attention, researchers have also examined
learners’ cognitive engagement while reading digital texts.
Findings indicate that digital reading experiences involve
complex interactions among cognitive, behavioral, and
physiological factors. Understanding these interactions is
important for designing educational technologies that
effectively support reading comprehension and learning
outcomes [29], [30].

The growing body of literature on mobile learning, digital
reading, and educational technology highlights the importance
of developing applications that balance instructional
effectiveness with usability and learner engagement.
Educational technologies should not only provide access to
content but also facilitate meaningful interactions that promote
comprehension, vocabulary development, critical thinking, and
independent learning [31], [32].

Within the Philippine educational context, strengthening
reading comprehension remains a significant concern. Reading
proficiency serves as a foundation for learning across
disciplines, yet many learners continue to encounter challenges
in comprehension, vocabulary acquisition, and critical reading.
The implementation of the MATATAG Curriculum further
emphasizes the need for innovative and technology-supported
instructional resources capable of enhancing literacy
development among secondary school learners [33], [34].

Despite the availability of numerous educational
applications, there remains a need for curriculum-aligned
mobile reading applications specifically designed to address the
learning needs, reading attributes, and preferences of Grade 7
learners. Existing applications often focus on general language
learning and may not adequately provide structured reading
comprehension activities, vocabulary development
opportunities, progress monitoring features, and interactive
support mechanisms that align with curriculum requirements
[35], [36].

Moreover, the effectiveness of educational technologies
must be established through systematic evaluation procedures.
Expert validation is necessary to ensure content quality,
instructional accuracy, usability, and technological reliability,
while user acceptability assessments provide insights into
learners’ perceptions regarding functionality, engagement,
usefulness, and overall learning experience. Such evaluations
are essential for determining whether an educational application
successfully meets its intended objectives and supports
meaningful learning outcomes [37], [38].

Although numerous mobile learning applications have been
developed for language education, relatively few are specifically
aligned with the Philippine Grade 7 English MATATAG
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Curriculum while integrating learner needs assessment, expert
validation, and student acceptability evaluation within a Design
and Development Research framework. Consequently, there
remains a need for a curriculum-based mobile reading
application whose development is systematically guided by
learners' instructional needs and evaluated for its educational
quality and usability.

In response to these educational needs, this study aims to
develop and evaluate the ReadTech Mobile Reading
Application as a digital learning tool designed to enhance the
reading comprehension skills of Grade 7 learners. Specifically,
this study aimed to identify the reading attributes, learning
preferences, and reading needs of Grade 7 learners; develop the
ReadTech Mobile Reading Application based on the identified
learner needs and the Grade 7 English MATATAG Curriculum;
evaluate the application in terms of content quality, task
accuracy, instructional design, and technology usability through
expert validation; determine the acceptability of the application
among student-users in terms of usability, functionality,
engagement, and usefulness; and identify recommendations for
improving future versions of the application.

II. METHODOLOGY

A. Research Design

This study employed a Design and Development Research
(DDR) methodology [39] to develop and evaluate the ReadTech
Mobile Reading Application for Grade 7 learners. The
methodology integrated developmental, descriptive-survey, and
evaluative approaches. The developmental phase focused on the
design, development, and refinement of the application, while
the descriptive-survey phase identified learners' reading needs
and preferences that served as the basis for application
development. The evaluative phase examined the application's
validity, usability, and acceptability. The study was conducted
in two integrated schools in Asingan, Pangasinan, Philippines,
selected for their Grade 7 learner population. Using purposive
sampling, the participants included Grade 7 learners for the
needs assessment, expert validators for application evaluation,
and student-users who assessed the application's functionality,
engagement, and usefulness following implementation.

B. Statistical Treatment of Data

Descriptive statistics, including frequency, percentage,
weighted mean, and grand mean, were used to summarize the
needs assessment, expert validation, and student acceptability
results. Since the purpose of the study was to evaluate the
developed application rather than determine causal effects or
learning gains, inferential statistical analyses were not
performed. Tables I and II present the interpretation scales used
in the study.

Mean scores ranging from 4.21-5.00 indicate Highly
Needed, while lower mean scores correspond to decreasing
levels of need, from Needed to Not Needed. This scale was used
to determine the priority needs of Grade 7 learners.

Mean scores of 4.21-5.00 indicate Highly Valid/Highly
Acceptable, while lower scores reflect decreasing levels of
validity and acceptability, from Valid/Acceptable to Not
Valid/Not Acceptable. This scale was used to evaluate the
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quality and usability of the ReadTech Mobile Reading
Application.

TABLE L. NEEDS ASSESSMENT SCALE
Mean Range Interpretation
4.21-5.00 Highly Needed
3.41-4.20 Needed
2.61-3.40 Moderately Needed
1.81-2.60 Slightly Needed
1.00-1.80 Not Needed

TABLE II. VALIDITY AND ACCEPTABILITY SCALE

Mean Range Interpretation
4.21-5.00 Highly Valid / Highly Acceptable
3.41-4.20 Valid / Acceptable
2.61-3.40 Moderately Valid / Moderately Acceptable
1.81-2.60 Slightly Valid / Slightly Acceptable
1.00-1.80 Not Valid / Not Acceptable

C. Learners’ Reading Attributes

The needs assessment was conducted to determine the needs
of supplemental learning and the basis for the development of a
mobile reading application. The results are presented in Table
III, which presents the summary of learners’ reading attributes.

TABLEIIl.  READING ATTRIBUTES OF GRADE 7 LEARNERS
Indicator Mean
Identifying the main idea 5.00
Understanding details of a text 4.97
Making inferences 4.74
Understanding unfamiliar vocabulary 5.00
Summarizing ideas 5.00
Analyzing different text types 5.00
Activities that improve reading comprehension 491
Strategies that help become a better reader 5.00
Grand Mean 4.95

The results show a grand mean of 4.95, interpreted as Highly
Needed, indicating a very high need to develop essential reading
skills. Among the indicators, identifying the main idea,
understanding unfamiliar vocabulary, summarizing ideas,
analyzing different text types, and strategies that help become a
better reader obtained the highest mean of 5.00, while making
inferences received the lowest mean of 4.74, though it remained
within the Highly Needed level. These findings highlight the
importance of strengthening fundamental reading competencies
in the development of the ReadTech Mobile Reading
Application.

D. Reading Needs

The reading needs were conducted to determine the needs of
supplemental learning and basis for the development of the
mobile reading application. The results are presented in Table
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IV, which presents the summary of reading needs of Grade 7
learners.

TABLEIV. READING NEEDS OF GRADE 7 LEARNERS
Indicator Mean
Additional reading materials 4.94
Vocabulary-building activities 491
Gradually increasing difficulty levels 4.87
Reading comprehension exercises 491
Critical thinking activities 4.83
MATATAG-aligned materials 4.98
Word of the Day feature 4.87
Multiple reading genres 4.92
Grand Mean 4.90

The results yielded a grand mean of 4.90, interpreted as
Highly Needed, indicating a strong demand for additional
reading resources and learning support. Among the indicators,
MATATAG-aligned materials obtained the highest mean (4.98),
followed by additional reading materials (4.94) and multiple
reading genres (4.92). Although critical thinking activities
recorded the lowest mean (4.83), it remained within the Highly
Needed level. These findings emphasize the importance of
providing curriculum-aligned, engaging, and comprehensive
reading materials in the ReadTech Mobile Reading Application.

E. System Architecture of the Mobile Reading Application

Fig. 1 illustrates the overall architecture and operational
workflow of the mobile reading application developed to
support reading comprehension among Grade 7 learners.

T Y
PROGRAMMING LANGUAGE
& FRAMEWORK

<.

FLUTTER & DART
(VSCODE IDE)

START
(Login/Signup)

p—————5
DEVELOPMENT TOOLS

DATABASE & BACKEND

/43

FIREBASE FIRESTORE
& AUTHENTICATION

CORE TECH STACK
“XOD
QUIZ & PERFORMANCE
ﬂ EVALUATION
VSCODE

EXTENSIONS
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— UNLOCK END OF
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LEARNING ACTIVITIES
 Phonetics & Pronunciation Practice
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« Fluency Reading (e.g., Grade 7 texts)

INITIAL
ASSESSMENT
(Reading Level & Grade)

REVIEW
CURRENT
LESSON

& SCORES SESSION

Fig. 1. Architecture and operational flow of the mobile reading application.

The process begins with the Start module, where learners
create an account or log in to the application. After
authentication, learners undergo an Initial Assessment that
determines their reading level and appropriate grade-based
content. Based on the assessment results, the system provides
personalized Learning Activities, which include phonetics and
pronunciation exercises, vocabulary and reading comprehension
activities, and fluency-reading exercises using Grade 7 texts.
After completing the learning activities, the system evaluates
whether the lesson has been completed. If the learner has not
completed the lesson, the application redirects the learner to the
Review Current Lesson module to reinforce understanding and
improve mastery. If the lesson is completed, the learner proceeds
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to the Quiz and Performance Evaluation stage, where the
application measures learning outcomes and reading
performance. The evaluation results are then stored in the
Firebase database and presented through several features,
including Progress and Score Monitoring, Unlocking of
Subsequent Learning Levels, and the End-of-Session module.
This workflow enables personalized learning, continuous
progress monitoring, and adaptive reading instruction, thereby
promoting reading comprehension, vocabulary development,
and independent learning among Grade 7 learners.

F. Pseudocode of the ReadTech Mobile Reading Application

Algorithm 1 presents the pseudocode for the development
and deployment process of the ReadTech Mobile Reading
Application.

Algorithm 1: ReadTech Mobile Reading Application

Initialize
Configure Flutter Framework
Configure Dart Programming Language
Configure VSCode Development Environment
Configure Firebase Firestore and Authentication
Define application requirements and database schema
Compute
Collect learners' reading needs
Analyze learning preferences and digital learning needs
Design application architecture and user interfaces
While (application development is not completed) do
For (each application module) do
Develop Authentication Module
Develop Initial Assessment Module
Develop Learning Activity Module
Develop Quiz and Evaluation Module
Develop Progress Monitoring Module
Develop Level Unlocking Module
Update
Integrate module with Firebase database
Test module functionality and user interface
If (errors or usability issues exist) then
Debug and revise source code
Update database and interface design
Re-test module
End
End

Validate
Conduct expert evaluation
Analyze validation results
If (recommendations are provided) then
Revise application features and content
Re-evaluate application
End
End
Deploy
Release application to student-users
Collect acceptability evaluation
Analyze user feedback
Finalize and publish ReadTech Mobile Application

The algorithm describes the major procedures involved in
configuring the development environment, designing and
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implementing application modules, integrating the database and
backend services, conducting testing and validation, and
deploying the application to student-users. It also illustrates the
iterative process of debugging, refinement, and evaluation to
ensure that the application meets the educational and
technological requirements of Grade 7 learners.

G. Ethical Consideration

The study adhered to established ethical standards in
educational research. Participation was voluntary, and informed
consent was obtained from all participants and their parents or
guardians. Confidentiality and anonymity were maintained, and
all data were used solely for academic and research purposes.
Participants were informed of their right to withdraw from the
study at any stage without penalty.

III. RESULTS AND DISCUSSIONS

A. The Developed ReadTech Mobile Reading Application

The following figures illustrate the user interfaces of the
mobile reading application. The first screen shows the splash
screen, which serves as the application's loading and welcome
interface. The second and third screens display the activity
dashboards containing curriculum-aligned reading exercises and
assessments organized by academic quarter.

Fig. 2 presents the splash screen and main menu of the
ReadTech Mobile Reading Application, providing learners with
access to lessons, activities, and personalized learning features.

/N Word of the day =
Generous

’ Definition: Showing kindness and concern for
Y | others by giving more than is usual or
expected.

O sefinition Example

Literature and
Poetry

Activities B

uarter 1
e Quarter 2

Literature and

] Poetry
[ ] " =] s 2

Fig. 2. The splash screen and main menu.

Fig. 3 illustrates the introductory lesson interface, which
presents sample lessons and guides learners through the
available instructional content.
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Hello Mary Jane U.Quibilan!, Keep
turning those pages—each one
brings you closer to discovering
new worlds and unlocking your
incredible potential.

Select a lesson ¥

sl Quarter 2

Why can poetry captivate our emotions and @

thoughts? Why is it that a few lines of poetry Literature and
may arouse such strong feelings and thinking Poetry Drama

processes? We go Into the fascinating realm of Completed Topics

poetry in this book, where words become more Completed Topics 8
than Just symbols; they are expressions of 38
beauty, wisdom, and passion. This collection

honors the diversity and enduring quality of
poetic expression with both traditional and
modern compositions. Whether you have

Quarter 3 Quarter 4

=]

Expository Essay

always loved poetry or are just curious about It,

this verse-based journey will challenge, inspire, NEWS

and change the way you think about language M
—

and life. Are you prepared to experience

Expository Text,

News And Pres...

f B /s 2

poetry's magic? Now let's get started

Fig. 3. The sample lessons introduction.
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A rhyme scheme is how sounds repeat at the

TPl
I%' Quarter 1 Activities

Dive into every activity—each one
brings you closer to unlocking the
& wonders of literature and poetry,
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waiting to be

end of lines in a poem. It's like a pattern of
musical notes that can stay the same or

change throughout the poem. Poems with

rhyme schemes usually have a steady beat, Select activity

with some syllables stressed more than others.

We show rhyme schemes using letters. Lines Rhyme Scheme Literary Devices

with the same letter rhyme together. For Previous Score: 0/5 Previous Score: 0/7

Analyze a Poem

Instance, in a rhyme scheme like ABAB, the
first and third lines rhyme (the 'A's), and the
second and fourth lines rhyme (the 'B's)

Forms of Poetry
Previous Score: 5/10

Test your Knowldege
Previous Score: 0/20

Previous Score: 0/7

1L, 6 DIFFERENT RHYME SCHEMES

1. Alternate rhyme. In an alternate rhyme, the
first and third lines rhyme, and the second and

fourth lines rhyme, following the pattern ABAB

for each stanza. This Is used In poems with
four-line stanzas.

“A Psalm of Life”
By Henry Wadsworth Longfellow

Tell me not, in mournful numbers,
Life is but an empty dream!—
For the soul is dead that slumbers,

And thinne ara nat what thev caem

Fig. 4. The poetry lessons and rhyme scheme.

Fig. 4 presents the Poetry Lessons and Rhyme Scheme,
which introduces rhyme schemes that guide the learners to
different rhyme schemes.
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7. Symbolism. Symbolism is like a secret code
in stories, adding depth and mystery. It's when
an object stands for something bigger, making
the story richer and more interesting

@& Literary Devices @ Narrative Poetry !
Welcome to the fascinating world

@ What is Narrative poetry? of Philippine literature and
poetry. This app will take you on
an educational journey through
the rich tradition of literature and
poetic expression in our country.

()~ LITERARY DEVICES Examples of a symbolism:
4

A red rose symbolizes love
A white dove symbolizes peace
A rainbow symbolizes hope
A flame symbolizes passion

The narrative poem Is as old as poetry itself
and perhaps the oldest form of literature
Therefore, a narrative poem is a type of poem
used to relay a story. In other instances, the
poet blends features of the story, such as plot,
setting, and characters, and features of poetry,
such as form, meter, rhyme, and poetic
features.

A literary device is a tool used in stories and
poems to create strong connections between
ideas, feelings, and pictures in our minds.
These tools make the text more interesting and
help us understand the author's messages and
themes better. Literary devices work well
because they relate to experiences and
emotions we all share. When we read a story or
poem with good literary devices, we can
understand the author's intentions and the
details of the story more clearly. This makes
reading more enjoyable and helps us
appreciate the work even more.

Select a topic A 3/8 Completed Topics
Example of an Analysis of Literary
Devices in a Famous Philippine
Poem
Where is My May
By Fernando Ma. Guerrero

Characteristics of Narrative
Poetry Rhyme Scheme

Lyric Poetry

Literary Devices

Narrative Poetry

8 Tips To Write A
Good Poem

Storytelling: Narrative poems focus on
plot, setting, characters, and other story
elements.

My happy days have passed away.
The hills and woods have lost their flower.
Where is my May?

Where are its sweet and charming hours?
Cheer me, my star, and give me light,
To see at least a pleasant way,
Show me your eyes so fair and bright
To find my way.

With thoughts of care | bend my head,
Where is my May?

Iam alone, | eat my bread

Away from you, so far away. Read &
Various forms: Narrative poetry comes in
different forms depending on the story,
time period, and place. Modern ones are

n 7 COMMON LITERARY DEVICES
<3 Experimental language: They use
unexpected and creative words to
surprise and captivate the reader.

1. Metaphor. A metaphor is a way of describing
something by saying it is something else, even
though they're different. It helps paint a picture
in your mind by showing how they share
something in common.

Non-linear structure: These poems often
Jump in time and do not follow a
straightforward storyline.

Dramatic Poetry
Examples of a metaphor:

“Thomas was a walking textbook "
“The skyIs a vast sea.”

“Har fracklac wers hie favarita

Fig. 5. The literary devices lesson screen. Fig. 7. The narrative poetry lesson screen.

Fig. 5 presents the Literary Devices lesson screen, which
introduces figures of speech and develops learners'
interpretation of figurative language.

Fig. 7 presents the Narrative Poetry lesson screen,
introducing story-based poems and their narrative elements,
including characters, setting, and plot.

923 WA .

@& Lyric Poetry Q Example of Lyric Poetry & Exploring the History of

Drama

Dialogue and Stage
B e O . By

Directions

First, A Poem Must Be Magical
g, WHAT IS LYRIC POETRY? By Jose Garcia Villa

s The History of Drama: A Journey
71" Through Time

Lyric poetry Is a form of poetry that is relatively Dialogue

short and usually contains musicality to go

First, a poem must be magical,
Then musical as a sea-gull.

along with the writer's feelings. Because of the
melodic patterns characteristic of the lyrical
type of poem, it was frequently sung and

It must be a brightness moving
And hold secret a bird's flowering.
It must be slender as a bell,

Drama, or plays, have been around for a long
time! Imagine a world without movies, TV
shows, or even books! That's what life was like

Dialogue in drama, commonly known as the
lines, constitutes the spoken words delivered
by actors during a performance. It serves as a

for people a long time ago. But they still loved
stories, and they found a special way to tell
them: through drama or plays.

crucial element that brings characters to life on
stage, allowing them to communicate with
each other and express emotions, thoughts,
and motivations. Dialogue plays a pivotal role
in g the plot, 9 traits,
and engaging the audience in the narrative
unfolding before them

recited to the accompaniment of a stringed
Instrument such as the harp or lyre”

And it must hold fire as well.
It must have the wisdom of bows
And it must kneel like a rose.
It must be able to hear
The luminance of dove and deer.
It must be able to hide
What it seeks, like a bride.
And over all | would like to hover
God, smiling from the poem’s cover.

‘ Characteristics of Lyric Poetry
A | q Timeline for Drama

Polnt of View: Lyrical poems are written
in the first person, expressing the poet's
emotions

1. Ancient Greece: The Birth of Drama

16
ﬁﬂ \ |

Drama was born in ancient Greece, thousands
of years ago. It started as special ceremonies
to honor Dionysus, the god of wine and fun
These ceremonies slowly turned into plays
about gods and heroes. The Greeks made two
main types of plays

Length: They are usually short. q Example of Elegy

Simplicity: Lyrical poems use simple
language for easy understanding

The Lover's Death
By Ricardo Demetillo

Content: They are personal and
subjective, reflecting the poet's thoughts
and feelings.

v Tragedies: These were serious and sad plays
that explored big questions about life, death,
and destiny. Think of a story about a hero who
makes a mistake and faces terrible

He who had lived the earth with a firm love
Is now, being infirm, laid in the earth
That covers him with green grass quietly.

\ q Stage directions

Musical: Lyrical poems often have a
musical quality due to rhyme, thythm, and
sniind devices

Once when he walked the fields, he suddenly consequences.

knelt

Stage directions in drama are essential non-
spoken instructions that provide a wealth of

v Comedies: These were funny plays that
M ( g poked fun at people and their silly mistakes

Il (@) < | @) 4

Fig. 6. The lyric poetry lesson screen. . o

Fig. 8. The poetry writing tips lesson screen.

Fig. 6 illustrates the Lyric Poetry lesson screen, presenting

the characteristics and examples of lyric poems that express
personal thoughts and emotions.

Fig. 8 shows the Poetry Writing Tips lesson screen,
providing guidelines and strategies for composing meaningful
and creative poems.
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/ What is Cause and Effect?

What is Sequence Process?

Cause and Effect is a relationship between
events or things, where one is the result of the
other. This concept helps us understand why
things happen (the cause) and what happens
as a result (the effect).

Sequence Process means the order in which
things happen or steps are done. It's like
following the steps In a recipe to make sure
you do everything in the right order, or
understanding the order of events in a story to

know what happens first, next, and last
Cause  wmp Effect

Example: Analyzing Poem

This example to explain each step clearly,
making it easier to follow the process of
analyzing poetry

1.Read and Mark: Read the poem and highlight
important parts, like comparisons or feelings.

2.Find the Main Ideas: Figure out what the
poem is mostly about and what it's trying to
say.

A cause-effect relationship is one in which a
certain event (the cause) makes another event
happen (the effect). 3. Look at How it's Written: Notice how the
poem is set up with lines and how it sounds
Examples

when read aloud.
a) Your alarm clock makes a loud noise. You
wake up in time for school 4. Understand the Feelings: Think about how
the poem's tone affects its meaning. Write
About It: Write down your thoughts on what the

poem means and how it made you feel

Cause: Your alarm clock makes a loud noise
Effect: You wake up in time for school.

5 Talk Ahaut It Share vour thonahts with

~ Tha Aanta

Fig. 9. The drama lessons menu.

Fig. 9 illustrates the Drama Lessons Menu, which contains
the instructional modules and activities for the drama
component of the Grade 7 English curriculum.

Expository Text, News And s @ Sequence Process —
Press Releases —

2

Welcome to the captivating realm
of expository text, news, and

What is Sequence Process?

press releases. This app will Sequence Process means the order in which
guide you through the art of things happen or steps are done. It's like
delivering clear, factual, and following the steps in a recipe to make sure
impactful information, helping you do everything in the right order, or
you nmaster the skills of understanding the order of events in a story to
presenting news and know what happens first, next, and last
ing effectively.
Example: Analyzing Poem
Select a topic mpleted Tog This example to explain each step clearly,
making it easier to follow the process of
I. Non-Journalistic Text analyzing poetry.

1.Read and Mark: Read the poem and highlight
Expository Text Sequence Process important parts, like comparisons or feelings.

2.Find the Main Ideas: Figure out what the
poem is mostly about and what it's trying to
say.

Comparison-

Contrast 3. Look at How it's Written: Notice how the
poem is set up with lines and how it sounds
when read aloud

Cause and Effect

4. Understand the Feelings: Think about how
the poem's tone affects its meaning. Write
About It: Write down your thoughts on what the
poem means and how it made you feel

Problem and Solution

S Talk Ahnit It Share vaur thaiahte with

Fig. 11. The expository text lessons.

Fig. 11 shows the Expository Text lessons and activities,
which develop learners' understanding of informational texts
and organizational patterns.

Exploring the History of 5
Drama

y Y The History of Drama: A Journey

" Through Time

Drama, or plays, have been around for a long
time! Imagine a world without movies, TV
shows, or even books! That's what life was like
for people a long time ago. But they still loved
stories, and they found a special way to tell
them: through drama or plays.

Drama is a form of fiction that involves
dialogue and performance and is considered a
type of literary genre that imitates an action. It
is typically presented as a play for theater,
television, radio, or film, and can be in verse or
prose. A drama features characters in conflict,
often performed on stage in front of an
audience. The individual who creates the script
and stage directions is known as a "dramatist”
or "playwright.”

\ q Timeline for Drama

I. Ancient Greece: The Birth of Drama

Drama was born in ancient Greece, thousands
of years ago. It started as special ceremonies
to honor Dionysus, the god of wine and fun.
These ceremonies slowly turned into plays
about gods and heroes. The Greeks made two

Drama Is the specific mode of fiction main types of plays

represented in performance. The term comes
from a Greek word meaning “action”, which is
derived from the verb meaning “to do® or “to
act”. The enactment of drama in theatre,
performed by actors on a stage before an
audience, presupposes collaborative modes of
production and a collective form of reception.
The structure of dramatic texts, unlike other

/ Tragedies: These were serious and sad plays
that explored big questions about life, death,
and destiny. Think of a story about a hero who
makes a mistake and faces terrible
consequences

v Comedies: These were funny plays that
poked fun at people and their silly mistakes.

) Il € <

Fig. 10. The nature and history of drama lesson screen.

Fig. 10 presents the Nature and History of Drama lesson
screen, introducing drama as a literary genre and explaining its
characteristics and historical development.

@& Comparison-Contrast ~~& @ Expository Text ~—&

@ Learn About It

Comparing and contrasting are ways of
exploring the similarities and differences
between two things. Comparison refers to how
two objects, people, or ideas are alike. Contrast
refers to how two objects, people or ideas are
different. This method of arrangement
presents the detalls according to similarities
and differences.

Compare and Contrast

texts P a general
category of expository writing not focused on
news reporting orjournalism more specifically.
This text type can constantly be found in

.\ P andpersonal

with the intention of either purely informing the
reader, explaining, or persuading.While
journalistic texts are usually coloured by a
time-bound and event-oriented vision, the non-
journalistic texts seem to have a more
p it ch and may b
verybroad subjects andtopics.

a) Compare - taken from the Latin word
“comparare” which means to liken or to
compare

Comparing things means pointing out their
similarities, or what they have In common

b) Contrast - derived from Latin words “contra”
and “state” which means against and to stand
In Middle English, contrast was used for
meaning “to fight against or to “with Stand” in
a battle.

Contrasting things mean pointing out their
differences, or where they diverge from one
another.

@ Expository Text

Compare
To compare is 1o tell how two or more things
are similar or the same.

In our daily lives, we encounter a wide range of
texts. each with a unioue purpose and stvie.

Fig. 12. The news and press releases lessons and learning activities.

Fig. 12 presents the News and Press Releases lesson screen,
introducing journalistic texts and activities that enhance learners'
comprehension of informational materials.
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Definition of Expository
Essay

&

Features of Expositor: =
B - postory

Essay

8 Basic Features Of An
‘< Expository Essay: Effective
Writing Tips

-~
What is Expository Esay

An expository essay is a type of academic
writing aims to inform the reader about a

Present the facts only. You shouldn’t present
specific topic by explaining, exploring, and

your personal opinion on the topic. Expository

analyzing it in a clear and concise manner. It Wirlting: narrows. down your tasK 1o plcking, up
presents a balanced and objective 4 appropriate information and facts that support
relylng ‘on facts, evidence, and logical the thesis statement. This type of writing

reasoning to support its claims. requires detailed explanations or descriptions

from you. Imagine that your readers know
nothing about the subject matter, so you have
to write everything in detail, even things which
seem evident to you

An expository essay is important because it
helps us understand things better. It explains
ideas or facts clearly and in detail, making
complex topics easier to grasp. By writing an
expository essay, we learn to organize our
thoughts and present information in a logical
way. This skill is useful not only in school but
also in everyday life, where clear
communication is essential

Keep focused. The most important feature of
an effective expository essay Is staying
focused on the topic without wandering from
the subject. You should also avoid wordy
explanations and irrelevant extra information
that won't lead to a better understanding of the
topic. To avoid verbosity choose a narrow topic
that will let you concentrate on presenting a
few key ideas

nCompare and contrast. One of the methods
for expository writing is the discussion of
similarities and differences between two

Purpose:

The primary goal of an expository essay is to
explain, clarify, and inform the reader about a
particular subject. It focuses on providing a
comprehensive and insightful understanding of
the topic, rather than persuading the reader to

Rdapta pecticular impalnt people, objects, or places. You don't need to

list all the similarities and divergent features,
choose the most important ones that

Fig. 13. The expository essay lesson.

Fig. 13 illustrates the Expository Essay lesson screen, which
explains the structure and characteristics of expository writing,
and Fig. 13. The Learning Activities and Assessment
Dashboard.

B. Expert Validation

The completed ReadTech Mobile Reading Application was
evaluated by six expert validators. Results are presented in Table
V.

TABLE V.  EXPERT VALIDATION RESULTS
Criterion Mean Interpretation
Content Quality 4.50 Highly Valid
Accuracy of Tasks 4.83 Highly Valid
Instructional Design Quality 4.67 Highly Valid
Technology and Usability 4.83 Highly Valid
Overall Mean 4.71 Highly Valid

The expert validators rated the application as highly valid
across all dimensions. The highest ratings were obtained in
Accuracy of Tasks and Technology and Usability. These results
indicate that the learning activities, assessment components,
instructional design, and technological features are appropriate
for the intended users and aligned with the objectives of the
application.

C. Acceptability of the ReadTech Mobile Reading Application

Following expert validation and revision, the application
was evaluated by student-users. Table VI presents the
acceptability results.

The overall acceptability mean of 4.47 indicates that learners
found the application highly acceptable. Among the evaluated
dimensions, Engagement obtained the highest rating, followed
by Functionality and Usefulness. The results suggest that

Vol. 17, No. 8, 2026

learners perceived the application as interactive, motivating, and
beneficial for reading development.

TABLE VI.  ACCEPTABILITY OF THE READTECH MOBILE
Dimension Mean Interpretation
Usability 4.30 Highly Acceptable
Functionality 4.48 Highly Acceptable
Engagement 4.65 Highly Acceptable
Usefulness 4.43 Highly Acceptable
Overall Mean 4.47 Highly Acceptable

D. Discussions

The identified learner needs directly informed the design of
the ReadTech Mobile Reading Application. For example, the
high demand for vocabulary-building activities resulted in the
integration of the "Word of the Day" module, while the need for
structured reading comprehension activities led to the
development of curriculum-aligned reading lessons, quizzes,
and progress-monitoring features. Likewise, learners' preference
for gradual learning progression guided the implementation of
the level-unlocking mechanism, allowing students to complete
prerequisite lessons before accessing more advanced
instructional content. The Design and Development Research
methodology facilitated an iterative development process in
which learner needs, expert recommendations, and usability
considerations were continuously incorporated into the
application. Such an approach is consistent with learner-
centered instructional design, where educational technologies
are developed based on the characteristics and requirements of
their intended users rather than solely on technological
considerations.

The expert validators rated the application highly across all
evaluation criteria, including content quality, instructional
design, task accuracy, and technology usability. These findings
indicate that the instructional content is appropriate for the
intended learners and aligned with the Grade 7 English
MATATAG Curriculum. High ratings in task accuracy further
suggest that the learning activities and assessments accurately
represent the targeted learning competencies, while high
usability ratings indicate that the application's interface,
navigation, and overall functionality are suitable for classroom
implementation. It is important to recognize that expert
validation evaluates the quality of the developed educational
product rather than its instructional effectiveness. High validity
demonstrates that specialists consider the application
educationally appropriate and technically sound; however, it
does not provide evidence that learners achieve measurable
improvements in reading comprehension after using the
application.

Student-users also rated the application as highly acceptable
across usability, functionality, engagement, and usefulness. The
highest rating was obtained in engagement, indicating that
learners found the application interesting and motivating to use.
High usability scores further suggest that learners were able to
navigate the application with minimal difficulty, while
functionality and usefulness ratings indicate that the application
successfully supports the intended instructional activities.
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Nevertheless, learner acceptability should not be interpreted as
evidence of improved academic performance. Acceptability
reflects users' perceptions of the application's quality,
convenience, and learning experience rather than objective
improvements in reading ability. Consequently, the present
findings demonstrate that learners positively received the
application but do not establish causal improvements in reading
comprehension or vocabulary acquisition.

The present study has several limitations. First, the
evaluation focused primarily on learner needs assessment,
expert validation, and student acceptability rather than
instructional effectiveness. Consequently, no pretest—posttest or
comparison-group design was conducted to determine whether
ReadTech produces measurable improvements in learners'
reading comprehension or vocabulary development. Second, the
participants were drawn from two integrated schools within one
municipality, which may limit the generalizability of the
findings to other educational contexts. Finally, the study relied
on descriptive statistical analyses because its primary objective
was to evaluate the developed application rather than determine
causal relationships. Future research should conduct quasi-
experimental or experimental evaluations to investigate the
effects of ReadTech on reading achievement, vocabulary
acquisition, learner motivation, and long-term literacy
development across diverse educational settings, but do not
establish causal improvements in reading comprehension or
vocabulary acquisition.

E. Implication of the Findings

The findings imply that Grade 7 learners require technology-
supported interventions to address challenges in reading
comprehension, vocabulary development, and learner
engagement. The high validity and acceptability of the mobile
reading application indicate that mobile-based learning can
effectively supplement traditional reading instruction by
promoting interactive, personalized, and self-paced learning.
The results further suggest that schools and educators should
integrate mobile applications into literacy programs to enhance
reading outcomes and support continuous monitoring of
learners' progress.

IV. CONCLUSION AND RECOMMENDATIONS

A. Conclusion

This study successfully developed the ReadTech Mobile
Reading Application using a Design and Development Research
methodology. The application demonstrated high levels of
expert validity and learner acceptability, indicating that it is a
feasible and curriculum-aligned instructional resource for
supporting reading instruction among Grade 7 learners. Because
the present study focused on development and evaluation rather
than instructional effectiveness, future research should
investigate the impact of ReadTech on reading comprehension
and vocabulary acquisition using experimental research designs.

B. Recommendations

Future implementations of ReadTech may involve a larger
and more diverse group of learners to determine its effectiveness
across different educational settings. Experimental studies may
also be conducted to measure the application's impact on reading

Vol. 17, No. 8, 2026

achievement and long-term retention. Additional features such
as adaptive learning analytics, gamification elements,
multilingual support, and teacher dashboards may be integrated
to further improve learner engagement and instructional
monitoring. Schools and educators are likewise encouraged to
adopt and integrate mobile learning applications such as
ReadTech into literacy programs to enhance reading instruction
and support continuous learner development.
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