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 The issue of low social skills among junior high school students can 

hinder interpersonal relationships and collaboration during the 

learning process. This study examines the effectiveness of group 

guidance services that integrate cooperative game techniques in 

improving the social skills of seventh-grade students at SMP Negeri 3 

Galang. A quantitative approach was employed using a quasi-

experimental design of the Pretest-Posttest Control Group type. The 

study population consisted of 101 students, with 16 students identified 
as having low social skills. The sample was divided into experimental 

and control groups, each comprising eight students selected through 

purposive sampling. The intervention was conducted over six 

sessions. The research instrument used was a social skills scale, and 

the data were analysed using the t-test with the assistance of SPSS 

version 27. The analysis results showed a significance value (2-tailed) 

of 0.000 (< 0.05), indicating a significant difference between the 

experimental and control groups. The t-values were 17.616 and 8.981, 

with a significance level of 0.000. These findings demonstrate that 

group guidance services based on cooperative games effectively 

enhance students' social skills. This result implies that such an 

approach can serve as an alternative strategy for school counselling 
services. 
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1. INTRODUCTION  

Junior high school students are typically in the adolescent stage of development. 

According to Hurlock, one of the most crucial developmental tasks during this period is 

forming positive social relationships with peers of the same and opposite gender. In addition, 

adolescents are expected to begin developing emotional independence and enhancing the 

intellectual abilities required to fulfil their roles as members of society. As social beings, 

humans cannot live in isolation; instead, they constantly interact with others, building 
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understanding, familiarity, and harmonious relationships. In every interpersonal interaction, 

individuals are indirectly involved in social connections. Consequently, in a society that 

continues to evolve, individuals must adapt and integrate into their surroundings, even when 

those environments are not always supportive or conducive. In this context, social skills 

become a critical aspect that enables individuals to respond to social life's increasingly 

dynamic and complex nature [1]. 

The rise of digital technology has significantly affected patterns of social interaction. 

The intensity of face-to-face communication has declined, as many students feel more 

comfortable communicating through digital media rather than engaging in direct 

interactions. This condition can hinder the optimal development of their social abilities. Such 

a phenomenon presents a challenge for educators, particularly in devising effective strategies 

to develop students’ social skills within the school environment. Students may encounter 

various obstacles that disrupt their academic achievement during learning. At this point, 

guidance and counselling (GC) teachers play a pivotal role in assisting students with 

preventive measures against factors that may affect learning success [2], [3], [4]. GC teachers 

also act as facilitators who help students resolve academic or personal challenges [5]. 

Strategies aimed at enhancing students' social interaction skills are strongly linked to the 

strategic role of GC teachers, who assist students through the socialisation process in schools 

so that they can function optimally as learners [6], [7], [8]. Social skills become even more 

vital during adolescence as students begin engaging in broader social environments. This 

necessitates the development of adaptive and personal capacities to navigate emerging social 

challenges [9]. 

According to Merrell [10], Social skills encompass five core aspects. First is the 

ability to build peer relationships, characterized by empathy, sympathy, ease of making 

friends, and positive interactions. Second, self-management skills include emotional 

regulation and responding constructively to criticism. Third, academic-related attitudes 

include independent learning, task responsibility, activeness, and collaboration. Fourth, 

compliance, which involves adherence to rules and effective time management. Fifth, 

assertiveness includes self-confidence, the ability to express feelings appropriately, and 

respect for others. Mastery of these aspects, developed gradually, allows students to adapt 

effectively to their social environments. This adaptation further supports psychosocial 

development and improves academic performance [11]. 

Based on observations conducted with GC teachers at SMP Negeri 3 Galang, it was 

found that several students exhibited low levels of social skills. Indicators of this condition 

include difficulty forming peer relationships, inability to initiate conversations, and limited 

expressions of empathy and sympathy. Some students had only one close friend, struggled 

to regulate emotions, were easily offended, and often rejected advice from others. In 

addition, they encountered difficulties completing tasks independently, depended heavily on 

peers for help, showed impatience in facing challenges, and refrained from asking questions 

when encountering learning difficulties. Other signs of low social skills included a lack of 

respect for others, talking while the teacher was speaking, nervousness when asked to speak 

in front of the class, inappropriate language use during communication, and disinterest in 

group discussions. 
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Several contributing factors to the low level of social skills include the quality of 

peer relationships, family environment, and individual adaptation capacity. Insufficient 

social skills can lead to negative consequences, such as low self-esteem, lack of confidence, 

social withdrawal, and decreased learning motivation, affecting academic performance [12]. 

These findings align with previous studies showing that students’ social skill levels are not 

always optimal. Some students exhibit individualistic behaviour, feel shy or insecure, and 

are reluctant to engage with others—conditions that hinder the learning process in schools 

and broader educational contexts [13]. 

In response to these findings, particularly the low social skills demonstrated by 

seventh-grade students at SMP Negeri 3 Galang, it is essential to initiate structured efforts 

to improve their social competence. Social skills refer to personal competencies in 

establishing interpersonal relationships and interacting effectively in social contexts. 

Students with well-developed social skills are generally more capable of engaging with 

others, whereas limitations in these skills can adversely affect both social life and learning 

outcomes. 

GC teachers possess various tools that can be utilised to support the holistic 

development of students’ potential [14]. This role is reflected in implementing various 

guidance and counselling services, such as orientation, placement, information 

dissemination, individual counselling, group counselling, and group guidance. The role of 

educators in schools goes beyond delivering subject matter or transferring knowledge. It also 

encompasses the comprehensive development of students' personal and social growth. This 

applies not only to homeroom teachers and subject teachers but also, more specifically, to 

GC teachers tasked with supporting students' personal and social development [15]. To 

address the issue of low social skills, GC teachers can implement individual and group-based 

approaches that aim to enhance students’ social functioning effectively. 

Schools play a strategic role in addressing social skill deficiencies among students. 

One viable approach is implementing systematic group guidance services consisting of 

guidance and counselling components. This study focuses explicitly on implementing group 

guidance services targeting students with low social skills. In practice, the facilitation 

conducted by the counsellor in leading a group of students is referred to as group guidance. 

Such activities address various issues related to self-development, positive self-acceptance, 

and the prevention of potential personal or social problems [16]. The implementation of 

group guidance in schools is generally supervised by GC teachers, who serve as facilitators 

to help students develop their potential and prevent the emergence of personal and social 

difficulties. Several techniques, including cooperative game-based methods, may be applied 

within group guidance sessions. 

Cooperative games involve group-based activities designed to achieve shared goals. 

Through these games, participants gain direct experiences later internalised and reflected 

upon. During the reflection phase, participants are encouraged to express the emotions they 

experienced during the game, helping them become more aware of their feelings and 

personal responses in interactive situations [17]. Cooperative games include various 

structured methods to build solidarity and collaborative ability among group members to 

reach common objectives. Some examples of these activities include “Crossing the River,” 
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“See Out Feet,” “The Longest Street,” and “Entangled Rope.” Each game is structured to 

enhance collaborative skills and foster stronger social bonds among participants. 

Group guidance activities utilising cooperative games allow students to improve their 

social skills directly through experiential learning and peer interaction. Besides 

strengthening peer relationships, this method creates a joyful and supportive environment 

that fosters positive group dynamics [18]. Individuals learn more effectively and with greater 

motivation in such enjoyable and interactive settings. Research has shown that behaviours 

demonstrated during gameplay often mirror those seen in real-life situations, such as 

decision-making, problem-solving, planning, communication, and relationship-building. 

Therefore, games can serve as reflections of real-world social dynamics. In the context of 

cooperative games, the essential aspect is the individual's ability to adapt and align with 

prevailing social norms and values. When participants collectively explore and solve issues, 

constructive interaction patterns emerge, which can be applied to everyday social life.. 

Several relevant studies support the application of this technique. Prakoso and 

Prasasti [17]  found that integrating cooperative games in group guidance significantly 

enhances students’ social skills. Similar findings were reported by Rici and Alawiyah [1] 

who emphasised that students with low social abilities can benefit significantly from 

structured group guidance interventions using collaborative games. 

Faizah [18] also reported that cooperative game-based methods are an effective 

strategy for developing the social capacities of individuals struggling to build interpersonal 

interactions. Through this approach, participants gain insight into their social roles and learn 

to support peers facing similar challenges. 

Based on the aforementioned background, this study aims to explore the 

effectiveness of group guidance services that incorporate cooperative game techniques in 

improving the social skills of seventh-grade students at SMP Negeri 3 Galang. This strategy 

is expected to encourage students to actively participate in collaborative problem-solving, 

where the involvement of each group member plays a crucial role in achieving constructive 

outcomes. 

 

2. METHOD  

2.1 Participants 

This study employed a quantitative approach using a quasi-experimental design. The 

participants were seventh-grade students from SMP Negeri 3 Galang, with a total population 

of 101 students. The sample was selected through purposive sampling, consisting of 16 

students with low levels of social skills. These participants were then divided into two 

groups: an experimental group and a control group, each consisting of 8 students [19], [20], 

[21]. 

 

2.2 Instruments 

The primary instrument used in this study was a social skills scale, developed based on 

the indicators proposed by Merrell. The measured aspects included: (1) the ability to build 

relationships with peers, (2) self-management, (3) academic-supportive attitudes, (4) 

compliance with rules, and (5) assertiveness [22]. The scale was adapted from a previous 



 https://doi.org/10.58421/gehu.v4i3.620  

 

 

1151 

study by Putri Evita [11] and had undergone both validity and reliability testing. The validity 

test results showed item-total correlation values above 0.30, and the reliability coefficient 

was 0.891 using Cronbach’s Alpha method, indicating high internal consistency. 

 

2.3 Procedure 

The study adopted a Pretest-Posttest Control Group Design. Both the experimental and 

control groups were given a pretest and a posttest. The experimental group received a 

treatment in the form of group guidance services integrated with cooperative game 

techniques, while the control group participated only in conventional group guidance 

sessions [20]. The experimental procedure consisted of three main phases: pretest, treatment, 

and posttest. During the pretest phase, the researcher assessed the baseline social skills of 

participants in both groups. The treatment phase involved delivering the intervention—

cooperative game-based group guidance—to the experimental group, whereas the control 

group received standard guidance services. The posttest was then administered to evaluate 

the effectiveness of the treatment by comparing the post-intervention scores between the two 

groups. 

 

2.4 Data Analysis 

The collected data were analysed using parametric statistical tests to compare pretest 

and posttest results of both groups to determine the intervention's effectiveness in improving 

students' social skills. The data were processed using SPSS version 27. Statistical analysis 

included normality and homogeneity tests, followed by paired sample t-tests and 

independent sample t-tests to examine differences within and between the groups. 

The t-test formula used is as follows: 

𝑡 =
𝑋1−𝑋2

√(
(𝑛1−1)𝑆1

2+(𝑛2−1)𝑆2
2

𝑛1+𝑛2−2
)(

1

𝑛1
+

1

𝑛2
)

  (1) 

 
Where:  

X1 = mean of the experimental group 

X2   = mean of the control group 

n1   = number of students in the experimental group 

n2   = number of students in the control group 

S1   = variance of the experimental group 

S2   = variance of the control group 

S     = pooled variance 

 

Before conducting the t-test, statistical assumptions were verified through normality 

and homogeneity tests to ensure the data were suitable for parametric analysis. These steps 

were essential for validating the reliability of the statistical inferences drawn from the dataset 

regarding the effect of the cooperative game-based group guidance intervention. 
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3. RESULTS AND DISCUSSION  

3.1 Result 

Pretest Condition of Social Skills in the Experimental and Control Groups 

The implementation of the pretest aims to identify the initial condition of the social 

skills of grade VII students at SMP Negeri 3 Galang before being given treatment. Based on 

the results of the initial measurements of 101 students, 16 students with the lowest social 

skills scores were selected, and they were then divided into two groups: experimental and 

control, with eight students each. The pretest results showed that most students were in the 

low category (75%) and some were in the medium category (25%), both in the experimental 

and control groups. The average score of the experimental group was 84.75, and the control 

group was 85, both in the low to moderate category. After five interventions, the 

experimental group received cooperative game-based group guidance services, while the 

control group received conventional guidance services. The results of the measurements 

made are shown in Table 1. 

 

Table 1. Social Skills Pretest Data in Experimental and Control Classes 

NO 
EXPERIMENTAL CLASS CONTROL CLASS 

Code Name Score Category Code Name Score Category 

1 RA 81 Low DSA 80 Low 

2 PA 77 Low FL 81 Low 

3 FHS 85 Low R 84 Low 

4 RH 95 Moderate F 77 Low 

5 FZN 91 Moderate LOS 95 Moderate 

6 ATA 83 Low AL 85 Low 

7 ZR 85 Low HM 101 Moderate 

8 RD 81 Low MAF 77 Low 

Total 678   680  

Mean 84,75     85   

 
Table 1 presents the results of the social skills pretest; the experimental group obtained an 

average score of 84.75, which was in the low to medium category, while the control group 

achieved an average score of 85. 

Based on the data in Table 2, it is known that out of the eight students in the 

experimental class, six of them (75%) were classified as having low social skills, while the 

other two students (25%) were in the medium category. A similar composition was also 

found in the control class, namely 75% of students in the low category and 25% in the 

medium category regarding social skills. As a follow-up to the initial findings, the 

experimental group was given treatment through group guidance services combined with 

cooperative-based game techniques. Meanwhile, the control group received conventional 

group guidance services without applying the game technique. This intervention was carried 

out during five meetings. The results of the initial measurement of social skills indicated that 

some students experienced obstacles in adjusting to their peers, were less able to express 

their opinions in class discussions, showed low cohesiveness in group work, lacked empathy 
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for others, and did not pay attention or actively listen when the teacher or friend was speaking 

in a group discussion session. 

 

Table 2. Frequency Distribution and Percentage of Pretest Results 
Category Interval Experimental Frequency Percentage Control Frequency Percentage 

Very High 140-160 0 0 0 0 

High 113-139 0 0 0 0 

Moderate 86-112 2 25% 2 25% 

Low 59-85 6 75% 6 75% 

Very Low 32-58 0 0 0 0 

 

The condition of the social skills of the students of the experimental and control classes 

after being given treatment (posttest) 

In order to identify the transformation experienced by students as a result of the 

implementation of group guidance services to encourage progress in students' social 

interaction competencies, measurements were carried out through posttests in experimental 

and control groups. The data from the measurement results are shown in Table 3: 

 

Table 3. Posttest Data of Social Skills in Experimental and Control Classes 

 

In Table 3, after the implementation of the pretest, intervention in the form of 

treatment was carried out four times. Furthermore, a posttest is given to measure the level 

of social skills of students after treatment. As a result, the experimental group obtained an 

average score of 118, which was classified as high, while the control group also obtained the 

same average of 118. 

 

Table 4. Frequency Distribution and Percentage of Posttest Results 
Category Interval Experimental Frequency Percentage Control Frequency Percentage 

Very High 140-160 0 0 0 0 

High 113-139 8 100% 8 100% 

Moderate 86-112 0 0 0 0 

Low 59-85 0 0 0 0 

Very Low 32-58 0 0 0 0 

 

NO 

  

EXPERIMENTAL CLASS CONTROL CLASS 

Code Name Score Code Name Score Code Name Score 

1 RA 117 High DSA 124 High 

2 PA 113 High FL 116 High 

3 FHS 116 High R 120 High 

4 RH 120 High F 118 High 

5 FZN 121 High LOS 117 High 

6 ATA 114 High AL 119 High 

7 ZR 119 High HM 114 High 

8 RD 124 High MAF 116 High 

Total 944     944   

Mean 118     118   
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Table 4 shows a significant improvement in students' social skills after the 

implementation of treatment. All participants, 16 students, were classified into the high 

category, with a full percentage of 100%. These findings indicate that interventions 

positively impact improving students' social skills. 

 

The effect of the social skill condition of students in the experimental and control 

classes at the time of pretest and posttest 

Analysis of the results of the pretest and posttest of social skills was carried out by 

comparing the average scores of students in the experimental and control groups. This 

comparison shows the changes experienced by each group and is presented visually through 

Figure 1. 

 

 

Figure 1. Social Skills Pretest and Posttest  Results 

 

Figure 1 shows that all 16 students experienced increased social skills in grade VII. 

Before the intervention was given, the experimental group was dominated by students who 

had social skills at a low to moderate level. After participating in a group coaching session 

that integrated collaborative play, there was a marked increase in the high category. 

Meanwhile, the control group that only received group guidance services without 

cooperative game techniques also improved, although the rate of change was not as strong 

as that shown by the experimental group. 

 

Normality Test 

In order to ensure the validity of the data used in this study, the researcher evaluated 

the data on the pretest and posttest results through the application of normality and 

homogeneity tests. The normality test aims to identify whether the data distribution follows 

a normal distribution pattern. In the analysis process,  the normal distribution is determined 

if the significance value (sig) is more than 0.05, which is used as the main reference in 

decision-making.  On the other hand, if the significance value is below 0.05, then the data is 

considered to deviate from the normal distribution. A recap of the results of normality testing 

is presented systematically in Table 5. 
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Table 5. Normality Test Results 

Class 
Kolmogorov-Smirnova Shapiro-Wilk 

Statistic df Sig. Statistic df Sig. 

Social Skills 

Outcomes 

Experimental Class Pretest 
0,233 8 ,200* 0,939 8 0,597 

Posttest Experiment Class 0,110 8 ,200* 0,977 8 0,945 

Control Class Pretest 0,250 8 0,150 0,859 8 0,118 

Control Class Posttest 0,132 8 ,200* 0,945 8 0,661 

 

The pretest and posttest scores in the experimental and control classes showed a 

relevant significance level, as the analysis results obtained through the Shapiro-Wilk 

normality test are presented in Table 5. In the control group,  the normality test results had 

a value of 0.118 for the pretest and 0.661 for the posttest. Both values exceeded the threshold 

of 0.05, so it can be concluded that the data in this group is normally distributed. The same 

is true for the experimental group, where the significance value of the pretest is 0.597 and 

the posttest is 0.945, both above 0.05, indicating that the data has a normal distribution. 

 

Homogeneity Test 

To determine whether the data distribution in the sample is homogeneous, the 

researcher needs to conduct a homogeneity test on the variance similarity between the 

analysed sample groups. This test is important, especially when the researcher wants to 

generalise the research results, and if the data comes from several different groups but the 

same population [23]. The results of the homogeneity test analysis can be seen in Table 6: 

 

Table 6. Homogeneity Test Results 

  

Levene 

Statistic 
df1 df2 Sig. 

Social Skills 

Outcomes 

Based on the Mean 2,358 3 28 0,093 

Based on the Median 1,668 3 28 0,196 

Based on Median and with adjusted df 1,668 3 14,766 0,217 

Based on the trimmed mean 2,147 3 28 0,117 

 

Based on the results of the data analysis in the table above, it can be concluded that 

there is an equivalence of variance between the experimental and control groups. This is 

indicated by the significance value (Sig.) Based on the mean of 0.093, which is greater than 

0.05. Thus, the data in this study meet the homogeneity assumption. 

 

Paired Sample t-Test 

In order to prove the hypothesis proposed, this study uses a statistical analysis 

method in the form of a Paired Samples t-Test. This test aims to identify the average 

difference between the pretest and posttest in the experimental and control groups. This test 

is beneficial in evaluating the effectiveness of the treatment given. If the significance value 

(Sig.) produced is less than 0.05, then the difference is considered statistically significant, 

meaning that the treatment has a real influence on the studied variable. Data processing is 
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carried out with the help of SPSS software, and the results of the test data details are 

presented in Table 7. 

 

Table 7. Paired Sample t-Test Test Results 

  

Paired Differences t df 
Sig.  

(2-tailed) 

Mean 
Std. 

Deviation 

Std. Error 

Mean 

95% Confidence Interval 

of the Difference    

Lower Upper 

Pair 1 Pretest Experiment – 

Posttest Experiment 

-33,25000 5,33854 1,88746 -37,71313 -28,78687 -17,616 7 0,000 

Pair 2 Pretest Control – 

Posttest Control 

-33,00000 10,39230 3,67423 -41,68818 -24,31182 -8,981 7 0,000 

 

         Based on the decision-making criteria according to Sugiyono  [24], the conditions for 

hypothesis testing can be described as follows: 

a. A significance value (p) < 0.05 indicates a significant difference, so H₀ is rejected. 

b. A significance value (p) > 0.05 indicates no significant difference, so H₀ is accepted. 

Based on the data in Table 7, the analysis was carried out using the Paired Sample t-

Test with a significance level of α = 0.05. The test results showed that the significance value 

(Sig. 2-tailed) was 0.000, which means it was smaller than 0.05. The output of pair 1 shows 

a calculated t-value of 17.616 with a significance value of 0.000 < 0.05. This indicates a 

significant difference between the average pretest and posttest results in the experimental 

class regarding students' social skills. Thus, H₀ is rejected and H₁ is accepted. Furthermore, 

in the output pair 2, a calculated t-value of 8.981 was obtained with a significance of 0.000 

(2-tailed), which is also smaller than 0.05. This shows a significant difference between 

pretest and posttest results on social skills indicators. Thus, the differences shown in the two 

groups prove the influence of the treatment given. Based on the results of the analysis, the 

intervention has a significant impact on improving students' social skills. Thus, the 

alternative hypothesis (H₁) is declared accepted, while the null hypothesis (H₀) is rejected. 

These findings indicate that the intervention is effectively applied in the learning process at 

SMP Negeri 3 Galang. 

The study results showed that group guidance services, especially those that integrate 

cooperative game techniques, were proven effective in improving the social skills of grade 

VII students at SMP Negeri 3 Galang. These interventions resulted in significant positive 

impacts, supported by statistical data and the distribution of social skills categories that 

increased from low to high. 

 

3.2 Discussion 

The findings of this study indicate that group guidance services incorporating 

cooperative game techniques significantly enhance students’ social skills. The effectiveness 

of this approach can be explained through several mechanisms. Cooperative games naturally 

require active participant engagement, creating scenarios that simulate real-life social 

interactions. These structured yet enjoyable activities provide students with low-pressure 
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opportunities to practice social behaviours, such as initiating conversations, working 

together, and resolving conflicts. 

Such experiences foster the development of empathy, communication, mutual trust, 

and a sense of responsibility within the group. The interactions during these sessions help 

form a healthy group dynamic, where students learn to adapt, resolve interpersonal issues, 

and express their opinions assertively. These outcomes support Merrell’s theory as cited in 

Amala et al. [25], emphasising that the five dimensions of social skills can be effectively 

developed through direct and systematic experiential learning in group-based activities. 

However, this study is not without limitations. First, the relatively small sample size 

(only 16 students) restricts the generalizability of the findings to a broader population. 

Second, the duration of the intervention, consisting of only five sessions, may not be 

sufficient to observe long-term effects or sustained behavioural change. Third, the 

assessment of social skills relied heavily on questionnaires and teacher observations, both of 

which are potentially influenced by subjective bias. Moreover, this study did not strictly 

control external factors such as classroom dynamics, peer support, and family environment, 

which may have influenced the outcomes. 

Despite these limitations, the findings offer important practical implications for 

school counsellors and educators. Implementing group guidance services using cooperative 

game techniques can serve as a compelling intervention strategy, particularly for students 

who are passive or experience difficulty in building social relationships. Schools may also 

adopt this approach as a preventive program to reduce potential issues such as peer conflict 

or social isolation. Furthermore, school counsellors are encouraged to adapt the games in 

alignment with students’ developmental needs and extend the intervention to include other 

areas of personal growth, such as leadership, conflict resolution, and emotional regulation. 

Based on the study's results and analysis, it can be concluded that the social skill 

levels of seventh-grade students at SMP Negeri 3 Galang were initially within the low to 

moderate category. After implementing five sessions of group guidance incorporating 

cooperative game techniques, there was a significant improvement, with all students in the 

experimental group reaching the high social skills category. The comparison between the 

experimental and control groups further supports the conclusion that cooperative games 

facilitate students’ social development. 

The results of the Paired Samples t-Test showed a significance value (2-tailed) of 

0.000, which is below the 0.05 threshold. This finding indicates that the null hypothesis (H₀) 

should be rejected, and the alternative hypothesis (H₁) accepted. Therefore, it can be 

statistically concluded that group guidance services using cooperative game techniques 

effectively improve students' social skills. The study recommends that school counsellors 

adopt this method as part of a broader and more sustainable social skills development 

program in schools. 

 

4. CONCLUSION  

Based on the findings and analysis conducted, it can be concluded that group 

guidance services utilising cooperative game techniques effectively enhance the social skills 

of seventh-grade students at SMP Negeri 3 Galang. The significant improvement observed 
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indicates that collaborative and interactive approaches in guidance sessions can foster the 

development of students’ communication abilities, teamwork, and empathy. 

Therefore, it is recommended that school counsellors incorporate cooperative game-

based methods into ongoing social skills development programs. Such methods can serve as 

a dynamic and engaging intervention strategy, particularly for students who face challenges 

in social interaction. 

For future research, it is suggested that the scope of participants be expanded to 

include different grade levels or schools, and that additional variables such as students’ 

socio-economic backgrounds or the role of family support be considered in the analysis. 

Doing so will make the results more comprehensive and contribute to designing more 

effective and contextually relevant intervention programs within broader educational 

settings. 
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