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ABSTRACT 

 

Contemporary Philippine arts in senior high schools demands inno-

vative approaches to engage students meaningfully. Although virtual 

reality and 360º videos have been explored in educational settings, 

limited research has investigated the impact of 360-degree photos, 

particularly in the context of Philippine Contemporary Arts educa-

tion. This study addresses this gap by examining the effectiveness of 

semi-immersive imagery in enhancing student learning. This study 

aimed to determine the effectiveness of 2D and 360-degree images 

in improving the learning interest and performance tasks of Grade 

12 students in Philippine Contemporary Arts.  A quasi-experimental 

design was employed, involving a control group exposed to tradi-

tional 2D images and an experimental group using 360-degree im-

ages. Data were collected using pre-tests, post-tests survey which 

were validated instrument that measured four indicators of learning 

interest: pleasure, attention, interest, and engagement. Findings re-

vealed that students in the 360-degree group demonstrated signifi-

cantly higher post-test scores and stronger learning interest across 

all indicators (p < 0.05) compared to the 2D group. Moreover, their 

performance tasks showed greater improvement, with mean scores 

increasing from 13.00 ("Good") to 16.00 ("Excellent"). Outputs from 

the 360-degree group reflected enhanced creativity, spatial aware-

ness, and curatorial thinking. In contrast, the 2D group’s work, while 

technically accurate, less imaginative in depth and showed limited 

growth. The study affirms the effectiveness of 360-degree photo in-

tegration in fostering both cognitive and affective learning outcomes 

in art education. However, the study is limited in scope, as it involved 

only one public high school, a specific subject (Contemporary Arts), 

and a relatively small sample size. Additionally, the intervention pe-

riod was brief, and long-term retention and applicability across dif-

ferent disciplines were not explored. Despite these limitations, the 
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findings provide valuable insights into the use of 360-degree imagery 

as an accessible and engaging tool for enhancing arts instruction in 

the Philippine senior high school context.  

 

Keywords: Virtual Reality, 360-degree images, Student engagement, 

Art education, Technology in education 

 

Introduction 
The integration of technology in education 

has fundamentally transformed the ways in 
which students interact with and absorb learn-
ing materials. Digital innovations from interac-
tive multimedia to immersive virtual environ-
ments—have shifted traditional pedagogical 
approaches toward models that prioritize en-
gagement, interactivity, and personalized 
learning. In the realm of art education, where 
sensory experience and aesthetic appreciation 
are paramount, this technological evolution is 
especially pertinent. 

In the Philippine educational landscape, 
contemporary art has historically been un-
derappreciated. This under-recognition stems 
partly from limited exposure and the predomi-
nance of didactic teaching methods, which fail 
to capture the dynamism and cultural reso-
nance of Philippine Contemporary Arts. As stu-
dents in this context often interact with art 
solely through static images or textbook de-
scriptions, there is a pressing need to revitalize 
art instruction and foster a deeper, more per-
sonal connection with local artistic expres-
sions. 

Recent advances in immersive visual tech-
nology offer promising avenues for bridging 
this gap. Among these, 360-degree images have 
emerged as accessible yet potent tools for cre-
ating semi-immersive learning environments. 
Research indicates that such immersive media 
can lead to higher levels of student engage-
ment, improved attention, and increased par-
ticipation in classroom activities. Studies in re-
lated fields have demonstrated that immersive 
visual experiences—whether via virtual reality 
(VR) or panoramic imagery—can enrich stu-
dents’ learning by providing them with contex-
tualized, multi-sensory experiences that tradi-
tional 2D media cannot offer. 

This study is underpinned by several theo-
retical frameworks that emphasize active and 

experiential learning. Experiential Learning 
Theory (Kolb, 1984) posits that learning occurs 
as students encounter and reflect on real-world 
experiences. By integrating immersive 360-de-
gree images into art instruction, the study lev-
erages this theory to create learning experi-
ences that are both engaging and reflective. Ad-
ditionally, Technology-Enhanced Learning 
(TEL) Theory supports the use of digital tools 
to create interactive, learner-centered educa-
tional environments, suggesting that technol-
ogy can bridge gaps in traditional methods and 
cater to diverse learning styles. 

A comprehensive review of the literature 
reveals that while there is substantial research 
on the use of VR and 360-degree videos to en-
hance educational outcomes, there is a notable 
paucity of studies focusing specifically on the 
application of 360-degree photos in art educa-
tion. Prior research has primarily concentrated 
on how immersive technologies impact learn-
ing outcomes and performance in various sub-
jects; however, the unique potential of 360-de-
gree photos—offering immersive yet accessi-
ble experiences without the high cost and tech-
nical demands of full VR—remains underex-
plored, particularly within the context of Phil-
ippine Contemporary Arts. 

The significance of this study, therefore, lies 
in its attempt to fill this research gap. By inves-
tigating the effectiveness of 360-degree images 
in enhancing learning interest and perfor-
mance tasks among Grade 12 students, this 
study seeks not only to improve the delivery of 
Contemporary Arts instruction but also to pro-
vide empirical evidence that supports the inte-
gration of semi-immersive digital tools in the 
classroom. Ultimately, the findings are antici-
pated to offer valuable insights for educators 
and policymakers striving to enrich Philippine 
art education and stimulate a renewed appreci-
ation for local contemporary arts. 
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Methods 
This research used to a quasi-experimental 

approach through two groups, a control group 
who were given traditional 2D images and an 
experimental group who were provided with 
360-degree images. This approach was used to 
permit comparison between two naturally oc-
curring groups within the school environment 
where it was not possible to have random as-
signment. This intervention was carried out to 
find out the influence of varying levels of visual 
content on the student’s learning interest and 
performance tasks in Philippine Contemporary 
Arts. 

There were 142 Grade 12 students from 
Cristobal S. Conducto Memorial Integrated Na-
tional High School (CSCMINHS) who took part 
in the study in the academic year 2024-2025. 
Students belonging to STEM and GAS tracks 
comprised the population. Intact class sections 
were assigned into control and experimental 
groups through cluster sampling to reduce se-
lection bias but maintain classroom dynamics.  

To gather the overall data, the study used 
the following tools:  

Pre and Post Assessments. These measured 
learning interest and performance tasks of stu-
dents prior to and after the intervention. The 
content of the test was validated by subject 
matter specialists and pilot-tested for rele-
vance and clarity. 

Survey Questionnaire. A Likert-scale sur-
vey was developed based on previously vali-
dated instruments (Arliyanti & Kurniawati, 
2020) to assess the interest in learning based 
on four indicators: pleasure, attention, interest, 
and motivation. The survey provided a 
Cronbach’s alpha internal consistency score of 
0.89, reflecting high reliability.  

Rubric-Bases Performance Task. Students 
were assessed via performance tasks in accord-
ance with the DepEd curriculum. A standard-
ized rubric was applied to assess outputs on 
creativity, conceptualization and artistic imple-
mentation. Inter-rater reliability was achieved 

through calibration sessions with two master-
teachers. 
 
Procedure 

Both groups received the same content and 
length of instruction, with the only difference 
being the method of visual presentation. The 
control group saw static 2D images, whereas 
the experimental group engaged with 360-de-
gree images through mobile devices, laptops 
and classroom televisions. Pre-assessments 
were given before the intervention, followed by 
five-weeks of visually based instruction, ending 
with post-assessment and performance tasks 
presentation. To counter possible biases, teach-
ers were unaware which students were in the 
control or experimental group when grading 
the performance tasks. The same teacher 
taught the two groups with ready-made lessons 
to ensure instructional consistency. Environ-
mental conditions such as setting, equipment, 
duration were maintained equal for both 
groups. 

 
Data Analysis 

Quantitative data were processed using de-
scriptive statistics (mean, standard deviation) 
to report learning interest and performance 
scores. An independent samples t-test was 
used to establish significant differences be-
tween the control and experimental groups at a 
significance level of p < 0.05.  

 
Findings on Learning Interest 

The comparison of pre and post interven-
tion results indicated a significant increase in 
the learning interest of learners who were ex-
posed to 360-degree images. The experimental 
group had consistently higher attention, en-
gagement, pleasure, and interest in Philippine 
Contemporary Arts than the control group. 
These results are graphically presented in Fig-
ure 1, and it shows the difference in levels of 
learning interest between the two groups. 
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Figure 1. Test of Difference 2D photos and 360° photos 
 

This result validates the assertion of re-
searchers like Radianti et al. (2020), who estab-
lished that interactive visual aids like 360-de-
gree formats promote increased learner en-
gagement by mimicking real life experiences. 
Utilizing 360-degree imaged presented a more 
interactive setting that piqued the interest of 
students and evoked an emotional response to 
the material, which 2D images could not attain.  

 
Findings on Academic Performance 

Performance tasks were assessed based on 
a standardized rubric covering creativity, con-
ceptual understanding and critical analysis. As 
shown in Figure 2, students in the experimental 
group achieved higher mean scores than those 
in the control group. 

 
 
 
 
 
 
 

Figure 2. Student Performance Tasks Before and After Using 2D & 360°Photos 
 

This demonstrates stronger artistic expres-
sion, spatial awareness, and the ability to inter-
pret and contextualize artworks. The con-
sistent improvement among students in the ex-
perimental group is significant: all participants 
attained “Excellent” rating in post task perfor-
mance, and a standard error of 0 indicated uni-
form mastery across the group. This finding re-
flects the assertion of Mayer’s Cognitive Theory 

of Multimedia Learning (2005), which empha-
sizes that dual-channel processing (visual + 
spatial) can improve conceptual understanding 
and retention, evident in the students’ en-
hanced creative outputs.  
 
Comparative Analysis 

A t-test comparison verified a statistically 
significant difference in post-test between the 
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control group and experimental groups (t=-
6.952, p < .000). The control group made mod-
est gains, whereas the experimental group 
made significant improvement, supporting the 

efficacy of 36-degree photos in enhancing 
learning interest as well as academic achieve-
ment.

 
 
 
 
 
 
 
 
 
 
 
 

Figure 3. Test of Difference in the 2D photos and 360-degree photos group 
 

This is in agreement with research by 
Huang et al. (2021) which established that 
semi-immersive tools such as 360-degree im-
ages fill the middle ground between availability 
and interaction. Compared to virtual reality, 
which uses costly equipment, 36-degree im-
ages are an affordable and cos-effective strat-
egy for resource-constrained schools.  
 
Conclusion 

This research finds that incorporating 360-
degree images in Philippine Contemporary 
Arts education improve students’ interest in 
learning and performance activities greatly. 
The interactive nature of such images leads to 
higher concentration, richer appreciation, and 
greater creativity than in 2D materials. As the 
results are statistically significant (p-values 
=0.000), teachers are advised to use 36-degree 
photos more frequently in related school sub-
jects to enhance teaching. Students are simi-
larly encouraged to review such content while 
working on projects and performance tasks to 
extend their own knowledge and artistic ex-
pression. Although the results are encouraging, 
the small scope of the study, examining only 
one subject area, in one school environment, 
for a brief intervention period raises the need 
for additional investigation. Long-tern influ-
ence of 360-degree imagery may be conducted 
for its effect on creativity, critical thinking, and 
academic motivation among different educa-
tional setups in future studies.  
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