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Abstract: Sketching is a fundamental skill in technical drafting, yet many students find traditional drawing methods 

challenging, time-consuming, and error-prone. The study examined the effectiveness of the Sketchbook application in 

improving the technical competence of Drafting and ICT students and their overall sketching performance. A quasi-

experimental research design, specifically a single-group pretest-posttest approach, was utilized. The study involved 30 
Grade 9 students who experienced challenges in technical competence in sketching. Their works were evaluated using a 

validated scoring rubric that was examined by the expert in the field. Based on the findings, the pre-test results showed a 

“Satisfactory” level of performance, indicating that students had basic sketching skills but still needed improvement. 

After the introduction of the Sketchbook application, the post-test results improved to an “Excellent” level, indicating a 

high level of competence in sketching. There was also a significant difference between the pre-test and post-test results, 

confirming an improvement in students’ performance. The effect size analysis revealed a large effect, indicating that the 

Sketchbook application had a strong and meaningful impact on enhancing students’ technical competence in sketching. 

Beyond improving their technical skills, it also fostered greater confidence and engagement in the learning process. 
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I. INTRODUCTION 

Background of the Study 

 

Portrait drawing is not only about creating a person’s face but also about expressing emotions and personality. 

Many students today are more comfortable using technology, making digital tools such as the Sketchbook application 

helpful in making drawing activities easier, more engaging, and less intimidating. Instead of replacing traditional 

methods, these tools support learning by helping students practice more effectively and build confidence in their artistic 

skills. 

However, many learners still face challenges in traditional sketching activities, especially in achieving proper 

proportions, shading, and line quality. These difficulties often lead to fear of making mistakes and reduced confidence in 

drawing. Digital applications help address these problems by providing a safe and guided environment where students 

can practice freely without worrying about wasting physical materials. Features such as layers, guides, and undo/redo 
functions allow students to explore and improve their sketching techniques with greater ease.   

 Research also shows that sketching is closely connected to spatial abilities, which are important in technical and 

vocational education. Students with stronger spatial skills are more likely to produce accurate and high-quality sketches. 

Digital drawing applications also help learners improve shading, line work, and overall sketch quality, especially for 

beginners. As a result, these tools not only enhance technical competence but also increase students’ engagement and 

interest in sketching activities.      

In this study, the Sketchbook application was used as an intervention to strengthen students’ technical 

competence in sketching regardless of their skill level or prior experience. The application provided students with 

opportunities to practice in a flexible, interactive, and technology-driven environment. Through the use of digital tools 

and features, students were able to develop their creativity, confidence, and sketching abilities. The study highlights the 

importance of integrating technology into education to improve learning experiences and prepare students for modern, 

technology-based classrooms. 
 

Objectives of the Study 

This study aimed to determine the efficiency of the Sketchbook Application in making portrait drawing among 

Junior High School Grade 9 students at East Villaflores  

National High School, Maayon, Capiz. Specifically, it sought to answer the following objectives:  

1.Determine the performance of Grade 9 students in making portrait drawings before using the Sketchbook 

application.  

2.Determine the performance of Grade 9 students in making portrait drawings after using the Sketchbook 

application.  
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3.Determine if there is a significant difference in the performance of Grade 9 students in making portrait 
drawings before and after using the Sketchbook application.  

4.Determine the effect size of the Sketchbook application on the performance of Grade 9 students. 

 

II. METHODOLOGY 

 

Research Design 

 This study focused on determining the effect of the Sketchbook application on the technical competence of 

Grade 9 students in Drafting and ICT subjects. To measure its effectiveness, the researcher used a quasi-experimental 

research design, particularly a single-group pretest-posttest design, where the same group of students was evaluated 

before and after using the application. This approach allowed the researcher to observe changes in students’ sketching 

skills and technical competence without the use of a control group or random assignment. Through the pretest and posttest 
results, the study was able to determine how the Sketchbook application helped improve students’ performance. The 

findings also showed that digital sketching tools can be valuable in supporting instruction, enhancing learning 

experiences, and developing students’ skills in sketching. 

Locale and Respondents of the Study 

The study was carried out at Brgy. Villaflores National High School. For the academic year 2025–2026, East 

Villaflores, Maayon, Capiz. The thirty Grade 9 Drafting and ICT Major students from East Villaflores National High 

School in Brgy. participated in the study. During the academic year 2025–2026, students in the Drafting and ICT course 

in East Villaflores, Maayon, Capiz, actively participated in sketching and portrait drawing exercises. 

Research Instrument  

A scoring rubric was employed as the research tool to evaluate sketching and portrait drawing outcomes. The 

panel and advisory members validated the rubric. The comments and recommendations for improving and updating the 

rubrics were combined, added, and submitted for approval. Data for the study was gathered using the finished rubric 
following the instrument's validation and approval. Accuracy, line quality, value or shading, neatness, and speed were 

the five categories on the scoring rubric. Accuracy (5 points) assessed how well the students' copy sketches made using 

the Sketchbook app resembled each other, especially in terms of accurate facial dimensions and feature arrangement. 

Additionally, it assessed how well students used the fundamentals of sketching in their digital illustrations. Line Quality 

(5 points) evaluated the sketch's control, uniformity, and clarity of the lines employed to determine whether the strokes 

are confident, neat, and applied correctly. Value of Shading (5 points) assessed how well the students were able to use 

the proper shading techniques to give the portrait drawing depth and shape. Neatness (5 points) evaluated the sketch's 

general order and cleanliness by looking for extraneous lines, double strokes, and clutter in the digital workspace. Finally, 

Speed (5 points) assessed if the sketch was finished and sent in on time. Together, these factors demonstrated how the 

Sketchbook program improved students' technical proficiency in drawing portraits. 

After the instrument had been validated and approved, the finalized rubrics were utilized for data gathering. The 
researcher then carried out a face-to-face evaluation of the students’ outputs using the scoring rubrics. A 25-point 

evaluation rubric was used in the study to measure the students’ sketching performance both before and after the 

introduction of the Sketchbook application. The scores were then interpreted according to levels of technical competence, 

where 20.21–25.00 was considered excellent, 15.41–20.20 very satisfactory, 10.61–15.40 satisfactory, 5.81–10.60 

needing improvement, and 1.00–5.80 poor performance. 

Data Gathering Procedure 

The study was conducted in three phases. Phase 1 involved identifying the participants, specifically the Grade 

9 Drafting and ICT students of East Villaflores National School for the School Year 2025–2026, and developing a 

validated scoring rubric to assess students’ technical competence in sketching. Expert validation was conducted, and 

revisions were made until the final rubric was completed. 

Phase 2, known as the Experimental Phase, started with a pre-test to determine the students’ initial sketching 

competence. Students completed a sketching activity, and their outputs were evaluated using the validated rubric. 
Afterward, students participated in structured instructional sessions using the Sketchbook application, which included 

demonstrations, guided practice, and hands-on activities. The pre-test results were analyzed using SPSS to determine 

students’ baseline performance. 

Phase 3, or the Post-Experimental Phase, involved administering a post-test after the intervention sessions. 

Students created portrait sketches using the Sketchbook application, and their outputs were assessed using the same 

rubric. The pre-test and post-test results were then compared and analyzed through SPSS to determine the effectiveness 

of the Sketchbook application in improving students’ technical competence in sketching. 

Intervention 

To conduct the study, the researcher first gave a pre-test to assess the students’ initial skills in sketching and 

portrait drawing before introducing the Sketchbook application. The participants were 30 Grade 9 Drafting and ICT 

students from East Villaflores National High School. During the intervention, students were introduced to the application 
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and joined face-to-face sessions that included demonstrations, guided practice, and hands-on activities. They explored 
different tools in the Sketchbook application, such as brushes, layers, and shading features, while creating sketches and 

portrait drawings. The use of technology made the lessons more interactive and engaging for the students. At the end of 

the study, students created portrait sketches that showed their improvement in technical competence, creativity, and 

digital sketching skills. 

Data Analysis Procedure           

Descriptive and inferential statistical tools were applied to determine the effectiveness of the Sketchbook application on 

students’ technical competence in sketching. The mean was used to measure the students’ level of performance and 

determine the extent of improvement between the pretest and post-test scores. Meanwhile, the paired t-test was employed 

to identify whether there was a significant difference between the students’ performance before and after the intervention. 

Since the same group of participants took both tests, the paired t-test was appropriate for comparing the related scores. A 

two-tailed test with a 0.05 level of significance was used in testing the hypothesis. In addition, Cohen’s d was utilized to 
measure the effect size of the intervention and determine whether the improvement in students’ performance was small, 

moderate, or large in practical significance. All statistical analyses were processed using SPSS software. 

III.  RESULTS AND DISCUSSION 

  

 Performance of Grade 9 Students in Portrait Drawing before using the Sketchbook Application 

 

The table 1 results showed that the participants obtained a mean score of 15.39 before using the Sketchbook 

application, which was verbally interpreted as “Satisfactory.” This indicates that students had acceptable but still limited 

skills in portrait drawing, particularly in areas such as proportion, shading, line quality, and overall presentation. Although 

students were able to perform basic sketching tasks, their outputs still lacked refinement and consistency, showing that 

their technical competence still needed improvement. The standard deviation of 1.75 further reflected that students 

generally possessed only satisfactory skills before the intervention.  
 

Performance of Grade 9 Students in Portrait Drawing after Using the Sketchbook Application 

  

The table 2 results showed that after using the Sketchbook application, the participants obtained a mean score 

of 20.66, which was verbally interpreted as “Excellent.” This indicates that the students demonstrated a high level of 

performance in creating portrait drawings after the intervention. The standard deviation of 0.79 showed that the students’ 

scores were closely grouped around the mean, suggesting consistent performance and minimal variation among 

participants. This implies that most students benefited from the Sketchbook application regardless of their initial skill 

level. 

 

Difference in the performance of Grade 9 Students In Portrait Drawing before and after Using the Sketchbook 
Application 

 

Table 3 shows a significant difference in the performance of Grade 9 students in portrait drawing before and 

after using the Sketchbook application. The students’ mean score increased from 15.39, verbally interpreted as 

“Satisfactory” in the pre-test, to 20.67, interpreted as “Excellent” in the post-test, with a mean difference of 5.28. This 

improvement indicates that the students’ technical competence in portrait drawing significantly developed after the 

intervention. The computed p-value of 0.000, which is lower than the 0.05 level of significance, led to the rejection of 

the null hypothesis, confirming that the improvement in students’ performance was significantly influenced by the use 

of the Sketchbook application and not by chance. 

 

Effect Size of Sketchbook Application on the Performance in Portrait Drawing of Grade 9 students  

 

Table 4 presents the effect size of the Sketchbook application on the performance of Grade 9 students in 

portrait drawing. The results showed a mean difference of 5.28 with a standard deviation of 1.79, resulting in a Cohen’s 

d value of 2.96, which was interpreted as a “Large Effect.” This indicates that the improvement in students’ 

performance after the intervention was not only statistically significant but also highly meaningful in practical terms. 

The large effect size suggests that the Sketchbook application had a strong impact on improving students’ technical 

competence in portrait drawing, particularly in areas such as proportion, line quality, shading, and overall composition. 

The findings imply that the application effectively addressed students’ difficulties with traditional sketching methods 

and provided substantial improvement in their drawing performance. 

 

https://iarjset.com/


IARJSET 

International Advanced Research Journal in Science, Engineering and Technology 

Impact Factor 8.311Peer-reviewed & Refereed journalVol. 13, Issue 5, May 2026 

DOI:  10.17148/IARJSET.2026.13598 

© IARJSET                  This work is licensed under a Creative Commons Attribution 4.0 International License                  763 

ISSN (O) 2393-8021, ISSN (P) 2394-1588 
 

IV. CONCLUSIONS 

 

The following conclusions were drawn based on the summary of findings of the results in the study. The 

students’ initial performance demonstrates foundational abilities but lacks refinement, which justifies the integration of 

digital applications such as Sketchbook. Such tools provide structured guidance and opportunities for practice, enabling 

learners to enhance their technical competence and achieve greater proficiency in portrait drawing. The findings establish 

that technology-based interventions, such as the Sketchbook application, can substantially elevate students’ artistic 
competence. The study, therefore, confirms the effectiveness of digital sketching tools in fostering skill development and 

highlights their practical value in advancing visual arts education. The findings conclude that the Sketchbook application 

provided meaningful instructional support, enabling students to overcome challenges associated with traditional 

sketching methods. The significant improvement from “Satisfactory” to “Excellent” underscores the strong educational 

impact of integrating digital tools into art instruction, validating their effectiveness in developing technical competence 

in portrait drawing.  

Integrating technology-based tools such as the Sketchbook application into classroom instruction can 

substantially enhance learners’ artistic performance. This underscores the practical value of digital interventions in 

fostering skill development, creativity, and confidence, thereby contributing to more effective and significant gains in 

accuracy, proportion, shading, and line quality. This highlights the transformative role of digital applications in art 

education. Therefore, the study concludes that the Sketchbook application is effective in improving students’ portrait 
drawing skills. The large effect size further confirms that the improvement is substantial and meaningful, indicating that 

the application significantly enhanced students’ technical competence in sketching. 

V. RECOMMENDATION 

 

The study’s findings suggest several avenues for improvement. Students are encouraged to actively explore the 

Sketchbook application, making use of its interactive features and practice exercises to strengthen their skills in portrait 

drawing and sketching. When they encounter challenges, they are advised to seek assistance from their teachers or 

collaborate with classmates to enhance understanding and overcome difficulties. For teachers, integrating the Sketchbook 

application into drawing instruction has been found to improve students' competence and engagement. It can be used for 

guided practice as a supplementary learning tool. However, before implementing it, teachers need to familiarize 

themselves with the application's functionalities and provide proper guidance on how to navigate and utilized it 

effectively.       
Students are encouraged to practice regularly with digital drawing tools, such as the sketchbook app, to further 

develop their sketching skills. Through consistent practice, they will be able to improve their control in lines, shading 

techniques, proportions, and overall composition. Additionally, digital tools allow students to easily edit and refine their 

work, helping them learn from their mistakes and gradually build confidence and creativity in producing high-quality 

drawings. School administrators play an important role in the successful integration of digital tools in education. They 

may provide the necessary resources, such as a drawing tablet, a stable internet connection, and access to digital 

applications. Moreover, training programs and workshops may be conducted for both teachers and students to equip them 

with the knowledge and skills needed to effectively use digital drawing tools in the teaching and learning process. 

 Finally, future studies may be conducted to investigate the long-term impact of using digital drawing tools on 

students’ artistic growth and skill retention. This includes examining whether the improvements in drawing skills are 

sustained over time and how continuous exposure to digital tools influences students’ creativity, motivation, and artistic 
style. Such studies are expected to provide deeper insights into the lasting benefits of integrating technology in art 

education. 
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