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ABSTRACT

	 As a result of its fascinating character and its number of users across the globe, it has become one of the most popular video games in the expanding video games industry. This study aims to determine the relationship between the perceived experience and Call Of Duty game usage among young people aged 15 to 30 and the people of the Bansalan Davao del Sur place. Autonomous experience considers factors like autonomy competence and relatedness, while engagement constructs include elements like emotional involvement focus and competence. In this case, surveys were used in this study to reach the respondents’ enjoyment, engagement, and gaming experience, forming a correlational research design. Findings suggested that higher involvement resulted in greater enjoyment of the games, and this thus establishes a strong relationship between perceived experience and game engagement (0.724, p < 0.001). The interplay between perceived expertise, competence, emotional involvement, and concentration affects perception. Evidence suggests that emotional engagement, concentration, and competence feedback mechanics are important to increase player enjoyment and retention. To adopt the previously mentioned strategies and emphasize some of the features of Call of Duty.





1. INTRODUCTION
1.1 BACKGROUND OF THE STUDY
 

    In recent times, the global video game industry has exhibited tremendous development and growth in revenue, as well as internationally [4]. The most popular category has been shooter games, and one such example is Call of Duty FPS, which has a massive fan base and includes entertainment among players. Since its first launch in 2003, the Call of Duty series has had many sequels that have altered gameplay style and graphics and significantly upgraded how people play online. The game's incredible success makes it an interesting topic to examine regarding how active players monitor the game and how their interactions deal with immersion. Game engagement is quite a broad concept and is often described as the level of psychological or physical effort and engagement a player displays while playing a game [5,6]. Based on our study, three modes of engagement were analyzed: active mental (cognitive, thought), active emotional, and active behavioral (increased time playing/duration of engagement and other associated activities). Aspects like motivation, satisfaction, and even long-term retention can be categorized as absolute influences of gaming, with engagement of a game player being the contributing factor [7-10]. On the contrary, perceived experience explains how gamers evaluate their experience after completing a game. This includes emotions during or towards the game, enjoyment, level of immersion, and feeling of success. One of the primary focuses is social interactions, as they can radically affect the players' perceptions of their gaming experience.

1.2 Theoretical framework
      SDT and Flow Theory explain the connection between perceived experience and game engagement and are, therefore the two major theories in this research. SDT states that players become more engaged when they have power over their actions, when they achieve goals and when they interact with others. What motivates people is the autonomy, competence, and the relatedness factor. The flow theory notes the state attained when a person is challenged and has the skills required to meet this challenge, resulting in tremendous focus and emotional engagement. Together, they argue that players' experiences of autonomy, competence and relatedness are connected to the perceived emotional engagement, attention and skills of the players during the game. The last aspect of this framework is how engagement influences the Call of Duty gaming experience.
1.3 Conceptual FrameworkGame Engagement
Emotional Involvement
Concentration
Competence
Involvement
Perceived Experience
Autonomy
Competence
Relatedness

Figure 1. Conceptual Framework of the study
      This framework analyzes the community's perception of engagement and experience among Call of Duty players. The engagement within the video game includes emotional involvement (excitement, anger, or satisfaction), concentration (the level of focus and depth in the game), and competence (the ability to achieve set goals).
      On the other hand, the experience includes autonomy (the ability to choose), competence (the ability to achieve goals), and interpersonal relationships (other gamers). The axes are also integrated in such a way that emotional involvement enhances motivation, concentration shifts focus to autonomy, and competence gives room for social relations, thereby elevating the guarantee of satisfaction of the players. This framework has potential benefits in terms of the contribution to scientific inquiry and the design of the games.

1.4 Research Question

   This study aims to ascertain the degree of the relationship between perceived experience and game engagement among Call of Duty players in Bansalan, Davao del Sur. More specifically, this study aims to respond to the following questions:
1. What is the level of Game Engagement among young people in Bansalan Davao Del Sur in terms of:
· Emotional Involvement
· Concentration
· Competence
2. What is the level of Perceived Experience among young people in Bansalan Davao Del Sur in terms of:
· Autonomy
· Competence
· Relatedness

1.5 Null Hypothesis

Ho1: Is there a significant relationship between Game Engagement and Perceived Experience among players of Call of Duty in the Municipality of Bansalan? 
Ho1: There is a significant Relationship Between Game Engagement And Perceived Experience among players of Call of Duty in the Municipality of Bansalan? 
Ho1: There is a significant relationship between Game Engagement and Perceived Experience among players of Call of Duty in the Municipality of Bansalan?


2. METHODOLOGY 

2.1 Research Design
[bookmark: _heading=h.i4dyl5gwtog]      This inquiry makes use of the correlational relationship research design to examine in detail the connection that exists between Call of Duty players’ perceived experience and engagement into the game. This calls for the adoption of correlational research design since it allows the researchers to ascertain the direction and intensity of relationship among two variables or in this case, perceived experience and game engagement. This strategy also allows the study to gradually examine the relationship between the different degrees of autonomy, competence and relatedness that players perceive, and different degrees of engagement including emotional engagement, focus, and proficiency that they display.
2.2 Research Locale[image: ]
Figure 2. Research Locale
     The research is being carried out in Bansalan Davao Del Sur, which is a municipality in the Southern part of the Philippines, where there is an active young population that spends much of their time performing various forms of entertainment, especially online games. Online multiplayer games like Call of Duty have become popular among youths in this part of the region due to their competitiveness, engaging gameplay, and ability to create friendships. Bansalan is a good place to study relationships between game involvement and what local players understand as gaming experience because the local gaming customs give a sufficient and typical sample of the gaming players in such a context.
2.3 Participants of the Study
     The focus group in this research study includes young Call of Duty players from Bansalan, Davao del Sur aged 15 to 30 years old. They were chosen because this group, it was believed, is the most active online game player and the most likely group to exhibit varying levels of perceived gaming experiences and game engagement. In order to ensure the integrity and the relevance of the data, the respondents' participation were recruited based on set criteria. These included the respondent's capability to be part of the study voluntarily and the times they play, considering that regular contact with the game aims at validly determining the level of engagement.
2.4 Sampling Techniques
     A purposive sampling technique was adopted in this study to ensure that the sample would be representative of the target population by solely including respondents who meet specific predetermined criteria. The first requirement was that the respondent should be a resident of Bansalan, Davao. Del Sur, in other words, practicing playing Call of Duty as a significant engagement and perceived experience has to be measured by way of engaging in the game on a regular and consistent basis to achieve the research objectives. This method of sampling was employed to improve the degree of validity and reliability of the findings because it enables researchers to select the actual participants possessing the characteristics and background salient to the objectives of the study.
2.5 Data Collection Procedure
     An online survey technique was employed to collect data. The survey had questions aimed at probing students' ICT skills, reasons for using AI, and perceptions of AI in educational processes. The questionnaire used included questions on ICT skills, AI use patterns, and the implications of AI for education and careers. Data collected were kept confidential and stored safely, and data collected were used only for educational research purposes.
Research Question 1: 

     To ascertain the relationship between game engagement and perceived experience among Call of Duty players in Bansalan, Davao del Sur, the researchers will employ descriptive statistics, specifically frequency, percentage, and mean. 
-Emotional Involvement
-Concentration
-Competence

Research Question 2: 

     To ascertain the relationship between game engagement and perceived experience among Call of Duty players in Bansalan, Davao del Sur, the researchers will employ descriptive statistics, specifically mean and standard deviation. 
     -Autonomy
     -Competence
     -Relatedness

Research Question 3:

     Does the perceived experience of Call of Duty players significantly correlate with their level of game engagement? 

Research Question 4:

      Does playing a game have a big impact on how people feel about it?
Call of Duty players? 

2.6  Data Collection Procedure
      The study on the "Relationship between Game-engagement Levels and Level of Experience perceived by players of Call of Duty" will draw data from players recruited from online gaming sites and forums using convenience sampling. A questionnaire survey containing demographic questions and questions relating to gaming involvement and gaming perception will be conducted. The survey will make use of a 5 points Likert scale, this has been suggested to measure events such as how much Call of Duty is played, how often it is played and how participants emotionally, enjoyably and satisfactorily feel about the game(s) They play. The collected data will be de-identified and analyzed using descriptive statistics and correlation analysis with the aim of examining the relationship between game engagement and perceived experience. The principles of ethics (informed consent, confidentiality of information and voluntary participation) will be upheld during the data collection phase. The objective of the investigation is to find out the characteristics of players" overall experience and especially satisfaction with the different level of game's engagement.
[bookmark: _heading=h.6ovgnw7yetx8].2.7 Ethical Considerations
     A structured questionnaire with four parts was developed as the research instrument for this study, which seeks to explore comprehensively the relationship between the perceived experience of Call of Duty players and their game engagement. Demographic information gathered in the first section includes: age, gender, number of sessions played, duration of the sessions, and game mode played. By means of statements that are aimed to depict players’ engagement with the game, the second section measures game engagement along the following three dimensions: emotional engagement, intensity of focus and the engagement of skills. The third section rather evaluates perceived experience in this case in terms of autonomy, competence, and relatedness using statements that express feelings of independence, accomplishment and connection that players have while playing. The final section contains open-ended questions where the respondents can mention what they think are the most interesting aspects of the game and gaming as a whole which is beneficial in providing more detailed information. This tool guarantees a combination of qualitative and quantitative data allowing a deeper understanding of the explaining variables.


      At first, it can be considered an ethical issue to take into account the parameters of engagement that are subjectively perceived by players of Call of Duty, and that relate to the experience of the game. For example, subjects are informed about the details of the work and their right to withdraw at any point before the study, and only after that provide their consent. All gaming and personal information must be anonymized in order to achieve the expected level of privacy. But the harm such psychologists can do is limited; the researchers would make attempts to circumscribe risks such as stress and overeating and encourage healthy gaming practices.


3. RESULTS AND DISCUSSIONS

Table 1. Results

	Game Engagement
	  n
	  SD
	Descriptive Equivalent

	Emotional Involvement
	3.23
	0.578
	Neutral

	Concentration
	3.28
	0.518
	Neutral

	Competence
	3.32
	0.491
	Neutral

	Overall
	3.28
	0.450
	Neutral



     According to the results, it can be observed that the participants’ engagement with the game was at a neutral level as a majority of the responses (Emotional Involvement, Concentration, Competence and Overall Engagement) were rated on an average between 3.23 and 3.32 which can be classified as “Neutral” on the scale. The low standard deviations (0.450 to 0.578) encountered would also tend to imply that there was high uniformity in the responses, meaning that the players did not consider themselves to be highly engrossed or emotionally attached to the game. Overall, these findings suggest that the game fails to emotionally engage, concentrate or elevate the competence of the participant as one would have anticipated.
Table 2. Results

	Perceived Experience
	  n
	  SD
	  Descriptive Equivalent

	Autonomy
	3.34
	0.579
	Neutral

	Competence
	3.33
	0.610
	Neutral

	Relatedness
	3.35
	0.604
	Neutral

	Overall
	3.34
	0.541
	Neutral



     According to the findings, the participants’ experience pertaining to autonomy, competence, and relatedness has been rated quite average in all cases with a score of at least 3.33 to 3.35 with classification being “Neutral Alias.” The standard deviations of the mean responses (0.541 to 0.610) were relatively small. Furthermore, this means that the game did not seem to greatly satisfy the players’ desires for autonomy, competence, or relatedness. All in all, the game did not elicit a great amount of personal autonomy, strength, or interaction with others, which is substantiated by all neutral ratings obtained for all factors.
Table 3. Correlation between Game Engagement and Perceived Experience
	
	Perceived Experience
	Decision

	Game Engagement
	
0.724
(<0.001)
	
Reject Ho



    Table 3: Shows the correlation between Game Engagement and Perceived Experience. Pearson-r was utilized to investigate if game engagement significantly correlated with the perceived experience. Result reveals that there is a strong positive monotonic correlation between Game Engagement and Perceived Experience as perceived by the respondents (r=0.724, n=201, p=< .001). Statistically, this implies that when the level of game engagement increases, the level of perceived experience of the students will not decrease but there is a possibility that it will increase. 
Table 4. Significant Influence of Game Engagement to the Perceived Experiences

	Predictor
	Estimate
	   SE
	  t
	   P
	Decision

	Intercept
	
	0.425
	
	0.1949
	
	2.18
	
	0.031
	
	

	Emotional Involvement
	
	0.267
	
	0.0588
	
	4.55
	
	< .001
	
	Reject Ho

	Concentration
	
	0.171
	
	0.0706
	
	2.42
	
	0.016
	
	Reject Ho

	Competence
	
	0.449
	
	0.0697
	
	6.44
	
	< .001
	
	Reject Ho

	R= 0.734, R2= 0.538, F= 77.40, P= <.001
	


    Table 4: Show the significant influence of the game engagement to the perceived experience. To investigate the significant influence, the research utilized linear regression. As shown in the table, among the indicators of game engagement, all the indicators namely emotional involvement, concentration, competence made a unique significant contribution to the model and influence on the level of perceived experience of the respondents with a p value of <.001, .016, and <.001 respectively. It revealed further that 53.80% of the indicators of game engagement significantly influenced the perceived experience, which means that 46.20% is not part of the study under investigation.
Fig 3-Scatter Plot[image: A screen shot of a graph
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	Descriptive

	 
	N
	Mean
	SD

	IV1
	
	203
	
	3.27
	
	0.866
	

	IV2
	
	203
	
	2.90
	
	1.034
	

	IV3
	
	203
	
	3.40
	
	0.908
	

	IV4
	
	203
	
	3.19
	
	0.774
	

	IV5
	
	203
	
	3.41
	
	0.847
	

	CN1
	
	203
	
	3.33
	
	0.701
	

	CN2
	
	203
	
	3.36
	
	0.824
	

	CN3
	
	203
	
	3.34
	
	0.808
	

	CN4
	
	203
	
	3.02
	
	0.977
	

	CN5
	
	203
	
	3.35
	
	0.827
	

	CM1
	
	203
	
	3.07
	
	0.641
	

	CM2
	
	203
	
	3.33
	
	0.859
	

	CM3
	
	203
	
	3.40
	
	0.760
	

	CM4
	
	203
	
	3.42
	
	0.788
	

	CM5
	
	203
	
	3.38
	
	0.751
	

	AT1
	
	203
	
	3.35
	
	0.804
	

	AT2
	
	203
	
	3.26
	
	0.830
	

	AT3
	
	203
	
	3.30
	
	0.739
	

	AT4
	
	203
	
	3.40
	
	0.734
	

	AT5
	
	203
	
	3.38
	
	0.724
	




	Descriptive

	 
	     
	
	  N           Mean          SD

	SP1
	
	203
	
	3.34
	
	0.795

	SP2
	
	203
	
	3.43
	
	0.764

	SP3
	
	203
	
	3.33
	
	0.775

	SP4
	
	203
	
	3.29
	
	0.838

	SP5
	
	203
	
	3.24
	
	0.842

	RT1
	
	203
	
	3.33
	
	0.775

	RT2
	
	203
	
	3.33
	
	0.781

	RT3
	
	203
	
	3.33
	
	0.775

	RT4
	
	203
	
	3.40
	
	0.767

	RT5
	
	203
	
	3.37
	
	0.749

	Emotional Involvement
	
	203
	
	3.23
	
	0.578

	Concentration
	
	203
	
	3.28
	
	0.518

	Competence
	
	203
	
	3.32
	
	0.491

	Autonomy
	
	203
	
	3.34
	
	0.579

	Competence (2)
	
	203
	
	3.33
	
	0.610

	Relatedness
	
	203
	
	3.35
	
	0.604

	Game Engagement
	
	203
	
	3.28
	
	0.450

	Perceived Experience
	
	203
	
	3.34
	
	0.541

	

	


4. CONCLUSIONS AND RECOMMENDATIONS
4.1 Conclusions
   The following conclusions regarding the relationship between perceived experience and game engagement among Call of Duty players in Bansalan, Davao del Sur, may be drawn based on the results of the study: 
     Levels of game engagement and perceived experience that were neutral or between being fully negative and positive: The findings indicate that the game engagement levels, as well as the experiences players perceived, were largely neutral highlighting that emotional involvement, concentration, or ability were not incorporated in active gaming focus. Similarly, they scored neutral on perceived autonomy and relatedness as well as mastery of Call of Duty. This could be interpreted to suggest that those were some of the areas that the game could have improved so as to better address the users’ cognitive and affective as well as ego and social aspects of the users. 
1. Positive correlation of strong magnitude: On the other hand, game engagement was found out to have a statistically strong positive correlation (r = 0.724, p < 0.001) with perceived experience. This means that the more they get engaged in the game whether on emotional, cognitive or even skill level, the perception of experience gets better. This situation is not new since the findings of previous studies indicates that the more engaged the players are, the more experiences are reported to be positive.
4.2 Recommendations

     Bansalan, Davao del Sur based Call of Duty players showed clear reasons for engaging with the game in relation to their past experiences and from this study it can be concluded that these players can be used for future development. There are a few recommendations that might be pertinent to expand player gaming dynamics and experiences based on former literature.
1. Expand Game Experience:  
     All players said that emotional involvement greatly influenced their perception of the experience, so game developers should consider building more interesting plots, emotional storylines, and character development. Making players become emotionally invested can create stronger connections towards the game itself and improve the overall gaming experience and very likely help with making players actively engaged with the game.

0. Enhance Mechanisms of Attention Control: 
    Focus was found to be an important factor for experience, which means players wouldn’t mind a context which is challenging in terms of focus and attention. Game developers should enhance the factors that require the concentration of a player, for instance, strategic and tactical elements, puzzles, complex missions and so on. An improvement in the attainment of goals, where clear yet hard to reach objectives are set for players, may lead to a greater encouragement in their involvement with the game.
0. Enhance Competence Feedback: 
     It was found that experience was interpreted in relation to competence, which indicates that players will be more pleased when they view themselves as competent and able. Call of Duty developers can certainly improve this by addressing the more prominent achievement focus because they positively correlate with perceived skill enhancements, achievement progression systems, or the modification of difficulty levels within the game. They may be more likely to see their efforts as worthwhile and this in itself would be enough to increase their engagement and satisfaction level.
0. Multiplayer Features Relatedness 
     Emphasize The Improvement of Relationship Factors: Developers should pay attention to enhancing sociability and multiplayer features because relatedness which is the sense of connectedness to other people was found to be an important factor in regard and as perception. Cooperative modes or team play, semi-personalized interactions of players (voice chat, custom clans, community events) enable to focus more on social sides of the game and thus increase players’ involvement and connection.
0. Maintain Game Updates and New Releasing Contents:
     As per the study the level of engagement seemed to be somewhat neutral, this implies that a significant degree of improvement can be realized in regard to seizing interest of players. In order to ensure that the gaming experience does not lose its flavour and that players do not get bored, the developers should keep introducing more features, seasonal events, and new content on a continuous basis. Players’ interest and fatigue is managed through frequent challenges and updates.

[bookmark: _GoBack]
CONSENT

       The research titled “Relationship Between Game Engagement and Perceived Experience Among Players of Call of Duty” has been carried out by the Third Year Bachelor students of Information Technology Program from Saint Mary’s College Bansalan. This study attempts to relate gamers’ engagement in a game to the gamers’ experience of the game as a way of contributing to the understanding of gaming impacts with regard to engagement and experience as concepts.

I. I understand that my responses to the Research Survey questionnaire mean that I willingly give my consent to participate in the research. The research was endorsed by the school management and a PhD holder as a research supervisor Dr. Mark Buladaco. Any information you give will only be used for study purposes and will be highly guarded.

II. As far as research ethical issues are concerned, all answers given by research participants will be confidential, and all data collected will not contain any links to the participants. And results will be presented in aggregated form, such that there is no harm to befall on anyone. 

III. The research is guided by the history and the vision of the school which revolves around Faith, Excellence and service. If you would like to raise your concerns or any questions regarding your participation in this study, please reach out to the researchers.

IV. All authors declare that they obtained the verbal or written consent from eligible participants or appropriate individuals regarding their participation in the study. The signed informed consent is on record for access to the Bachelor of Science in Information Technology school administration and department heads. 

With the participation in this investigation, it is understood that the subjects have been briefed on the rationale of the project, their role in it as a subject, and details concerning their confidentiality.

COMPETING INTERESTS DISCLAIMER:
Authors have declared that they have no known competing financial interests OR non-financial interests OR personal relationships that could have appeared to influence the work reported in this paper.




DEFINITIONS, ACRONYMS, ABBREVIATIONS

Game Engagement: The extent to which players of multiplayer, online video games, especially Call of Duty, get invested, engrossed, and take part in the process. Perceived Experience: The understanding of the player as to the level of enjoyment, satisfaction, and interaction experienced within the scope of the gaming world. Call of Duty (CoD): A series of video games played in first person perspective which includes shooting games aimed for entertainment, competition, or social activities. Players: Individuals who use the video game, Call of Duty, for leisure time, competitive facets, or both. 

Engagement: The extent to which emotions and thoughts interplay with the players’ actions during the process of the game. Experience: The entire sequence of events with sights and sensations caused by ‘working’ with a given virtual world’s representation. 

Correlation: A statistical term that is utilized for telling us the extent of strength and the nature of direction in which two or more variables are said to relate, for example game engagement and perceived experience. 

Self-Efficacy: The confidence of the players so as to be able to perform properly within the game they are taking part with.

Frustration: A psychological feeling experienced by players during the game when there are obstacles or during the game when the response does not meet expectations. 

Challenges: These are the games’ factors or hindrances in improving or satisfying the gaming experience of its players. 

Monotonic: Refers to the situation when two variables have some sort of relationship and one of these variables' trend is always increasing or always decreasing, although not in a straight line. 

Variance: It is the extent to which the average of any game’s engagement or level of experience deviates from one player to another. 

Motivation: One or a combination of internal/external factors including competition, achievement or socializing that makes players want to play the game. 

Interaction: This term explains how the players play with other players or the objectives and the environment of Call of Duty. 

Satisfaction: This is the extent at which the players feel happy or pleased with their experience of playing the game in relation to the elements and interface of the game. 

Flow: Is a point in the game where it is fun. This involves gameplay which is moderately difficult and moderately easy. Because it is still achievable, the players become thrilled by it.

Locale: In this case it refers to the players or the players of Call of Duty, referring to its location or proper demographic area of the study. 

Significance: It is the telltale question as to how important this relationship mentioned in the engagement and the experience as per the results from this study.

Cognitive Engagement: The amount of mental energy and focus that players put into planning or moving through the Game’s difficulties. Affective Engagement: Involves players’ emotions during gameplay, such as stress, excitement or enjoyment.
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