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	PART  1: Comments



	
	Reviewer’s comment

Artificial Intelligence (AI) generated or assisted review comments are strictly prohibited during peer review.

	Author’s Feedback (Please correct the manuscript and highlight that part in the manuscript. It is mandatory that authors should write his/her feedback here)

	Please write a few sentences regarding the importance of this manuscript for the scientific community. A minimum of 3-4 sentences may be required for this part.


	The Call of Duty franchise is one of the most played games in the world across regions, age groups and genders, and is a part of both amateur singleplayer and multiplayer gaming, as well as professional gaming and e-sports. Research on engagement and perceived experience in relation to this game is therefore timely, and the results may have wider applications for a regional focus. It is the regional specificity of the research presented here that is the greatest strength of the manuscript.
	

	Is the title of the article suitable?

(If not please suggest an alternative title)


	Yes, it is.
	

	Is the abstract of the article comprehensive? Do you suggest the addition (or deletion) of some points in this section? Please write your suggestions here.
	Yes, it is.
	

	Is the manuscript scientifically, correct? Please write here.
	The implementation phase of the research, the processing of the obtained data and their evaluation shows a high academic level. Unfortunately, in the remaining parts there are significant shortcomings, which in some cases border on inconsistency of the authors:
· in the introduction of the theoretical part, the authors mention the general popularity of the shooter game genre and the related game Call of Duty. However, there are no sources to corroborate these claims – as the evolution of the market is changing and regional preferences suggest the dominance of other genres and, in the case of shooter games, of games other than Call of Duty; 
· there is a lack of relevant and objective justification for the choice of Call of Duty, which should be part of the methodology, not a specific focus from the beginning of the paper, when it is not yet clear that the choice of game was relevant, e.g. in the Philippines, Call of Duty seems to be in the top ten most played games, but only at the bottom of the list (see https://www.back2gaming.com/games/top-10-most-popular-games-in-the-philippines-2024/). By the way, the specific version of the game is not specified anywhere in the manuscript – there is a difference if it was Call of Duty Black Ops 6, which is an FPS, and if it was Call of Duty Warzone, which is a MOBA. 
· the use of the abbreviation SDT for self-determination theory without specifying which term is meant is not correct;

· in chapters 1.2 and 1. 3, which represent the fundamental theoretical framework and setting of the study, completely lack references to existing literature and conducted research to add relevance to the text;

· the research questions in chapter 1.4 are repeated in chapter 2.5, where RQ3 and RQ4 are even added;

· chapter 1.5 labelled as Null Hypothesis contains three identical non-zero hypotheses;

· in chapter 2.2 there are unsubstantiated claims: ...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 (p. 4). There is a lack of survey data to support this claim and thus ensure the validity of the research conducted;

· similarly, in section 2.3, there is no support for the claims made about the research sample: ...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 (p. 4).

· chapter 2.5 is duplicated in the manuscript, but with different content;

· in the results and conclusions, the authors do not return to the research and research questions, i.e. they do not explicitly verify the hypothesis(es) or answer specific research questions. A related issue is the absence of Discussion;
	

	Are the references sufficient and recent? If you have suggestions of additional references, please mention them in the review form.
	The references are recent but insufficient in number. It is necessary to add relevant literature if from the theoretical part so to justify the choice of the game, the research sample and the place of conducting the research.
	

	Is the language/English quality of the article suitable for scholarly communications?


	The quality of the language is suitable.
	

	Optional/General comments


	There are a number of formal deficiencies in the manuscript.
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	Are there ethical issues in this manuscript? 


	(If yes, Kindly please write down the ethical issues here in detail)

None
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