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Abstract: A characteristic of multiplayer web-based games is that
players may take whatever job they choose, collaborate with
other sections to complete far more complex goals, and complete
missions of a violent nature. Players may communicate online,
form friendships, and arrange real or virtual resources [1]. This
research aims to ascertain the connection between Player
Experience and Game Engagement in Battle Royale Games
among Davao City Gamers. To ascertain the degree of player
experience and game engagement and ascertain if there is a
statistically significant connection between those factors. The
data collection process is conducted through questionnaires. It is
based on two of the most frequently used scales: the Player
Experience of Need Satisfaction (PENS) and the Game
Experience Questionnaire (GEQ). Although both measures were
created using a rational-theoretical approach, none has been
subjected to formal factor analysis. Fifty (50) respondents from
Davao City between the ages of 16 and 40 who are eligible for
our research were chosen. The researchers utilized purposeful
sampling to choose an example that is usually beneficial to the
study goals to produce an example that may represent the
community. The findings indicate that most video games remain
tenacious in their quest for popularity and do not seem to have
an end in sight. Real-life and the virtual world are gradually
merging with virtual reality on the horizon and making inroads
into more conventional settings. The research concluded by
examining the elements of game playing experience that may
improve people's competence, idea autonomy, and relatedness.
The degree to which it is significant and how it connects with
other factors.

Keywords: PUBG Game Experience and Engagement, Davao
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I. INTRODUCTION

Nowadays, individuals play games through their
smartphones. When Android was released, more game
developers took advantage of the opportunity to profit by
developing new games with high-quality visuals, stimulating
people, particularly children and adolescents who own an
Android smartphone or have one at home [1]. Thus, if kids
are hooked to playing games with no time constraints, this
will result in health issues such as eye difficulties, neck
discomfort, backbone pain, and headaches. This research aims
to ascertain the Player Experience of the PUBG game among
adolescents in Davao City.

Online computer games first appeared in the 1990s and have
grown in popularity and availability since then. The number
of web-based games being played and the number of
participants has exploded.

A characteristic of multiplayer web-based games is that
players may take whatever job they choose, collaborate with
other sections to complete far more complex goals, and
complete missions of a violent nature. Players may
communicate online, form companions, and arrange trades of
real or virtual resources [2]. Engaging, intelligent, and
continuing web-based games have developed into “killer
apps” on the Internet. They are the primary reasons why a few
teenagers spend hours playing these games regularly [3].

In any event, as the popularity of web-based games has
grown, so have concerns about their excessive usage. The
urgent extravagance in multiplayer online gaming is most
prevalent within the age group of 13-25 years, with gaming
abuse being more prevalent among young males than young
women [4]. The rising trend of mass shootings has also been
linked to excessive use of violent computer games, reviving
debate about the possible adverse effects of violent computer
games on children and adolescents [5]. Given youth's
preponderance of online usage and web-based gaming, there
is growing concern that a portion of Internet-using kids may
engage in hazardous or habit-forming web behaviors when
using and gaming on the web [6]. The World Health
Organization (WHO) designated the proclivity and urge for
computerized and video gaming as an emotional well-being
issue in 2018 [7]. Additionally, web-based gaming
enslavement is defined as an apparent social obsession
characterized by excessive or frequent use of PC games or
computer games that interfere with an individual's everyday
life [14].

Recently, another gaming obsession, Player Unknown's
Battlegrounds (PUBG), has gained widespread acclaim. It is a
multiplayer shooter game in which 100 people compete in a
'battle royale,’ with the last person or group remaining
victorious [8]. The game may be played with either friends or
strangers. The majority of players are reliant on this game and
spend an excessive amount of energy playing it. Numerous
children play this game, despite the fact that it is intended for
people above sixteen due to the client connection and
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advanced purchases. According to a survey of gamers, 47%
have played at least one very vicious game.

Vygotsky (1978) asserts that humans develop tools and are
subsequently affected by those tools [8]. The Internet is the
most complex instrument humanity has ever created, and as
such, it has the potential to have a more significant artistic
effect than any prior technology [11]. As is customary, new
technology inspires fear and worry. For example, in the
nineteenth century, "the telegraph allowed a young lady to
continue a flirtation with a number of men on the wire,
despite her father's wishes." [12]. Recent studies also show
that games can be beneficial in educational activities and
family interaction, such as in [22] and [23].

Il. METHODOLOGY
Research Design

We present a conceptual model based on existing theories and
previous empirical results that examines the variables
influencing and affecting online gaming pleasure. As shown
in our model, pleasure is strongly linked to the narrative,
visuals, music, duration, and control of online games, and
enjoyment predicts intention to play online games while
allowing for the impacts of attitude and subjective horms on
behavioral intention [13].

Research Locale and Sampling

The study will be conducted at Davao City, 8000 Davao del
Sur. Fifty (50) respondents from Davao city will be selected.
We will select participants were above the age of 16 that are
applicable for our study. Our choice of selecting these fifty
(50) participants will be ideal since they are the ones who
could give us the best information regarding our research
which is the Relationship of Player Experience and Game
Engagement in Battle Royale Games Among Gamers in
Davao City. We will select these participants according to
their capability to provide relevant information and share their
experience and game engagement in Battle Royale Games.

In this study, the researcher will select Fifty (50) PUBG
gamers in Davao City. It now satisfies the standard least
adequate example size for the correlational examination.

The researchers used the purposive sampling technique in
choosing their participants regardless of their gender and age.
Purposive sampling is a non-probability type of sampling that
relies mainly on the researchers' judgment in choosing
respondents. Unlike the various sampling techniques that can
be used under probability sampling, the goal of purposive
sampling is not to ramdomly select units from a population to
create a sample to generalize from that sample to the
population of interest.

Purposive sampling involves the researchers utilizing their
insight to pick an example that is generally helpful to the
study objectives. A purposive example's principal objective is
to create an example that can be illustrative of the population.
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Data Collection Procedure

The following procedures will be done to gather and present
all the necessary data for the study:

Ask permission. A remarkable fraction of this study's data
collection is through the virtual world. Ask a result; the
researchers will need to ask permission from the selected
respondents through messenger. The researchers must
proceed only if their request gets approved and if they would
be given permission to do so.

Distribution of survey questionnaires. We researchers create a
questionnaire in google form, which we send to our
participants through social media platforms. Once approved,
the survey questionnaires shall then be sent to a messenger to
the chosen respondents to answer. The respondents will be
given enough time to answer the survey questionnaire.

Retrieval survey questionnaires. Once the respondents finish
answering the survey questionnaires, survey questionnaires
will then be retrieved. The answers and identity of the
respondents will be taken care of in consideration with
confidentiality and rules of ethics.

Tabulation, merging, analysis, and interpretation of data. The
data that will be gathered throughout this study will be
tabulated, organized, merged, and evaluated in line with the
objectives of the study. The unbiased evaluation shall be done
for the researchers to have extensive knowledge of the topic
they are researching.

Research Instrument

Accurate player experience assessment is critical for
comprehending the effects of videogame play, creating and
producing compelling videogames, and successfully applying
game design concepts in other areas. Numerous player
experience surveys are accessible. However, empirical
validation of the scales is often lacking or nonexistent.

The questionnaire is based on two widely used scales: the
Player Experience of Need Satisfaction (PENS) and the Game
Experience Questionnaire (GEQ). Both measures were
created using a rational-theoretical approach; however,
neither scale has been subjected to formal factor analysis,
restricting our ability to assess the scales' empirical validity
[15]. This was initially utilized in Ujjwal Dubey's study titled
"Measuring Player Experience and Engagement Level in
PlayerUnknown's Battlegrounds.” [9].

The researchers provided comprehensive exploratory and
confirmatory factor analyses of both scales using videogame
player answers. The GEQ is supported in part (through a
redesigned factor structure); the PENS is supported in a
significant part (with a more minor revision of the factor
structure) [10]. We provide recommendations for future study
on the most effective usage of both scales.
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Ethical Considerations

The researchers conducted consent first to the participants
before they could participate in this study. Several ethical
issues had to be taken into consideration. The age of the
participants was one of the main ethical issues [16]. The
researchers had to make sure all the participants were above
the age of 16, and any participants under this age must be
allowed by a legal guardian. Confidentiality was another
crucial ethical concern. To maintain anonymous participants
were asked not to put their original name in any
questionnaires. Additionally, participants were informed on
the questionnaire that all data will be kept confidential.

Generally, studies that include contact with a human sample
will have some ethical ramifications. Building trust with
research participants is critical, which was accomplished by
maintaining anonymity and responding confidently to all
responses, carefully explaining the research process and data
presentation, and providing as much information about the
project and its objectives as possible without influencing
responses.The researchers sought to respectfully research the
participants and other human beings that the research process
may influence.

[1l. RESULTS AND DISCUSSIONS
Profile of the Respondents

As shown in Table 1, there is several more or less 49
respondents in this study. Most of the respondents were age
ranges from 16 to 30 years old. The highest percentage of
respondents are in the age range of 21- 23 years' old which is
46.9%. Moreover, based on gender characteristics got 73.5%
of the respondents were male and 26.5% remained female.

According to that the influence of gender, age, family
race/ethnicity, and socioeconomic status on gameplay found
males play video games more than females. Both sexes prefer
different games, females dislike games with violent content,
lacked meaningful social interaction, and had character.
Regarding the length of game experience 18 respondents got
36.7% less than a year while the lowest percentage comes to
the respondents who had 3-5 years' experience.

Table I: Frequency and Percentage Distribution of the Respondents Profile

Characteristics (n=49) Frequency Percentage
Age
16-20 years old 20 40.8
21-25 years old 23 46.9
26-30 years old 6 12.2
Gender
Male 36 73.5
Female 13 26.5
Length of Game
Experience
1-2 years 14 28.6
Less than | year 18 36.7
3-5 years 8 16.3
More than 5 years 9 18.4
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The Level of Player Experience Among the Gamers

Table 2 shows the level of players' experience among the
gamers and this is divided into three indicators that players
felt competence during involvement in the game. The
autonomy scale measures the degree to which respondents felt
free, and perceived opportunities to do activities that interest
them with striving. In-game relatedness, the size assesses the
will to attach with others in a way that feels authentic and
supportive. These findings show that the mean of the Level of
the Player Experience in terms of competence is 3.92 with a
standard deviation of .533.

This means that the Level of the Player Experience in terms
of competence is high. Additionally, for the next indicator
tackles about the player experience autonomy is 4.31 with a
standard deviation of .452. This means that the level of
autonomy is very high. For the last indicator which is the
relatedness of the level of player experience is 3.87 with a
standard deviation of .493, this means that that the relatedness
of the players' game experience is high.

Table 1I: Mean and Standard Deviation Distribution of Respondents' Level of
Player Experience Among the Gamers Descriptive Statistics

Indicators N Mean Std. Deviation
Competence Mean 50 3.3704 .36167
Autonomy Mean 50 431 59921
Relatedness Mean 50 3.87 494
Overall 4.03 493

Level of the Game Engagement

Level of the Game Engagement The mean level of the game
engagement is 4.38 with a standard deviation of .402. This
means that the level of game engagement is very high. While
there has been significant growth in game-based learning
research in the past two decades . This is supported by the
idea that games also offer an opportunity to explore new ideas
and actions through the diversity of gameplay opportunities
generated by communities of players.

Table 111: Mean and Standard Distribution of Respondents' Level of Game
Engagement

Descriptive Statistics

Indicator N Mean Std. Deviation

Game Engagement 50 4.38 402

Significant Difference on the Level of Player Experience in
Intervening Variables
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Table 1V: Anova Distribution of Respondents’ Significant Difference in Level
of Player Experience according to Age, Gender, Length of Game Experience

ANOVA (Between Groups)

Test
Variables Mean F Sig.

(ANOVA) Level sD Decision

16-20 297

years
old

2125 1 4191 | 308

years 1103 Accept
old ' .340 Ho

.681

4.00

Age

26-30
years

old | 38

Male 4.04 .389
Gender .010 | .922
Female | 4.03 453

Less
than 1 4,01 466
year

Accept
Ho

1-2
Length of years 3.93 .368

Game 803 | 499 | Accept

Experience 3-5 Ho
P years | 413 | .360

More
than 4.17 409
five
years

Because the p-values 0f.340, 922, and.499 are more than 0.05.
We do not reject the null hypothesis. When players are
classified according to their age, gender, and duration of
gaming experience, there is no discernible variation in their
degree of experience. The Player Experience of Need
Satisfaction (PENS) metric evaluates gaming experiences for
competence, autonomy, relatedness, intuitive controls, and
presence/immersion. Additionally, this metric assesses the
individual player experience by examining the interface
between the player and the activity occurring inside the game
environment and the extent to which the player's behavior and
response to the game satisfy particular psychological
requirements [17].

Significant Difference on the Level of Game Engagement in
Intervening Variables

The table below shows the ANOVA Distribution of the
respondents and its significant difference between the age,
gender and the length of the game experience. It implies there
that the decision must be accept the null hypothesis to its
intervening variables. Since, p-values .918, .954 and .426 >
0.05 then we do not reject the null hypothesis. There is no
significant difference on the level of game engagement when
grouped according to age and gender and length of game
experience.
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This is reinforced by the fact that gaming involvement
affects a variety of variables. For example, for individuals of
any age or gender, it promotes the development of creative-
related abilities. It allows players to maintain a broad focus
while participating in  open-ended games. Positive
reinforcement is provided via the feedback activities, which
promotes autonomy and self-awareness [18].

Table V: Anova Distribution of Respondents' Significant Difference in Level
of Game Engagement according to Age, Gender, Length of Game Experience

ANOVA (Between Groups)

Test
Variables Level Mean SD F Sig. Decision
(ANOVA)
16-20 years old 436 .382
Age 21-25 years old 4.40 451 | 0.86 918 A(|:_(|:§pt
26-30 years old 434 .309
Male 4.38 426 Accept
Gender Female 439 | 340 | 003 | 94|
Less than 1 year 444 359
Length of 1-2 years 437 482
Game 984 | 426 | Accept
] 417 304 | ' Ho
Experience 3-5 years
More than 5 years 445 357

Relationship of Player Experience and Game Engagement

Table VI: Correlation Between Measures
Correlations

Independent
Variable X SD r-value P-value
Players 438 0.402 0373 0.008
Experience
Game Engagement 4.38 0.402

r =..373** p-value =. 008

*p<0.0Table 6 above shows the positive correlation between
player's experience and game engagement. Since, the p-value
is .008<0.05, then we reject the null hypothesis. There is a
significant relationship between players experience and game
engagement. This positive correlation implies that when the
players' experience increases, the game engagement also
increases. On the strength of relationship between variables,
with the value of r=.373, it has a weak positive relationship.
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Simple Scatter with Fit Line of PENS by GameExperience
RéLinear =0.139

PENS
-

GameExperience
Figure 3: Scatter Plot of Correlations

Therefore, the scatter plots of dots representing the 50
respondents which stand as the scores of each respondent in
the independent and dependent variables the dots of
observation that near at the linear line serves as the trend of
relationship that represents the arrangement of the dot, the
line also predicts that the observations have a correlation and
that signifies that there is a positive correlation of relationship
between the two variables which is the player experience and
game engagement of Battle Royale Games Among Gamers in
Davao City. There are some dots of observations in the graph.
Some of them are bonds, and others are far that are far from
the line. They are called outliers [19].

In conjunction with the Wiley handbook of human computer
interaction's self-determination theory, gaming applications
for objectives such as education, money, and health have
garnered significant attention [20]. The creative-relevant
talent promotes learning activity through the degree to which
the player thinks logically about learning (involvement,
concept identification and year of game experience). And it is
entirely up to the gamer how he or she participates. The
gaming environment serves as the vehicle via which gamers
may acquire self-motivation. Games significantly broaden an
individual's variety of possible experiences. The gaming
environment is the vehicle via which players may acquire
self-motivation and substantially broaden their variety of
experiences [21].

IV.CONCLUSIONS AND RECOMMENDATIONS
Conclusions

The demographic profile of the study's respondents is the first
research question. There were 51 people in total: 36 men, 15
women.The majority of respondents are between the ages of
21 and 25, and most gamers around Davao City area.The
second research issue concerns the gamers skills in terms of
play pattern, game knowledge, and game experience, with a
high level of strategy as the overall result. Other things is The
length of the game experience, the level of the player
Experience among the gamers in Davao City to competence,
Autonomy, Relatedness, the level of the game experience in
terms of competence, the player experience according to age,
gender, Length of game experience, test of significant
difference in the level of the game Engagement. The
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Instrument has a good level of internal consistency Game
Experience Questionnaire (GEQ). The Instrument has an
acceptable level of internal consistency.

Thus, various approaches make learners learn effectively as
the learners of the game would be given chances to explore
new approaches and manifest new responses.

Based on the study and data analysis, Game Engagement
helps to better understand how in-game activities influence a
player's Engagement in creative activity and learning.
Engaging and playing online games make players should be
engaging those indicators mentioned above.

Therefore, there is a significant relationship between players
experience and game engagement. With this positive
correlation,

this implies that when the players experience increases, the
game engagement also increases.

Recommendations

This study has vyielded findings that indicate values
subscribed by participants manifest that in a certain online
game, it creates a positive engagement. The findings concur
with and provide practical implications for all who are players
who should be more responsible when engaging in a virtual
game play. Also to the developers that they should be striving
and exhibiting uncertainty, it was surprising to expect to see
more impact of gaming experience. These results play a
significant role within the game design and development
process. However, future studies with more and mature
players in each game genre are needed to investigate the
definiteness of prior gaming experience.
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