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Abstract

The research aimed to design and develop the Gaming in Motion (Gameotion): A Web portal for Physics-
conceptualized games that consist of educational games which may solve the current problem of the PigrsicResmarch
shows that the impact of the current educational games is far from expected dyintpfeators that go boring, inappropriate
game design, and difficulty adapting the games to different educational contexts. To bridge tiis gagp,study determined
the acceptability of Gameotion in terms of content, accessibility, aesthetic, experience, #oddlityg the overall level of
acceptability of Gameotioms rated by the respondents; and the significant difference in the respondents’ ratings on the
acceptability of Gameotion. The study used the descriptive and developmental research method in desigemgadrtal.
Also, a black box technique was used for testing accompanied by Technology Acceptance Model for the evaluatibinigphas
was conducted to 80 persons inside the Division of Laguna, composed of 40 Science Teachdr3 aexpéfts. The selection
of respondents was based on a non-random sampling technique. The study utilized Mean, StaiatEnd, @ad T-test to
answer the research objectives. The findings show the following statistical results facepialaitity of Gameotion in terms:
content (Teachers-M=4.70, SD= 0.52; Expert- M=4.57, SD= 0.60), accesgibdaghers-M=4.68, SD= 0.52; Expert- M=4.40,
SD= 0.67), aesthetic value (Teachers-M=4.72, SD= 0.50; Expert- M=4.52, SD=edytfjence (Teachers-M=4.69, SD= 0.53;
Expert- M=4.44, SD= 0.62) and functionality (Teachers-M=4.75, SD= 0.51; Expkrd.53, SD= 0.63) which are all
interpreted as Very High. In conclusion, the group of respondent results shows that theaoeem#bility of Gaming in
Motion (Gameotion): A web portal for Physiesaceptualized games in all indicators is verbally interpreted as “Very High.” It
can be therefore inferred that at a 0.05 level of significance, the null hypothesis stating thaashasesignificant difference in
the respondents’ ratings on the acceptability of Gameotion, a web portal for Physics-conceptualized games among the groups of
respondents was partially rejected. Further, the analysis of the content andnfilingtiadicators showed “not significant”
relationship; while the indicators accessibility, aesthetic value and experience were “significant.” The Gameotion, a web portal
for a Physics-conceptualized game can be an additional learning material. Consultation amt@sdiComputer/IT experts
can greatly contribut® enhancing the Gameotion.
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1. INTRODUCTION

Game-based learning is a type of learning material that uses games as a medium in an ecdkroat@mmakent.
Generally, it is designed to balance subject matter with gameplay and the ability of the ptayaintand apply the subject
matter to the real world. Game-based learning is an approach to teaching where students lexplor@spects of games in
learning content designed by the teacli€@aydos & Devane, 2019).

Before the pandemic, students were already losing interest in studying as théyréseen how traditional techniques
uses repetition and memorization of information to educate students. It was observed th#tayniimg was way better than
traditional textbook-based learning because digital learninghdwmspromoted as an effective method in enhancing students’
interest and improving learning efficien¢, P, P, N, & Nagaral, 2019).

Some of digital learning materials are now being transferred and accessed through ataleld peeb portal is
designed to bring information came from the diverse sources like emails, online forumalsjoand search engines. A web
portal is also a great tool for implementing games with educational puifemi&u, Adebo, & Musa, 2018).

Thus, the researcher aims to know the acceptability of a game-based learning using a@alvebgpparticular lesson

in Physics by developing a learning material entitled Gaming in Motion (Gameotion): A Web Portal for Phiyseystt@alized
Game that engage students in learning the Physics subject.
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1.1 Objectivesof the Study 1238

This study is designed to develop a web portal for A Physics-ConceptualizedoGeargage students and utilize other
educational services that could be improved by using a web portal. The following statements are thelgpeetifies of the
study:

1. Determine the level of acceptability of Gaming in Motion (Gameotion): A web portal for Physieptaized
games in terms of

1.1 Content

1.2 Accessibility
1.3 Aesthetic
1.4 Experience
1.5 Functionality

2. Determine the overall level of acceptability of Gaming in Motion (Gameotion): A web poridiysics-
conceptualized games, as rated by the respondents.

3. To Determine the significant difference in acceptability of Gaming in Motion (Gameotion) A web poRalysics-
conceptualized games as rated by a group of respondents.

METHODOLOGY
2.1 Research Design

The researcher used the developmental research designed as part of a systeEgmtidedelopment, execution, and
evaluation study. It is labeled as ‘transformational research’ by NCTM Research Advisory Committee, which means research
that does not focus dmwhat is’ but deals more broadly with ‘what ought to be.” This involves, for instance, research addressing
how to constitute education that meets certain pre-given standards or ideals (Gravemeijer, 1998).

The researcher also used descriptive research wherein events aredredesteibed, interpreted, analyzed, and
compared (Castillo, 2002). Descriptive designs include observation, surveys and intendaedardsted tests, and case
studies.

SOFTWAREPRODUCT

QUALITY

| | | |
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Suitabilty Compatibility w Reliability m Maintainability Portability

Figure 1. 1 SO 25010 Softwar e Quality MetricsModel. This figure shows the different types of quality metrics that
determine which quality characteristics will be considered when evaluating the properties dittheesof
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Descriptive research simply describes what is prevalent with respect to the issue or problen35\07ﬁ8er1gydy It simply
does not fit neatly into the definition of either quantitative or qualitative research methodologies. instendtilize elements
of both, often within the same study. The term descriptive research refers to the typeaofhresiestion, design, and data
analysis that applied to a given topic. Descriptive statistics tell what is, while inferential staystwsletermine cause and
effect.

2.2 Respondents of the Study

Respondents of the study are Science teachers and I.T. experts fromh@lyos®rganization with the Division of
Laguna. Experimental group was treated by using the Gameotion Web Portal to test and #dafomgtionalities and user
experience using free-hosting website that was forwarded to the random Science teathérs experts who tested the
developed web portal.

The selection of respondents is based on a non-random sampling technique. According {@@{nesampling is
the process of obtaining the participants of a study from a larger pool of potential participants terpuwuligtéon. Non-
random is a sampling technique where the sample selection is based on factors other thanhancnTioe researcher
specifically will use quota sampling. This sampling uses a predetermined number of the population sampled.

2.3 Research Instrument

The researcher constructed self-made questionnaireacforuser group that will serve as a tool for utilizing and
obtaining user feedback and the satisfaction level of the users. Questionnairestedebassd on the Technology Accep&anc
Model factors in terms of Quality Factors, Perceived Ease of Use, Perceigidnéss, Attitude towards Using, Behavioral
Intention to Use, and Experience. According to Adewumi, Misra, & Omoregbe (2015), ISO 25010 iplaélcerment of
ISO/IEC 9126 but consists of a higher standard in terms of the quality model. It is now thegnesvfdea quality model of a
system that gives a stronger and firm assurance for the users of the product.r@htirefoesearcher incorporates the 1SO
25010 into the Technology Acceptance Model to provide an accurate and reliable assessnaatjuis@devery user's
perception using the TAM criteria based on the quality model applications from ISO 25010.

The researcher utilized tiepoint Likert Scale to rate the respaents’ perception from 1 to 5, with 5 as the highest
rating. The levels (or scale) used to differentiate between the Remarks S#anghd, Agreed, Moderately Agreed, Not
Agreed and Strongly Disagreed. Each level is accompanied by a criterion, or setriaf ¢hige specifies what is needed to
reach that level of quality.

Ratings Scale Remarks Verbal Interpretation
5 4.21-5.00 Strongly Agreed Very High

4 3.41-4.20 Agreed High

3 2.61-3.40 Moderately Agreed Moderately High
2 1.81-2.60 Not Agreed Low

1 1.00-1.80 Strongly Disagreed Very Low

Tablel. Likert Scale
2.4 Statistical Treatment

In the evaluation phase, to determine the Technology Acceptance ideal level of satisfaction ofsthiewasds
Gameotion: Web Portal, weighted mean and standard deviation were used to get the resuljstioérin data as a statistical
treatment. T-tests used to measure the acceptability of materials by comparing the two standard dé\iatisesnples and
checking the variability.

3. RESULTS AND DISCUSSION
This section presents the analysis and interpretation of results from the re&eatrhiey findings. This also aims to
answer the objectives as a basis for evaluation of Gaming in Motion (Gameotion): Adiabfér Physics-conceptualized

Game. The researcher used Google Forms to distribute the survey questionnaires via and@t®science teachers and I.T.
experts in the field.
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3.1. Determine the level of acceptability of Gaming in Motion (Gameotion): A web portal for Physicgtoatized

games in terms of:

3.1.1 Content
3.1.2 Accessibility
3.1.3 Aesthetic
3.1.4 Experience
3.1.5 Functionality

Level of Acceptability of Gaming in Motion (Gameotion): A Web Portal for Physics-conceptualized Game in terms of
Content

Table 1 shows the level of acceptability of the Gaming in Motion (Gameotion): A Physics Conceptualized Game in
terms of Content where the researcher emphasizes the presence of certain words, theocweseptsd according to the
understanding of every user involved in this developing system. By analyzing the researchysesecian identify what type
of learning material Gaming in Motion (Gameotion) is. With its content, users may know that Gaming in Moth@o{iGa) is
a type of learning material that aims to make learning more interactive and entertaining through the helppoftivtieat can
be accessed on any device that has an internet connection.

Table 1. Level of Acceptability of in terms of Content

The Web Portal... TEACHERS EXPERTS

MEAN SD REMARKS MEAN SD REMARKS
1. is manageable and requires less ef

to understand. 4.60 0.55 Strongly Agree  4.43 0.64 Strongly Agree
2. Provides specific direction on how g, 0.46  Strongly Agree  4.58 0.59  Strongly Agree
operates.

3. Has the appropriate level

complexity for the viewer’s capability? 455 0.60 Strongly Agree  4.43 0.68 Strongly Agree
4. Highlights the features (Module

MELC, Game  application, an

Additional activity) that help to improve 4.75 0.49 Strongly Agree  4.75 0.49 Strongly Agree
student learning.

5. Provides topics and assessme

aligned to Most Essential Competencie 4.78 0.48  Strongly Agree  4.68 0.53 Strongly Agree
Overall Mean 4.70 4.57

SD 0.52 0.60

Verbal Interpretation Very High Very High

Table 1 illustrates the level of acceptability of Gaming in Motioar@otion): A Physics Conceptualized Game in
terms of Content. The teachers observed that the content ofdamprovides specific direction on how it operates which
yielded the highest mean score (M=4.80, SD=0.46) and was remarkdmaglysAgree. Likewise, Gameotion provides
topics and assessments aligned to Most Essential Competencies withnaseore (M=4.78, SD=0.48) and was also
remarked as Strongly Agree. On the other hand, Gameotion has the aperégkib of complexity for the viewer’s
capability although it received the lowest mean score of respevideqM=4.55, SD=0.60) yet it was still remarked as
Strongly Agree.

On the other hand, experts on the other group of respondents finthéheontent of Gameotion highlights the
features like Modules, MELC, game application, and additional activayhelp to improve student learning. It yielded the
highest mean score (M=4.75, SD=0.49) and was remarked as Stronglg. Agraddition to this, Gameotion also provides
topics and assessments aligned to Most Essential Competenciessthitddr a mean score of (M=4.68, SD=0.53) and was
also remarked as Strongly Agree. The statements in the content cfoG@mare manageable and require less effort to
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undersind. It also has the appropriate level of complexity for the viewer’s capability although it received the lowest; mean
score of responses with (M=4.43, SD=0.64) and (M=4.43, SD=0.6&)was still remarked as Strongly Agree.

According to (Chintalapati, 2017) content must fill the ideas baseldow the project obtained the raw data from
the beginning. It must also reflect the critical parts of tleeaech to strengthen the results from other users' perspectives.
Moreover, it is the body of a research project. Contenkésdibook structure, containing the vital information a user should
obtain.

Swanson et. al (2017) the authors analyzed the series of intervetti@ssinvestigating the possible effects of
learning content knowledge outcomes. In this research, they fountbaugamebased learning improves an individual’s
test performance.

Level of Acceptability of Gaming in Motion (Gameotion): A Web Portal for Physics-conceptualized Game in terms of
Accessibility

Table 2 shows the level of acceptability of the Gaming in Motion (Gamep#oRhysics Conceptualized Game in
terms of its Accessibility where it can be defined as the quality attribute thasesdsow easy user interfaces are to use
Accessibility also refers to how physical, psychological, and social environments are designsdréotleat everyone can
interact with others on an equal basis despite their individual characteristics. To makejebegucessible, the researcher
developed a web portal like Google Classroom that has several updated features. Gameotion skgwificéme esult of
utilizing the developed system as easily as accessing the mainstream web services simstablished as a web portal.

Table 2. Level of Acceptability of Gameotion in terms of Accessibility

The Web Portal... TEACHERS EXPERTS

MEAN SD REMARKS MEAN SD REMARKS
1, Provides features and functions t
make it easy for users to operate ¢ 4.73 0.51 Strongly Agree  4.35 0.66 Strongly Agree
control.
2. Can be accessed without error
drawback while answering every gar

application and reading module 4.60 0.55 Strongly Agree  4.15 0.74 Agree
assigned.
3'. _Was utilized  smoothly  an 4.58 0.55 Strongly Agree  4.13 0.72 Agree
efficiently.

4. Has a feature (Modules, MELC
Game application, and Addition:
activity) that gives a greater POV i  4.75 0.49 Strongly Agree  4.75 0.44 Strongly Agree
accessing another educational tool tl
is just as easy as this one.

5. Features have a user-frienc

interface. 4.73 0.51 Strongly Agree  4.60 0.55 Strongly Agree
Overall Mean 468 4.40

SD 052 0.67

Verbal Interpretation Very High Very High

Table 2 shows level of acceptability of Gaming in Motion (Gameotion): A Physics Conceptualized Game in terms of

Accessibility. The teachers observed that the accessibility of Gameotion has featukésdikes, MELC, game application,

and additional activity that gives a greater POV in accessing another educational tool thatsi®asy as this one. It yielded

the highest mean score (M=4.75, SD=0.49) and was remarked as Strongly Agree. AribtiigBésneotion provides features

and functions making it easy for users to operate and control. Likewise, it featusesfaendly interface. These statements
yielded a mean score (M=4.73, SD=0.51) and were also remarked as Strongly Agree.diherth®and, the statement
describing the accessibility of Gameotion says that it was utilized smoothly and efficidntly received the lowest mean
score of responses with (M=4.58, SD=0.55) yet was still remarked as Strongly. Agr
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The experts’ observation on the accessibility of Gameotion concludes that it has features like Modules, MELC, game

application, and additional activity that gives a greater POV in accessing another educatidghat teglist as easy as this one.
It also yielded the highest mean score (M=4.75, SD=0.44) and was remarked as HgyeglyLikewise, Gameotion also
contains features that have a us@ndly interface. It has received a mean score of (M=4.60, SD=0.55) andsevasraarked
as Strongly Agree. On the other hand, Gameotion was utilized smoothly and efficiently, and received thedaweasore of
responses with (M=4.13, SD=0.72) and was remarked as Agree.

Based on the paper written and published by (Yuan, Folmer, & Harris Jr., (2020sihstata game can be accessible
to everyone. In this paper, they managed to pick every struggle learner could encounter in accesaivpased learning
material and find a solution to this problem. In addition, they also conducted a survey to identifyabieahimplementing an
accessible game-based learning material for different people, especially in an extraoedieanyatuding health issues, social
groups, and foreign learners. As a result, it boosts the promotion of using gamhdelaasig materials not only limited to
elementary schools but also in secondary and tertiary school levels.

Level of Acceptability of Gaming in Motion (Gameotion): A Web Portal for Physics-conceptualized Game in terms of
Aesthetic

Table 3 shows the Level of Acceptability of Gaming in Motion (Gameotion): A Web Portal for Rbgeiosptualized

Game in terms of Aesthetic where it can be referred to as the overall qualitative fehtheegoncepts and consideration of
visual or graphical experience. Aesthetic is the form of theoretical analysis of the fornssirand symbolism in the work

of art. In Gaming in Motion (Gameotion): A Web Portal for Physics Conceptualized Game, Aesthetic is one of the important
aspects because it will dispense the research project to its potential users. Witkighge Idarners can interpret how the
Gameotion can be accessed. In addition, design helps the users to make a bettéonngbréses product. In conclusion, the
impact of a design really helps the users get attracted to utilizing the web portalll,Gvameotion has an attractive user
interface and user-friendly display.

Table 3. Level of Acceptability of Gameotion in terms of Aesthetic

The Web Portal... Teachers Experts

Mean SD Remarks Mean SD Remarks
1. Promotes a drive to answer the giv
learning task through interestini 4.75 0.49 Strongly Agree 4.38 0.63 Strongly Agree
attractive features.
2. Is visually attractive and he Strongly
appropriate aural material. 4.68 0.53 Strongly Agree 4.55 0.60 Agree
3.Designs like font color, size, and sty
u;ed in the game are suited for Igarn 4.70 052 Strongly Agree  4.65 0.48 Strongly
with  color blindness or visua Agree
impairment.
4. Also provides appropriat
representation and images. 4.75 0.49 Strongly Agree 4.60 0.63 Strongly Agree
5. Has a cIanty In screen layout with 1 4.73 0.51 Strongly Agree 4.43 0.64 Strongly Agree
unnecessary distracting features
Overall Mean 4.72 4.52
SD 0.50 0.60
Verbal Interpretation Very High Very High

As shown in Figure 4, the teachers observed that Gameotion promotes a drive to answer the given learning tas
through, interesting, attractive features. It also provides appropriate representafinagesl As they yielded the highest mean
score (M=4.75, SD=0.49) they were also both remarked as Strongly Agree. Ghdahéand, it has clarity in screen layout
with no unnecessary distracting features. This gives a mean score (M=4.7858Dand was also remarked as Strongly
Agree. The Gameotion is also visually attractive and has appropriate aural material. Althoogikietrthe lowest mean score
of responses with (M=4.68, SD=0.53) but still remarked as Strongly Agree.
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The experts observed that the aesthetic of Gameotion like font color, size, and stydedhatthe game are suited for

learners with color blindness or visual impairment. This rating got the highest mean score (MsE:EH48) and was
remarked as Strongly Agree. It also provides appropriate representation and images vehighnggtn scer (M=4.60,
SD=0.63) and was also remarked as Strongly Agree. On the other hand, Gameotion praingtetoaanswer the given
learning task through, interesting, attractive features. Although it received the lowest reamfscesponses (M=4.38,
SD=0.63 yet it was still remarked as Strongly Agree.

According to Islam, Lai-Kuan, & Chee-Onn (2019), aesthetic-driven images have started to rensiderable
research interest. In recent years, the quality of an image compositigradaslly improved, and the rise of high-quality
imagery is growing continually. Hence, having a great aesthetic image attracts thenddeeipa them gain something out of
the box.

Level of Acceptability of Gaming in Motion (Gameotion): A Web Portal for Physics-conceptualized Game in terms of
Experience

Table 4 shows the level of acceptability of Gaming in Motion (Gameotion): A Physics Conceptualized Game in terms
of Experience as a representation and understanding of a researcher oh regbgact's human experiences, choices, and
options and how those factors influence one's perception of knowledge. In Gameotion, therangethgperience users can
acquire because of the similarities of its features to another existing web Poeséd. experiences can be used as an advantage
in managing and accessing the Gameotion web portal to familiarize every corner of the developeu pesieat and to
enhance their analyzing and technical skills in applying the learning material.

Table 4. Level of Acceptability of Gameotion in terms of Experience

The Web Portal... TEACHERS EXPERTS

MEAN SD REMARKS MEAN SD REMARKS

1. Does not let me encounter any errors

drawbacks when accessing it in creati 4.58 0.55 Strongly Agree  4.10 0.55 Agree
my account and managing my profile.

2. Can be utilized smoothly in makir 4.63 0.54 Strongly Agree  4.48 0.64 Strongly
changes relevant to my account. Agree
3. Makes learning more interactive a Stronal
enjoyable due to its features ik 4.80 0.46 Strongly Agree  4.60 0.55 Agregey

downloading certain educational games
4. Will provide a suitable and use
oriented interface that could help tl 4.73 0.51 Strongly Agree  4.55 0.55 Strongly Agree
users for smoother operations.

5. Allows users to finish their task

immediately and improve the workloc 4.70 0.56 Strongly Agree  4.45 0.71 Strongly Agree
performance.

Overall Mean 4.69 4.44

SD 0.53 0.62

Verbal | nterpretation Very High Very High

On Table 4, the teachers experienced that Gameotion me&esnlg more interactive and enjoyable due to its
features like downloading certain educational games. This gives giaméhe highest mean score (M=4.80, SD=0.46) and
was remarked as Strongly Agree. It also provides a suitable andnieseted interface that could help the users for smoother
operations. Receiving a mean score (M=4.73, SD=0.51) it wasramarked as Strongly Agree. On the other hand,
Gameotion did not let the teachers encounter any errors or drawhhelks accessing it in creating my account and
managing their profile. Although it received the lowest mean score sponses with (M=4.58, SD=0.55) it was still
remarked Strongly Agree.

As the experts observed, Gameotion has the experience that eakesd more interactive and enjoyable due to its
features like downloading certain educational games. This yieldetliginest mean score (M=4.60, SD=0.64) and was
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remarked as Strongly Agree. Also, it provides a suitable andougatted interface that could help thé’“ﬁ"éé”réﬁ@; smoother
operations. With a mean score (M=4.55, SD=0.55) this was aftearked as Strongly Agree. On the other hand of
Gameotionexperience, experts didn’t encounter any errors or drawbacks when accessing it in creating an account and
managing a profile. Although it received the lowest mean score of respoitee@=4.10, SD=0.55) it was remarked as

Agree by the expert’s evaluation.

Plump & LaRosa (2017) explains how a popular e-learning tools help$dheers and educators create an
engagement without doubt. It gives a better classroom environment \iite B@rning experience. The real-time feedback
provides opportunities for professors in various disciplines itortéheir instruction based on student understanding on
quizzes.

Level of Acceptability of Gaming in Motion (Gameotion): A Web Portal for Physics-conceptualized Game in terms of
Functionality

Table 5 shows the level of acceptability of Gaming in Motion (Gameotidbrifhysics Conceptualized Game in
terms of Functionality through several key factors that emerges fronegbarch. Functionality is a perceived benefit withi
a tool that is related to various aspects of user-friendly fater features, maintainability, reliability, information
presentation and classification, and navigation. Also, it is thayatm perform a certain task or function. Gameotion web
portal contains various functions needed to perform as a wholéngamaterial for students, which also defines the overall
operation as another learning tool inside a web portal.

Table5. Level of Acceptability of Gameotion in termsof Functionality

The Web Portal... Teachers Experts

Mean SD Remarks Mean Sb Remarks
tléacsh(zrr\;eanzsstjgenfgucatlonal tool 4.80 0.52 Strongly Agree  4.53 0.51 Strongly Agree
2-. Wlll greatly hglp.the users in storin 475 0.54 Strongly Agree  4.38 0.81 Strongly
viewing, and retrieving data. Agree
?. Remains reliable to the existing al 468 0.53 Strongly Agree  4.68 0.57 Strongly
uture users. Agree
4. Can be functional on any device. 4.80 0.46 Strongly Agree  4.50 0.72 Strongly Agree
5. Will be the outline for the standart
setting of some schools that want to gi 4.70 0.52 Strongly Agree 4.55 0.50 Strongly Agree
access to it.
Overall Mean 4.75 4.53
SD 0.51 0.63
Verbal Interpretation Very High Very High

Table 5 illustrates the level of acceptability of Gaming in MotiGarfieotion): A Physics Conceptualized Game in
terms of Functionality. The teachers’ observation on the functionality of Gameotion states that it serves as an educational
tool for educators and learners and can be functional on any ddhese yielded the highest mean score (M=4.80,
SD=0.52) and (M=4.80, SD=0.46) and were remarked as Strongly Agree.tidsteachers see that Gameotion will be a
great help to the users in storing, viewing, and retrieving d¥ith. a mean score (M=4.75, SD=0.54) it was also remarked
as Strongly Agree. On the other hand, it remains reliable to thengxend future users. Although it received the lowest
mean score of responses with (M=4.68, SD=0.53) it was still kmda&trongly Agree.

On experts’ observation, Gameotion remains reliable to the existing and future userseltted the highest mean
score (M=4.68, SD=0.57) and was remarked as Strongly Agree. Like®&meotion will be the outline for the standard-
setting of some schools that want to gain access to it as they adapgh&inew normal education. Scoring with a mean
(M=4.55, SD=0.50) it also remarked as Strongly Agree. On the other hantded®on can be a great help to the users in
storing, viewing, and retrieving data. Although it received the lowest meae stresponses (M=4.38, SD=0.81) yet it was
also remarked Strongly Agree. The level of acceptability of Gaminglation (Gameotion): A Physics Conceptualized
Game in terms of Functionality as per experts’ point of view attained a mean score of 4.53 and a standard deviation of 0.63
and was Very High among the respondents.
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Yang & Lu (2021) emphasizes the appropriateness and functionalityngf digital game-based learning materials.

This paper stated how each party benefits from using this neweatezhal method rather than sticking to the traditional
classroom setting. Furthermore, incorporating two-tier testing into digitaleg can effectively reduce anxiety and help
learners learn well. This was correlated to the developiogect entitted Gameotion that has a purpose of educating the
learners while entertaining. This study proves that with game-bamedrg approach, students may still learn while playing.

Overall Level of Acceptability of the Gaming in Motion (Gameotion): A Web Portal for Physics-Conceptualized Game.
The following data presents the overall acceptability of Gameotion among respondents. Téehte@v the group
of respondents accept the Gameotion as a educational materials that promotes engagement of studenisgnttaiswe

learning task. The table shows the mean, standard deviation, and Verbal Interpretation.

Table 6. Overall Level of Acceptability of the Gaming in Mation (Gameotion): A Web Portal for Physics-Conceptualized
Game.

Indicator Respondent Mean SD Verbal
Interpretation

Teacher 4.695 0.52 Very High
Content

Expert 4.570 0.60 Very High

Teacher 4.675 0.52 Very High
Accessibility

Expert 4.395 0.67 Very High

Teacher 4.720 0.50 Very High
Aesthetic

Expert 5.520 0.60 Very High

Teacher 4.680 0.53 Very High
Experience

Expert 4.435 0.62 Very High

Teacher 4.745 0.50 Very High
Functionality

Expert 4.525 0.63 Very High

Conceptualized Game has been summarized and collected in a singld tabtetal scores for each representative
have been identified, and the results show the effectivenesseamyl flanctional as another learning material for students,
especially in Physics. With the significant numbers on the mean scortharstandard deviation, all scores were labeled
with a Very High in their Verbal Interpretation.

This proves that Gaming in Motion (Gameotion) is a great productamthecome greater after its implementation.
Gotch & Roberts (2018) stated that the overall score deterrtfivesombined perspective of each user who participated in
any crowd activities, such as surveys, online forums, electemm$ much more. However, this may not be the actual and
favorable result, but it may serve as a guide for others to know hdwhy a particular item or idea is useful, functional,
flop, or useless.
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Overall, the result shows how each identifier reflects onattteal project. This proves that the"clriept research
project will also be significant as learning material. Even thotigs is still not implemented today, it will eventually

contribute to the educational system.
Significant Differencein the Acceptability of the Gameotion

The table shows the result of significant difference in acceptability of Gameotion betweber§eaw Experts. The
data presents the mean, t-statistic, critical t-value, p-value, and analysis.

Table 7. Significant Difference in the Respondents’ Ratings on the Acceptability of the Gameotion

Mean t statistic Critical t p-value Analysis
value

Content

Teachers 4.695 .
1.245 2.023 0.221 Not Significant

Experts 4570

Accessibility

Teachers 4.675 o
2.552 2.023 0.015 Significant

Experts 4.395

Aesthetic

Teachers 4.720 N
2.026 2.023 0.049 Significant

Experts 4.520

Experience

Teachers 4.685 .
2.555 2.023 0.015 Significant

Experts 4.435

Functionality

Teachers 4.745 o
1.972 2.023 0.056 Not Significant

Experts 4.525

Table 8 presents the significant difference in the acceptability of the Gaming in Motion (Gam&otdel Portal for
Physics-Conceptualized Game of IT Experts, Master Teachers, and TeacheesisTherobserved significant difference
between the Teachers' and Experts' perceptions of acceptability in terms of Conteahciahdlity, as evidenced by the t
statistics. The statistics were within the non-rejection region, signified by the critivsal afa2.023. The computed p-values,
greater than the significance alpha 0.05, imply the absence of signs of the tests.

This means that the level of evaluation made by teachers & experts in terms of Content and Functainadisy ibe
same. The criteria set by the researcher on the variable satisfy the evaluator withetlegadaation level.

On the other hand, there is an observed significant difference between the Teachergeatsd fierceptions of
acceptability in terms of Accessibility, Aesthetic, and Experience, as evidenced by the t statistisgatistics are within the
rejection region, signified by the critical value of 2.023. The computed p-values of 0.049, and 0.015, respectively, which
are less than the significance alpha 0.05, imply the test's significance.

From the findings above, it can be inferred that at a 0.05 level of significance, the null hypothesis “There is no
significant difference in the acceptability of Gaming in Motion (Gameotion): A Web Portal foicBiG§@nceptualized Game of
IT Experts, Master Teachers, and Teachers” is partially rejected. This is because the analysis came from the indicators Content
and Functionality was “Not Significant” while the findings in the indicators Accessibility, Aesthetic, and Experience are
“Significant.”

According to Kanwar & Sanjeeva (2022), survey boosters' judgment implies how effectivevihesas. It is also
found that most people believe in a survey because they know how accurate the results of theesurvey

WWw.ijrp.org



Jovelyn P. Panganiban / International Journal of Research Publications (IJRP.ORG) @ JJ RP.ORG

ISSN: 2708-3578 (Online)

1247
The study of Ninaus (2022) resulted the effectiveness of the bameilearning in improving students’ learning in

Mathematics. Students’ quality of playing experience was predicted by measures of acceptance of game-based learning and
intrinsic motivation for math. These indicated that the learning success of in game-based learning apprdsaisleesby
students’ acceptance of the game as a learning tool.

In addition, Azeta, Oyelami, & Ayo (2018) stated to boost the ideas on the advantages of using e-learportalseb
to achieve the significant goal of learning. They found that it is now becoming the best alternative wétltape current
situation of some students studying schools or institutions. With the help of e-learning web portalealktkegure that
education will continue despite progressing outside of its bubble.

4, CONCLUSION AND RECOMMENDATION
4.1 Conclusions

Based on the results of the tests and surveys conducted, the researcher is hapiegvitatportal might be a great
help in motivating and engaging the students in accomplishing the task. There is no significant diffetieaaesult of the
survey conducted in the group of respondents in terms of Content and Functionality. However, on the otherrh@rahmsse
to Aesthetic, Accessibility, and experience, there is a significant difference in the peespethe respondents. Thus, the null
hypothesis is partially rejected. This is because the analysis came from the indicators,dDdnfemictionality was resulted as
“Not Significant” while the findings in the indicators Accessibility, Aesthetic and Experience is “Significant.” It entails that the
web portal is accepted as a great educational tool but there is a need of further refisiteig portal in the design and
accessibility.

4.2 Recommendations
Based on the given findings and conclusions, the following recommendations are told and advised:

1. Gameotion Web Portal is recommended for Science Teacher as an additional leateig in teaching General
Physics 1 to engage students in answering their task.

2. Teachers are recommended for a webinar regarding the use of Gameotion Weh patdling to know and learn
how to put practice and manipulate the Web portal.

3. Future researchers suggested to ask for the approval of the Learning ReeEmagement and Development System
to allow more schools, teachers, and learners to use the Gameotion Web Portal. If this Gamedi®magillired or fully
implemented, it can be bought by any organization to continue its utilization as an educational amatebe labelled under
their name through series of legal processes in transferring the product. If this so, many silideqsrience and engage in
learning through this new developed learning materials.

4, It is suggested for future researcher to have a consultation and help of {6 exp&/'eb developers to enhance its
feature, especially its accessibility and aesthetic.
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