S

2022 FEBEEERE 7+ — T L [EH]

P

W201901-5

F4 (HARE) XRIEA4L PR & sl
7 4 U B RFME L — T b

A (SGE) RIEXAFRZFLHE  Name of School
University of the Philippines Rural High School (UPRHS)

HAFEZ A b (40 FFLIN)
TAVEVDENRA )L e F—LEE TN RTNEZAL LDX ¥ VT HHEL Z L~DREYE

HAGEZA) (200 F-LAKN)

TAVEVDENA) e T—ALEETR—=IMINFA LD XV TEELZEDAY vy T AU v IO
TH%39 % (SDG8, SDGY DFERKIZEH), E/NA b e F—LEROHEA IRAT — 7 RVH =T HieFEE L E
a— WL, =2 T4 7 RT A RREER, RFENFIEO 3 KA S ER OO 217572, 2D 3
FYEND | BRI YR — PRBIUTENNAS L e F—LEETOX ¥ U TIZEHAETH S,

HEEH A kL Title (20 words or less)
The Prospect of Having a Part-Time or Full-Time Career in the Mobile E-Gaming in the Philippines

FEEE Y Outline (100 words or less)

This presentation discusses the advantages and disadvantages of having a part-time or full-time career in the mobile
e-gaming industry in the Philippines. The result of this study is relevant to achieve SDG 8 (Decent Work and
Economic Growth) and SDG 9 (Industry, Innovation, and Infrastructure). Articles relating to various stakeholders of
the mobile e-gaming industry were reviewed and analyzed to come up with an initial assessment of the industry
based on three criteria — work-life balance, tenureship, and financial gain. Using these three criteria, a career in

mobile e-gaming is feasible if there will be concrete social and mental support.
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