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Keywords: Abstract. This study aims to determine whether the students of Karunya University are
Video games engaged in such games that impact their academic performance. A random sampling
Academic performance survey method is used. The students of various disciplines were randomly selected as

University students

e ) respondents of the study. The academic performance of the students is collected from the
Addictive technologies

controller of examinations of Karunya University. The finding reveals that the students’
choices in video game genres are significantly correlated with their overall performance
indicated by the CGPA (.924). Similarly, the average time spent in such engagement per

Received: 9 April 2016 week is significantly correlated with the academic performance which gave out the value
Accepted: 25 April 2016 of (0.842). The results also reveal that the students’ history of gaming since they were kids
Published: 21 June 2016 is positively connected with their overall academic performance, which is revealed by the

correlation value of (0.982). The outcome also shows that the correlation between
students’ engagement with video gaming and their academic performance in the first year
of their college life is relatively higher than the subsequent years. In conclusion, video
game selection and time spent is significant in Karunya students’ academic performance.
The rest of the variables in the study were insignificant. The findings could be useful for
teachers to understand student behavior better and improve their learning.
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INTRODUCTION

In the present globalized market-driven world, Human progress and
development is highly influenced by the power of information and technology.
The technologically driven world spins around the information explosion and
technological resources. Dr.Digumarti Bhaskara Rao states “The emergence of
the “Learning Society” amongst advanced technology economies with its
concomitant knowledge updating and renewal for individuals creates new
expectations”. The developing countries have come to realize the role and need
of skills with latest technology for the future generation.

Human alone is capable of learning and transferring his understanding to
some other destinations. This capacity of his mind is often referred to as skill
development. This ability has made the civilization to progress over the
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centuries. This communicative function is based on skill development in various
countries. Whatever it may be but no one can deny today the impact of handling
latest devices by younger generation. The paradigm shift in educational theory
is due to growing use of advanced digital technology and ICT. As Dr.
Satyaprakash noted in his article, “Several studies have been conducted
regarding the use of ICT. IT helps students because more reflection and
autonomy develop their critical thinking skill, increase motivation by offering
more diverse and authentic learning resources and this brings the outside
world to Class-room”. The gaming environment has taken the most part of
today’s younger generation. So it is the concern of this paper.

Objectives

The main objective of this study is to find out the influence of playing video
games from childhood till graduation on academic performance of Karunya
University students. Gaming involves various factors inter-related to the
students’ learning process. These factors are bound to influence the nature of
their academic involvement. So, this study will also aim to trace out the inter-
connectivity between those factors and students’ academic performances. To
find out the social elements linked with students’ academic performance is also
one of the objectives of this study. It also aims at finding out the influences
caused by the departmental affiliation of the students.

REVIEW OF LITERATURE

Video gaming is an unavoidable environment for younger generation because it
has the potential for maximum interactivity and fun. Besides, the technocrats
are investing their resources and are in a race to come up with newer concepts
in innovating these gaming devices. An article, Startups explore beyond reality
with AR and VR written by Ayyar (2016) in a newspaper notes that “It is
compatible with all existing PC games, movies and one can live-stream from
online gaming communities”. This clearly shows that how vital this gaming is
for the future younger generations and hence this area requires a lot of
researches. Playing 3D video games may boost memory-says an article in a
newspaper (Times of India, December 10, 2015) which refers to a research
conducted by Craig Stark and Dane Clemenson of UCI’s Centre, California. The
research has found that playing 3D video games such as 'Super Mario’ may
boost the memory power of the gamers.

A study was carried out by the Nanyang Technological University, Singapore
on Children and Video Games: Addiction, Engagement, and Scholastic
achievement. In this study, Skoric et al. (2009) indicated that addiction
tendencies in video gaming are consistently negatively related to scholastic
performance (Lee, 2015). While, no such relations are found for either time
spent playing games or video gaming engagement. He concludes that there is no
relationship at all between video game playing tendency and academic
performance. Another study, A Study of Time Management: The Correlation
between Video Game Usage and Academic Performance Markers, from New
York conducted by Anand (2007) states that video games may have a
detrimental effect on an individual Grade-Point Average (GPA) and possibly on
Scholastic Aptitude Test (SAT) scores. This conclusion is different due to SAT
scores that are repeated. One more study, how computer games help children
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learn conducted by Shaffer (2006) points out that the new “smart games” will
give students the knowledge and skills they need to adapt to the changing
world. Based on this theory, the students playing video games might have more
adaptability towards their academics.

On the contrary, there are a few studies that explore the negative side of video
gaming and digital technologies. One such study is referred in an article, Dizzy?
It could be cybersickness by Murphy (2015) that refers to a research at
Coventry University’s Centre for mobility and transport in England. It states
that, “It is a natural response to an unnatural environment”. It also says that
digital balance is lost due to motion created in gaming or similar devices which
causes dizziness. It also says that there is nausea due to watching fast-moving
digital images becoming common. The above researches urged us to study the
habit of video gaming that has any effect on the academic performance of the
gamers.

METHODOLOGY
It is commonly known that playing video games extensively will have
detrimental effects on academic performances of the students. On the other
hand, some other studies warrant that the academic performance could be
improved due to playing video games. These studies also show that the
student’s cognitive skills are also being enhanced as an additional outcome of
gaming. So, there are some unclear assumptions which led us to investigate the
relationship between their gaming habits and their academic performance. To
carry out the study, we included all students from various departments of
Karunya University as the population. This study used survey method as the
tool to collect data from the respondents. A convenient sampling method was
used to identify the respondents needed for the study. We limited the total
number of respondents’ amount to eighty. The study used Chi-Square and
Correlation analysis to find out the significance.

Operational Definition

Video game playing is measured through the duration of playing, what type of
gaming device they are using, the familiarity with the type of games, how long
they have been playing games since childhood as well as the playing habits
during the college life taken into account on yearly basis. Students’ academic
performance is measured by their cumulative results. The factors influencing
the habit of video game playing are kept as students learning process and these
factors are also measured.
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FINDINGS AND DISCUSSIONS

TABLE 1. Frequency and percentage of personal characteristics of the respondents

ISSN: 2414-3111
DOI: 10.20474/jahss-2.3.1

Frequency | Percent
10-15Yrs 1 1.25
16-20Yrs 60 75
Age Group
21-25Yrs 18 225
26 and above 1 1.25
Male 61 76.25
Female 19 23.75
Rural Area 14 17.5
You are from which part of
the country? Urban Area 65 81.25
None 1 1.25
Rs15.,000 or less 6 7.5
What's your family income Sg;gggg B 16 20
per month? (approx) R330:001 = I~ 275
Rs50,000 g
Above Rs50.000 35 43.75
None 1 1.25
(N =80)
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The above table reveals that majority sixty respondents are Male and it means
76 percent of the respondents are male. Similarly, 65 respondents that is eighty-
one percent of the respondents come from Urban setup. Sixty respondents are
belonging to the age group between sixteen to twenty years of age that amounts
to seventy-five percentage of the total respondents Around 35 respondents only
play game because they have a family income of above fifty thousand rupees as
monthly income. Majority of the video game players are males who come from
Urban area having a monthly income of above Rs. 50,000. They belong to the
age group of 16 to 20 years old.

TABLE 2. Frequency and Percentage of Video Game Playing Habit

Frequency | Percent
Playing Video

Games 29 36.25
How do you spend your free Outdoor Sports 15 18.75
time? Reading 8 10

Others 27 33.75

None 1 125

When you were a Kid, did you
have any devices for playing Yes 67 83.75
video games? (such as

handheld devices, PC/MAC,

gaming consoles, etc.)

No 13 16.25
100 orless 48 60
How many video games have
you played so far in your life? | 454 _oqg 18 20
(approx)
201- 300 6 7.5
above 300 10 125
5-10yrs old 31 38.75
Since when you started =1y 0ld a2 52.5
playing video games? 16-20yrs old 5 6.25
21-25yrs old 1 1.25
None 1 1.25
(N=80)

Table 2 shows that more than fifty percent of the respondents started to play
video games from the age of eleven and around sixty percent of them have
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played around one hundred games. Eighty-three of them played such games
from the time they were kids using various types of gaming devices and
consoles. Thirty-six percent of the total respondents used to spend their free
time on playing video games. It also shows that after the age of fifteen the video
game playing habit has decreased.

TABLE 3. Frequency and percentage of playing video games

Frequency | Percent
Ranks
Action — Shooter 1 18 22.50
Choose
the video | Action — Adventure 3 12 15.75
game Adventure 6 - 50
e | Role-Playing 5 7 8.50
most. Your | Simulation 2 16 208
top favorite | Strategy 4 8| 10.75
thatyou | syvivaliHorror 7 3| 450
love to : .
play Massnvely Multiplayer
(Rank) Online 5 7 5 41
Total 75 93.25
None 5 7.75
Average | 1onrs orless 49| 6125
time spent
in video 11-20hrs 27 33.75
qaming per | 51_30hrs 1 1.25
week?
(approx) above 30hrs 3 3.75
Extensive thinking 42 525
Which type Effortiess games for kids 5 6.25
of games | Educational games 4 5
.ktteeps ty%L'j? Games without goals 27| 3375
s Total 78 975
None 2 25
(N=80)

Table above shows that the respondents have played variety of games and
they have ranked them in order of preferences. The action shooter games are
highly ranked and preferred as the first type of game. Simulation games are
ranked as the second best game. Action adventure games are ranked as the
third highly preferred games by number of respondents. Survival or Horror
games as well as adventure are least ranked by the respondents.

Sixty-one percent that is 49 respondents play zero to ten hours and another
thirty-three percent that is around twenty-seven respondents play video games
for eleven to twenty hours per week. Very few respondents have indicated that
they play video games for more than twenty hours per week. Majority of the
respondents (42) that is fifty-two percent say that extensive thinking involved
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games they are interested in. Another (27) respondents that amount to thirty-
three percent said games without goals are very interesting.

TABLE 4. Frequency and Percentage of Video game playing habits

Frequency Percent

Alone A 38.75

With Family 4 5

How do you prefer to play m:: Friends 2 4

video games?

g Strangers 5 6.25

Total 78 975

None 2 25

Self 17 21.25

Family 8 10

In which way you are Classmates 48 60
introduced to newer'recent | Gaming

video games? Cafes 5 6.25

Total 78 97.5

None 2 25

Smariphones 22 27.5
Gaming

Consoles 4 .

Which device do you use | PC/MAC 30 62.5

often to play video games? | Other 1 195

Handhelds ]
Total 77 96.25
None 3 3.75
(N=80)

The above table indicates that forty-seven percent of the respondents that is 38
in number play video games with friends and another thirty-eight percent that
is 31 of them play the video games alone. Very few respondents play the video
games with any other person. Sixty percent of the respondents said they were
introduced to video games by their classmates and twenty-one percent of them
were self-introduced to video games. Sixty-two percent of the respondents said
that PC/MAC was the commonly used device for this purpose and twenty-seven
percent said Smartphones were used often for playing video games.

5

125

TAF
Publishing



126

ISSN: 2414-3111
DOI: 10.20474/jahss-2.3.1

L. Suharti, A. Pramono - Cultural intelligence among Indonesian ...

TABLE 5. Frequency and percentage of video gaming and attitude of respondents

The above table shows that ninety percent of the respondents said that they
started to play the video games from the age five to fifteen years. It reveals that
only ten percent feel that they started to play after sixteen years of age. Forty
one percent of the respondents were not sure of academic influence due to
video game playing. Out of the remaining fifty-nine percent of the respondents
thirty-two percent have agreed that playing video games affects academic

Frequency Percent
5-10yrs
pardh 31 38.75
11-16yrs
Sid a2 62 6
since when you started playing 16-20yrs 5 625
video games? 3'1“ S
old 1 125
Total 79 0875
None 1 1.25
Agree 26 325
“Playing video games helped me in my =
acadm ic performance ' — State your Disagree 21 26 .25
opinion | don't >
oW 33 41.25
Yes,
Always 7 8.75
Yes S .
reDo you munch snacks while often 17 21.25
playing video games? Yes
Rarely 31 38.76
NO 25 3125
(N=80)

performance while twenty-one percent denied such influence.

TABLE 6. Frequency and percentage of video game playing habit

Frequency | Percent
46
Tl now, have you won 16
or achieved any
competitions/challenge s 10
in aporta/gam es/
performing arts/visual 5 525
arts etc.? Ifyaa, how
many? (approx; T 96 26
3 3.75
Howmany video gam es 50 or less 72 90
have you played only In 51-100 7 875
your 1st year of
. " 150 and
collega? (approx) -
above RS
50 or less 67 8376
Howmany video games ~a_
have you played only in 51-100 2 11.26
your 2nd year of 101-149 a3 375
collage? (approx) 150 and
above s s
50 or less 59 73.75
51-100 3 3.75
Howmany video games | 404-149 2 2.5
have you played only in
your 3rd yaar of 150 and 4 s
college? (approx) above
Total (=12] 85
N one 12 15
(N=80)
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The above table indicates that around seventy-seven percentage of
respondents said that they have won five to ten awards in various competitions.
While comparing total three years of college life, during the first year ninety
percent of respondents used to play but in the second year it went down to
eighty-three percent and in the third year it went even further down to Seventy-
three percent.

TABLE 7. Correlation between personal factors and academic performance

Correlations

Véhat's your

Youarefom | familyincome

whith part of p2rmonth?
Ag2 Group | Gencer | the counin? (approk) Orrerall CGPA
Age Group Pearson Correlation 1 030 083 -072 -255
Sig. (2-tafied) 793 468 528 012
N 30 30 79 79 80
Gender Pearson Correlation 030 1 028 075 139
Sig. (2-fafied) 793 303 512 220
N 30 30 73 79 80
You are 7021 whichpariof  Pearsan Correlation 083 028 1 sl 064
ey Sig. (2-taed) 468 | &3 660 577
N 79 78 73 78 79
Vihal's }'OI.:; familymcome  Pearson Correlation -672 075 214 1 -070
PETTRORIAS () Sig. (2-taded) 5% | 512 280 541
N 7 78 78 79 79
Overall CGPA Pearsan Correlation -255 138 064 -070 1

Sig. (2-tabed) 022 220 577 S
N 30 30 79 79 80

* Correlation is signifcant atthe 0.05 kevel (2-33iled).

The above table indicates that age group and overall academic performance
are significantly correlated at the 0.05 level (2-tailed). It is significant because
the table shows the value r=.2172 but the above table provides CGPA as .255
that is higher than the critical value of the Chi-Square table. At certain age the
respondents are highly involved in video game playing and it has helped in
academic output. Gender or place and income have no influence at all.

Table 8. Correlation of playing video games and academic performance

Correfations
Yihen you
wars 3 did,
A you hiave
any davices
for plaving
video games?
(Buth 33
Pandhald How many
devices, ¥ideo games Sefact the Axarage ime
POMAL, nhave you vidoo game sperd invdeo
gaming played <o PEES YU GATING Dé
Lons0les nyour §fe? NS plagsed v
-i: } | .':.;g-:aﬁ 20 fil :a_.'t"vn(n ‘Ivsv:n_l CGPA
Winhen vou wese 3 ko, dd  Fearson Comsdation | (78 4 c .
You have any devces for ! 07e 165 135 o
playing video games? Eig. (24allod) f : 2
t5 andheld 0.4 ¢80 14 m %82
aait . (2 . 2
CONGOKS, 04 ) N # | ) B0 0 0
How miany vdet games Fearzon Comrelation ors | 430" o0 o
P yOu plireesd 50 ta in P i
V:'»l;l IR"-‘ Ea[l't:ﬂli Gig. (-taledh) 0 ‘ it 0t pic-
N a0 | a0 | 80 a0 "0
Selectthe wdeo gamo Pearzon Comelation L85 410" | 1 28" ot
. .
m&;{;,mu e played 5ig. (2-tatled) “ 000 ‘ 000 a4
N 20 | B0 B0 B0 20 |
Average me spentin - Pearson Colrstation 135 450° 428" 1 e )
WOB0 @3Nng per week? M aadla 4 . o
sl s s 5l. (2-3alled) n 000 000 242
N 20 | 80 80 80 &
Dverl COPA Paaraon Comalation 003 -p0s 011 023 [
Sig (2talled) §87 985 a2¢ 842
N 80 | 80 B0 80 20

" Comsiadan & sigancant 3t he 000 levsl 2-talked)
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The Critical value of Chi-square table r=.2172

2016

The amount of time spent on video game playing and what genre of games
they played and the number of games they played are significantly correlated
because the table shows r=.480, .410 and 428. Since they are above the critical
value r=.217 they all are significant. It also shows that the amount of video
games played by the respondents in life so far is significantly correlated to the
video game genre and time spent per week at 0.05 level (2-tailed),

TABLE 9. Correlation between gaming habits and performance in studies

Correlations
Till now, have
YOU Won or
achieved ary
competitions/
chafienges n
*Playing video | sportsigames
Games Iparfoming
halpad me m anamsual
Which devce rrry acadmic ans et 2 I
How do you do you use parormands” yes, how
presar o play often 10 piay - State your many? .
wdeo g:-m_uL';'.' video qlmc:'f' oplinion {approe Overall CGEA
| How oo you r;mr:o play Faarson Correlason 1 51" -0 093 -015
R i i (2308 002 891 427 8es
1 N 78 i3 7@ 75 T8
| Vehuch device 00 you use Pearson Comrelason m- 1 - 039 051 -003
£ ofien to play video P
Eanieeg e Sig. (2-taflad) 002 440 664 982
I . S I8 T JT_ T4 -
i 'Pl‘a\mu wdeo games Faarson Comelason -.00t 089 1 o1 0od
helpec me in my acadme: - Q
| performance”- State your  ©%- (2-tailed) 901 ¢40 923 983
| opinwon N 8 T 80 44 80
| T now, have you won or FPaarson Comelaton 2
| athieved any 093 -5 011 ! - 067
| comgestionsichallenges S5 (9.
fin " ¥ 5g. 2aken) 427 86¢ 923 565
| sporsigamesiperiorming
| atsMisual arts elc 7 if N 75 74 23 77 77
| ves_how many? (approx) . . i !
| Cverall CGPA Pearson Correlagon ms -003 000 - 067 1
Sig. (2tallec) 805 9e2 893 565
N 78 77 a0 7T &0

= Cormetation ts significard at the 0.01 lowe| (2-talled)

The critical value provided by the table r =.2172. In the above table value of r
is more so the use of device by the respondents and preference of playing video
games are significantly correlated at 0.05 level (2-tailed). All other factors are
not correlated significantly.

TABLE 10. Correlation between three years of video gaming and Academic performance

Correlations
How many How many How many
video games video games video games
have you have you have you
played onlyin | played onlyin | played onlyin
your 1styear your 2nd year your 3rd year
of college? of college? of college?
(approxy) (approx) (approx) Overall CGPA
Eow manylvidedo ge}mes Pearson Correlation 1 652" 658" 053
yoaﬁ’?%’gtuygaaryoef cgﬂgglgo Sig. (Z-tailed) 000 .000 642
(approx) N 30 80 68 80
Howy manyvidedo ge:mes Pearson Correlation 652" 1 g7 -.033
| i ¢ :
yout Indyoer of colloges  Sig. (2-ailed) 000 000 774
(approx) N a0 80 68 80
How many video games Pearson Correlation 658" 770" 1 -.032
have you played only in ; tai
your 3rd year of college?  o9- (2-tailed) .000 .000 793
{approx) N 68 68 68 68
Overall CGPA Pearson Caorrelation 053 -.033 -.032 1
Sig. (2-tailed) 642 774 793
N g0 80 68 80

** Correlation is significant atthe 0.01 level {2-tailed).
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The critical value in the statistical table is r =.2172 at df =80. The above table
indicates that the video game playing habit in the first year is significantly
correlated to the second year of playing and the second year playing is
significantly correlated to the third year of playing video games. Since the above
table value .652 for second year and .658 for third year are above .217 they are
significantly correlated. Similarly, second year is correlated with third year at
.770. The years of playing video games is correlated at .05 level. But they are not

correlated with the academic performance.

Test Statistics
When you
were a Kid,
did you have
any devices
for playing
video games?
(such as
handheld How many
devices, video games Selectthe Average time
PCIMAC, have you video game spentin video
gaming played so far genres you gaming per
consoles, in your life? have played week?
etc.) (approx S0 far. {approx Qverall CGPA
Chi-Square 36.450° 54.800° 13.600¢ 77.0000 7.5004
df 1 3 7 3 69
Asyrp. Sig. .000 .000 .059 .000 1.000

The critical value from statistical table Chi Square r = 3.84 for 1 df at (0.05)
level so the above table value is 36.4 for device like PC/Mac used when they
were kids and it is significant at 1df and (0.05) level. Similarly, critical table
value for 3 df at (0.05) level is r = 7.81. So, the above table value for how many
video games (100 games) played r = 54.8 is far above significant level. Average
time spent category in the above table shows r = 77.0 at 3 df (0.05) level that is
above the critical table value r = 7.81 and therefore it is highly significant.

Test Statistics
Till now, have
YOU Wwon or
achieved any
competitions!
challenges in
"Playing video | sportsigames
games Iperforming
helped me in artsivisual
Which device my acadmic arts etc.? If
How do you doyou use performance.” yes, how
prefer to play often to play - State your many?
video games? | video games? opinion. (approx) Qverall CGPA
Chi-Square 47.436° 78.8960 2.725¢ 52.714¢ 7.5004
df 3 3 2 3 69
Asymp. Sig. .000 .000 .256 .000 1.000

The critical statistic table value for 3 df (0.05) level is 7.81 therefore the above
table r = 47.4 for preference of video games and r = 78.8 for device often used
and r = 52.7 for achievement in competition at 3 df (0.05) level are above the
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critical value and therefore significant. But the games helping academic

performance is below the critical level and therefore it is not significant.

Test Statistics
How many How many How many
video games video games video games
have you have you have you
played only in played only in played only in
your 1styear your 2nd year your 3rd year
of college? of college? of college?
{approx) {approx) {approx) Qverall CGPA
Chi-Square 116.2753 149.000° 138.471¢ 7.5004
df 2 3 3 69
Asymp. Sig. .000 .000 .000 1.000

The critical value for 2 df (0.5) is 5.99. The above table records video games
played during first year and its Chi-Square value is 116.2. So, it is above the
critical value and hence it is significant. Similarly, the second year table also
records Chi-Square value as 149.0 which is again above the critical value for 3 df
which is 7.82. Therefore, it is also significant. The above table records third year
video game playing and its Chi-Square value is 138.4 which is above the critical
table value and that is 7.82. Therefore, it is correlated with the second year
video game playing and similarly second year correlated with third year
playing. But, the academic performance does not show any significance.

DISCUSSIONS

The most striking finding is that many of the variables are not correlated with
the academic performance. There is no clear evidence for proving that the video
game playing habits affect the academic results. The interpretation of r is based
on the significant level. So, if the r value is between 0.00 and 0.20, it denotes
indifferent or negligible relationship. Some of the factors that we studied in the
research are falling within this value and therefore they are not significant. But,
the Chi-Square values of video game playing variables (devices, duration of
playing, types of games, playing habits during college life) fall within 0.40 to
0.70 which indicates that there is a substantial or marked relationship between
them. The objective of the study is to find out the correlation between video
game playing habits and academic performance. In this regard, the value that
we found between ages (5-16yrs) is correlated significantly with the academic
performance (0.255). The interpretation is that there is a slight or low
correlation between them.

CONCLUSION
The general perception is that the students spend much of their times in various
activities other than academic-oriented programs. Most people think that it is
because of other activities such as watching movies, getting social online,
playing games etc. that prevent them from academic concentration. The
teaching community feels the same. The authors of this research are also a part
of the teaching community and wanted to find out whether this one particular
fun activity of the students which is playing video games has any positive
influence on their academic performance. In this research review, there were
number of similar researches carried out across the world and some
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researchers boldly ascertained with their findings that there is no positive
relationship between playing video games and their studies. Is this result valid
for our Karunya students as well? That was the question which triggered this
study and now we have found that there is only very low positive correlation
between the gaming habits and studies. It is also clear that the significance is
due to the influence of their age growth from Syears to 16years as a stage for
maturity. That is also the same period the students’ mind starting to develop
towards academic concepts and may be that is why it shows slight significance.
The rest of the factors did not reflect any relationship at all.

LIMITATIONS AND RECOMMEDNATIONS
In this study, it is found that there is only very low positive correlation between
the gaming habits and studies. These findings are different from existing
research across the world. This research may demand further intensive study in
this field.
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