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Background: Nowadays, children and teenagers are heavily influenced by video games. Excessive 
video games may affect children’s physical and mental health as well as academic performance.
Objectives: The present study aimed at determining the correlation between playing video 
games and general health as well as academic performance of Fasa mid-schools boy students at 
Iranian secondary school level.
Materials & Methods: This cross-sectional study was carried out on 150 boy students at secondary 
school level in Fasa, Fars Province, Iran. The subjects were selected through multistage cluster random 
sampling method. The data were collected using a three-part questionnaire including demographic 
information, information about how to use video games and General Health Questionnaire (GHQ). 
The collected data were analyzed by using SPSS v. 22, descriptive statistics, correlation coefficient, 
t-test, and Chi-square test. P<0.05 was considered as statistically significant.
Results: Findings revealed that there was a significant direct correlation between the amount of 
video game use and overall general health (r=0.25, P=0.03); a significant inverse relationship 
was also found between the amount of video game use and academic performance of the students 
in first (r=-0.41, P=0.002), second (r=-0.30, P=0.02) and third grade (r=-0.42, P=0.02) of mid 
school students. There was no significant difference in the general health between the two types of 
game played. There was also a significant relationship between students’ academic performance 
categories and the type of video game (P<0.001).
Conclusion: Based on the findings, it can be concluded that video games can play a crucial role 
in the general health and academic performance of students. Thus, it is vital that parents pay more 
attention to the duration of playing and type of games their children play.
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1. Introduction 

ideo games, as a social phenomenon 
along with other audio and visual me-
dia of today’s world, have selected its 
most important audience as children and 
adolescents [1]. Nowadays, children and 

teenagers are heavily influenced by computer games. 
Given the significance of playing games in social life of 
this age group, video games have inevitably claimed a 
major part of the children and adolescents’ time play-
ing rather than dealing with social interactions [1]. The 
ease of access to a variety of video games along with 
the audiovisual effects, high level of fantasy, the vari-
ety of genres, and the capacity to create excitement have 
made these games gain popularity among children and 
adolescents. According to research, 97% of Americans 
between the ages of 12 and 17 have played one type of 
video game, and 31% to 21% of the teens are immersed 
in gaming every day or 3 to 5 days a week, respectively 
[2]. As the statistics show, the largest number of people 
playing video games in the United States ranged from 
7-17 years old [3]. The latest research has shown that 
on average the kids between 8-11 years of age played 
video games for 12 hours a week and children of 13-14 
played 15 hours. The older they get, the more hours they 
spend playing video games [4]. Although there are no 
definite statistics on the amount of time Iranian spend on 
gaming, according to some studies with a limited sample 
size, Iranians play games between 1 to 5 hours and even 
slightly more than 6 hours in a week [5, 6]. 

Accordingly, increased rapid access to and use of 
computers plus video games among children and ado-
lescents have caused some concerns [3]. In this regard, 
the surveys carried out on the video game clubs and net 
games in Iran indicate that a significant number of Ira-
nian children and adolescents can mention the name of 
the games. In other words, dealing with video games 
has been practically associated with social credit of chil-
dren and adolescents in Iran [7] in a way that children’s 
social activities have been replaced by video games and 
other forms of electronic entertaining devices [8]. This 
is because the industries as well as computer and acces-
sories manufacturing companies have expanded their 
penetration and usage rates among families annually 
and in particular among school students. The easy ac-
cess to as well as an increase in the use of video games 
can create problems for their users leading to depen-
dency pathological conditions. Sedentary behaviors that 
lead to prolonged physical inactivity is related to poor 
fitness outcomes including a higher risk of cardiovascu-
lar disease, obesity, and diabetes [9]. Studies carried out 

on 6-18 year-old students in India showed that students 
addicted to video games and the Internet had problems 
such as procrastination for assignments, losing sleep 
hours, and feeling tired [10]., since playing video games 
is a leisure time or hobby, second to watching televi-
sion, too much of it can cause complications such as 
obesity and overweight, computer dependency, aggres-
sion, anxiety, poor academic performance, and depres-
sion in children as well as adolescents in settings such 
as schools, homes, and communities [11]. Other studies 
have also shown that there is a significant correlation 
between spending too much time watching TV as well 
as playing long hours of video games and a downfall in 
children’s and adolescents’ grades in schools, along with 
an increase in the risk of obesity and other health-threat-
ening hazards [4, 12-14]. Along this line of argument, 
as physical activity has been replaced by playing video 
games, it is necessary to heed that such an entertaining 
pattern is a warning sign for children and adolescents’ 
health in both short and long terms [11, 15] because the 
identity of children is molded during adolescence. For 
this reason, mass media and video games play an im-
portant role in adolescents following models in a way 
that the characters of games with violent contents would 
become their role models [4]. Studies have shown that 
men play significantly more video games than women, 
which interferes with classroom preparation and sleep 
[16]. Another study reported that about 72% of the most 
frequent players are boys/men [17]. 

Computer games, if use improperly, can cause destruc-
tive effects on children and adolescents’ health [15]. 
Based on recent studies, an association has been found 
between increased duration of video games and a decline 
in some physical health indicators, but there is scarce 
evidence to draw conclusions from existing studies 
[18]. A review study conducted in 2020 to examine the 
possible association between video games and general 
health showed that there are conflicting results regard-
ing the relationship between the two variables; studies 
have shown that video games have many negative con-
sequences for public health, while other studies have re-
ported a lower risk. The researchers stated more studies 
were required to draw stronger conclusions [18]. Thus, 
given the controversial results about the outcomes of 
video games on youngsters’ and adolescents’ health, the 
researchers intended to conduct an unprecedented study 
to explore the association between playing video games 
and general health as well as academic performance of 
Fasa mid schools boy students.

V
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2. Materials and Methods

This cross-sectional was carried out on 150 boy stu-
dents at secondary school level in Fasa, Fars Province, 
Ian in 2017. A sample size of 150 was calculated based 
on standard deviation=3.5 [19], precision=0.6, 5% type 
1 error, and design effect=1.2. The participants were se-
lected through multistage cluster sampling. In the first 
stage, among all areas in Fasa, 3 areas (clusters) were 
randomly selected. Then, 1 mid school was randomly 
selected from each area (3 mid school). The researchers 
randomly selected 50 students from each mid school via 
simple random sampling using random number table.

The inclusion criteria were as follows: 1) not having 
a history of mental disorders; 2) being a student (aged 
between 15 and 17) of a mid-school; 3) not having been 
suffering from a serious psychological or physical disor-
der in recent years; 4) willing to participate in the study. 
All participants agreed to participate in the study and 
signed an informed consent. The participants were as-
sured that their information would remain confidential.

The data collection tool was a three-part questionnaire in 
which the first part was devoted to the demographic vari-
ables including age, occupation, and education level of 
parents of the students. The second part of the question-
naire dealt with the types of use of video games which in-
cluded questions about the genres of video games (intellec-
tual, educational, action, shooters, police) and the amount 
of time spent on playing video games. The genres of the 
games were divided into rough and simple. In this research, 
computer games such as intellectual and educational games 
were considered as simple, but computer games such as ac-
tion and police games were regarded as rough ones. The re-
liability of this part of the questionnaire in Farmanbar et al. 
study [19] was measured through test-retest method with 
r=0.87, Cronbach alpha=0.83, and P-value < 0.05. The 
third part included question items on general health condi-
tion which were taken from Goldberg General Health Ques-
tionnaire (GHQ). This questionnaire, developed by Gold-
berg and Hillier (20), included 28 items with a four-point 
scale from “not at all” (zero score) to “more than average” 
(3 scores) in 4 areas: Somatic symptoms, tension / sleeping 
disorder, social dysfunction and sadness side effects.

This questionnaire has been translated into 38 languag-
es ​​and widely used in different cultures. Accordingly, it 
has been used in psychometric studies in 70 countries 
[20].  Reliability, validity, and element structure of the 
Pers i an translation of general health questionnaire 
(GHQ-28) have already been confirmed by Valizadeh et 
al. [21]. In addition, the reliability of this questionnaire 

was confirmed by Cronbach’s alpha coefficient as 0.88 
for the present study.

Academic performance of the participants was mea-
sured  according to their GPA out of 20. If their GPA 
rang e d between 10 and 11.9, it was taken as “very 
weak”, 12-13.99 as “weak”, 14-15.99 as “average”, 16-
17.99 as “good”, and 18-20 as “excellent”.

The questionnaires were collected through self-report 
appr o ach in one step. The selected participants were 
assured that all collected data would be kept confiden-
tial. The participants could have access to the data on 
their wills. The data were introduced into the statistical 
package for social sciences (SPSS) version 22. Data de-
scribed using frequency and percent or mean and stan-
dard deviation (SD) according to the type of variables. 
Pear s on correlation coefficient, t-test, and Chi-square 
test were used for data analysis.

3. Results 

In the present study, the mean age of the participants, 
their fathers and mothers were 14.12 (SD=1.63), 39.66 
(SD = 5.29), and 36.66 (SD=5.40), respectively. The 
sub j ects’ fathers were mostly freelance (60%) while 
their mothers were housewives (74%). In terms of edu-
cation level, 50% of the subjects’ fathers and 48% of 
their mothers had a diploma (Table 1). Fifty-eight stu-
dents (38.67%) participating in this study were in the 
third grade of the mid schools. Out of 150 students, 46 
66(44%) played simple games (21% intellectual games 
and 23% educational ones) and 84 (56%) were gamers 
of rough games (18.6% police games and 37.4% ac-
tion games). Regarding the time spent on gaming, 23 
people spent 1 hour, 27 people 2-3 hours, 69 subjects 
4-5 hours, and 31 participants used video games more 
than 5 hours a day (Table 1).

Table 2 shows correlation coefficient of the amount of 
video game use with subscales of general health and ac-
ademic performance. There was statistically significant 
direct correlation between the amount of time spent on 
playing video game and general health. There was also 
a s ignificant relationship between the amount of time 
spen t on playing computer games and general health 
scales including somatic symptoms, anxiety/insomnia, 
and depression symptoms. However, there was no sig-
nificant relationship between the amount of video game 
use and social dysfunction (P=0.86). There was also a 
sig nificant inverse correlation between the amount of 
time spent on playing video games and students’ aca-
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Table 1. Frequency distribution of demographic characteristics of participants

Demographic Classification No. (%)

Students age (Y/O)

13 45(30)

14 47(31.33)

15 58(38.67)

School grade 

First mid school 44(29.33)

Second mid school 48(32)

Third mid school 58(38.67)

Fathers age (Y/O)

20-29 0(0)

30-39 66(44)

40-49 78(52)

50-60 6(4)

Mothers age (Y/O)

20-29 20(13.33)

30-39 88(58.66)

40-49 42(28)

50-60 0(0)

Fathers education

Non education 1(0.7)

Primary 34(22.7)

Diploma 68(45.3)

Sub diploma 20(13.3)

Bachelor 27(18)

Mothers education

Non education 1(0.7)

Primary 37(24.7)

Diploma 72(48)

Sub diploma 21(14)

BA 19(12.7)

Fathers job

Worker 14(9.3)

Employment 59(39.3)

Free 74(49.3)

Unemployment 3(2)

Mothers job

Employment 33(22)

Free 6(4)

Household 111(74)
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Table 2. Correlation between students’ general health, academic performance and the amount of use of video games

P
Amount of Video Game Usage

ClassificationVariable
R*Frequency (n)

0.020.18150Physical symptoms

General Health 
Scales

0.010.45150Anxiety symptoms and sleep disorders

0.860.01150Social function

0.040.19150Symptoms of depression

0.030.25150General health (total)

0.002-0.4144First mid school

Academic perfor-
mance 0.02-0.3048Second mid school 

0.02-0.4258Third mid school

*Pearson correlation coefficient�

Table 3. The relationship between students’ general health and the type of game 

PStandard DeviationMeanGame TypeGeneral Health Scales

0.90
1.8911.71Simple

Physical symptoms
1.8411.84Rough

0.12
1.2010.47Simple

Anxiety symptoms and sleep 
disorders

1.5410.39Rough

0.69
1.4710Simple

Social function
1.3610.24Rough

0.07
1.7310.43Simple

Symptoms of depression
2.0110.52Rough

0.37
3.5742.63Simple

General health (total)
3.8343.01Rough

�

Table 4. The relationship between students’ academic performance and the type of video games

PTotal
Academic Performance

Game Type
Very GoodGoodIntermediateWeakVery Weak 

0.001
66 18(18.2)12(18.2)7(10.6)19(12.70)10(15.1)Simple

845(5.9)5(5.9)20(23.8)28(33.3)26(30.9)Rough

Values are frequency (%)�
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demic performance in first (P=0.002), second (P=0.02) 
and third grade (P=0.02) of mid school students. 

Table 3 shows the mean score of general health sub-
scales and according to the type of game use, respec-
tively. There was no significant difference in the general 
health between simple and rough game users. Table 4 
illustrate the frequency of academic performance cate-
gories according to the type of game use. The chi-square 
test of independence shows that the relation between 
academic performance and type of game use was signifi-
cant (X2 (4, N=150)=23.5, P<0.001). simple game users 
were more likely than men to have very good or good 
scores (18.2% vs 5.2%, respectively).

4. Discussion

The results of the study indicated a correlation be-
tween playing video games and general health as well 
as academic performance of Fasa mid schools boy stu-
dents. The results showed that all students participating 
in the study would play video games, 69.4% of whom 
playing rough games; 47.7% were action gamers. 
Meanwhile, 46% of the subjects stated that they would 
spend 4-5 hours playing video games during the day. 
In research by Enayatie et al., the results showed that 
46.2% of teens spent one hour playing video games 
per day and 53.8% more than an hour. In Jafarzadeh 
et al. study (2015), it was stated that 68.7% of students 
spent more than two hours a day playing video games 
[22]. Alikhani et al. also reported that children and 
teens would spend 4 hours on gaming on the days they 
are off and three hours the rest of the days [23]. These 
findings contrast with the recommendation of Ameri-
can Academy of Children, where the time of playing 
video games should be limited to one hour per day for 
children and adolescents [24]. 

The results also showed that there is a significant statis-
tical correlation between the amount of the time spent 
on playing video games and the quality of students’ gen-
eral health status; a significant statistical correlation was 
found between the amount of time playing video games 
and the appearance of somatic symptoms, anxiety/in-
somnia, and depression symptoms. Sun et al. (2008) 
with the aim of examining the relationship between the 
rate of computer use and the amount of weight as well as 
exercise activity in children and adolescents, concluded 
that there was a significant statistical relationship be-
tween the duration of computer games played and sleep 
deprivation, depression, low self-esteem, and physical 
disorders [25]. In a study by Jafarzadeh (2015), 76.7% of 
children were reported to have vision problems, 36.7% 
skeletal disorders, and 62% aggressive behaviors [22]. 
This lends support to previous findings in Starker et al. 
study (2009) where there was a significant relationship 

between playing video games and visual plus skeletal 
disorders [26]. Robbins et al. study (2009) further report-
ed that the prevalence of skeletal disorders was 32% [27]. 
Thus, there is a direct relationship between the amount 
of time spent on playing video games and the occurrence 
of violent as well as anxiety behaviors along with physi-
cal problems in children and adolescents which can en-
danger their health and life [23]. Thus, parents and the 
authorities of the schools need to be advised in order to 
help their children and teens with the selection of video 
games as well as budgeting their time. 

In the present study, a significant correlation was found 
between the amount of time spent on playing video 
games and the students’ academic performance reveal-
ing that students who spent more time playing video 
games had lower academic performance. The findings 
of the study by Saffaryan Hamedani [28], Ventura [29], 
and Sinder [30] also showed that there was a statistically 
significant correlation between the quantity of time spent 
on playing video games and the academic performance 
of students, concurring with those of the present study. 
Thus, taking into consideration that students who play 
long hours of video games had lower academic perfor-
mance and that the main reasons that children and ado-
lescents are inclined to play these games are easy access 
to video games, lack of parents’ appropriate programs to 
fill their children’s leisure time as well as unavailability 
of suitable sports and recreational facilities; so, parents 
should be advised to both supervise the amount of time 
that children spend on playing video games and have 
some suitable programs for filling their children’s leisure 
as well as study time [28].

The results of the study revealed no significant re-
lationship between students’ general health and the 
type of games played. In other words, students’ gen-
eral health condition was not affected by playing rough 
or simple games. In addition, there was a significant 
relationship between students’ scholarly performance 
and the type of video games played by the partici-
pants. Those students who played simple games (in-
tellectual, educational games) had a higher academic 
performance than those playing rough games with vio-
lent contents (action, action games). Thus, it is vital 
that the contents of video games be transformed from 
violence to scientific and educational ones. Accord-
ing to the results of the present study, the researchers 
stated that the type of video games can affect different 
aspects of users’ lives. Violent video games are more 
harmful than useful, and one of their negative effects is 
the academic decline among students [31]. 

We are aware that our research may have two limita-
tions. The first is the accuracy of the answers given to 
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questionnaire items by the subjects. The second was 
not conducting a study on the students in all schools 
including state and non-profit schools, as well as girls’ 
schools in Fasa.

5. Conclusion

The present study found a significant correlation be-
tween playing video games and general health as well 
as academic performance of boy students. Longer use 
of video games increased physical symptoms, anxiety, 
sleep disorders, and depression of participants. Thus, it is 
necessary for parents to pay more attention to the dura-
tion and type of games of their children play and should 
have some suitable programs for filling their children’s 
leisure as well as study time. By taking such measures, 
it is hoped that the detrimental effects of playing video 
games on common wellbeing and academic performance 
of students can be minimized. Researchers suggest that 
future studies consider the relationship between video 
games and other child-related variables. 
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