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ABSTRACT

A number of studies indicate that electronic gamesnow a routine part of normal childhood and askaence
lifestyle and they spend a lot of times for playiigjtal games in their leisure time activities.iJlean cause many
physical and mental disorders. So the purpose isf study was to study the relationship betweeruteigime
physical activity and playing digital games of ygsters. The subjects were 188 adolescences studyihigh
schools of Dehdasht in three grads that were setecandomly. From these subjects, 90 (47.8 %) efmthvere
male while 98 (52.12%) of them were female. Dateewellected by a self administered questionnaiitee validity
of the questionnaire calculated through Alpha Chrach and obtained 0.82. Statistical analyses werdopmed
using Spearman correlation and independent t-t&&sult of this study indicated that there was aitpves
correlation between leisure satisfaction and tim@oant in digital games (r=0.441p=0.001), there were
significant differences in health of boys and g{ps0.003), there was no significant differencevistn girls and
boys in digital games (p=0.140) and there was digait differences in leisure time physical activdmong girls
and boys (p=0.001¢<0.05). Based on the present results, playing digitame can improve youngsters’ leisure
satisfaction as they can gain self-confidence aotievement from playing digital game and has a tpasi
relationship with their leisure time.
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INTRODUCTION

Digital games are immensely popular around the dvoflhey are played on computers, handheld devimels,
phones, and game consoles. They are played at hatnsehool, in automobiles, and virtually anywh#érat an
electronic device can be operated. The video gawhesiry’s revenues surpassed the movie industeiesral years
ago and surpassed the music industries in 2008cént, nationally representative sample of U.Siddeund that
99% of boys and 94% of girls played video gamesThe amount of time spent playing games has isectaver
time [2,3]. Many children and adolescents play ntbian 20 hours each week; 40 hours of gaming pekgnot
uncommon among males [4]. Computer and video gdmaes become among the most popular leisure time
activities for children, adolescents, and youngltasdn Western and Asian societies. However, atsuitisl gender
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difference in computer game involvement has beeremfed, both in the U.S. and in Germany, despieute of
digital games being on the rise [5]. Many studierdticted in social science fields such as psyclyolegort that
girls and young women display less interest intdlggames, have less game-related knowledge, and lpss
frequently and for shorter durations than do boyd goung men [6-9]. For youngsters with differemnder,
according to Cherney and London (2006), boys whérel most of their leisure time in sports and migydigital
game but girls will spend most of their leisure dinvatching television [10]. Recent publications gesg that the
amount of female game playing has increased, at Ieghe U.K. and the U.S. [11,12]. According tarent user
data for the U.S. market, 43% of all video gameg@is are female [13].

According to Wang et al, (2008), deep absorptiodigital game may result in poor school grade, riltation in
interpersonal relationships and use it as an exfarseot facing their own problems. It may alsoateea sense of
anxiety and have a negative effect on their noidiviadg habits [14]. According to Wang et al., (2008oungsters
suffered discouragement and failure in life may farinthrough communication with game peers, or gain
encouragement by winning digital game which carbenghem to gain a sense of confidence and achienem
Wang et al (2008) show that playing digital game t&rease communication with their peers and ameesocial
well-being.. Also, digital gaming was associatedhwiigher level of depression even though heavéer did not
feel more loneliness or boredom [15]. Some stuilidicated that youngsters who heavier playing digiame is
due to lack of self-discipline and self-managemuaititich will affect their emotional management, desb solving
skill, relationship with family [16]. Chan & Char2@03) found youngsters will play digital game whbany feel
lonely with worse relationship with parents andyplg digital game is the only interest for some ygsters [16].
Wan and Chiou (2006) showed that playing digitahgacan improve youngsters’ leisure satisfactiomhay can
gain self-confidence and achievement from playiigital game [17]. Also, youngsters were with greaejoyment
and interest in continuing to play, and greaterugition of new friends [18]. According above statmts it is
important to investigate the following questionsonder to find possible methods to improve physéazivity level
of youngsters in their leisure time.

1. Are there any relationships between the motofeglaying digital game and time spent in digitalnge among
youngsters?

2. Are there any differences in health problenmsgtemount in leisure time physical activity andetiamount in
playing digital games between girls and boys?

MATERIALS AND METHODS

Subjects: In this study were 188 youngsters betweens 1 to form 3 studying in high school in Debhathat
were interviewed. Of the 188 respondents, 31.5%6%h-of the respondents were form 1, 39.2% (n=74) of
respondents were form 2 and 29.3% (n=55) of respasdwere form 3. About the proportion of responslerith
their gender, 90 (47.8 %) of them were male whg®2.12%) of them were female.

Data collection: a self administered questionnaies used in order to data gathering (the conteldity of the
questionnaire assessed by the physical educatipertsxand was found acceptable). In addition, cocsvalidity

of the questionnaire was calculated using fact@lymis method and obtained statistically signific@d MO =
0.852).0btained reliability by calculating Cronbach's aphlias equal to 0.82. From all distributed questines,
188 cases were returned, which was about 95 pedfettte questionnaires. The sample was acquiredsiryg
Convenient Sampling. Only for those who were wglio participate in the study were interviewed by
questionnaire. Data was collected at the classinge&tssons in the school. Students in each classrglly used
about 8 minutes to finish each questionnaire.

Statistics analyses:

Data are presented as MeantStandard deviation (M+8Bfe calculated mean scores were used to analithe
other items. The correlation between amount of fim@igital game and different digital game papation motives
were examined using Spearman Coefficient. Indepentigest was used to test the level of leisurestiphysical
activity, the amount of time in digital game andalle problems between boys and girls. Valueaef0.05
considered as the significance for all hypothe&tatistical analyses were performed using the S&88vare
version 16 for Windows.
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RESULTS

Tablel. Gender frequency distribution of the studysample.

Sex Frequency| Percent
Male 90 47.8
Female 98 52.12
Total 188 100
Not answere 0 0

According to the tablel, about the proportion afp@ndents with their gender, 90 (47.8 %) of subjeatre male
while 98 (52.1%) of them were female.

Table 2. Form frequency distribution of the study ample

Form Frequency| Percent
1 86 315
2 106 39.2
3 80 29.3
Total 272 100
Not answere 0 0

Table 3. K-S test results for the variables

Table 2 shows that of the 188 respondents, 31.5869nof the respondents were form 1, 39.2% (n=7) o
respondents were form 2 and 29.3% (n=55) of respraisdvere form 3.

Index Leisuretime | Playing digital game | Healtt

No 272 272 272

Z value 259 225 3.12
Significant(p) 0.024 0.047 0.013

Table4. Correlation between Leisure satisfaction ashtime amount in digital games.

Variables N r P-value
Leisure satisfaction and time amount in digital gam] 188 | 0441 | 0.001
Social Wellbeing and time amount in digital games 188 | -0.678 | 0.001
Personal motivations and time amount in digital gamn 188 | 0.879 | 0.001

Table 4 shows that there is a positive correlabetween Leisure satisfaction and time amount intaligames
(r=0.441,p<0.01). It can be said that as playing digital ganmereases, youngsters satisfy their leisure timee

than ever. There is negative correlation betweambavellbeing and time amount in digital gamesmians that
while time amount in digital games increases, doai@llbeing (Lack of interest in social activitie§reate a
relationship with others) decreases(r= -0.678, @&D).. Also it shows that positive correlation beén personal
motivations (relieving stress, Create interest hobbies, refreshment, rather computer games ortssgavercome
Loneliness and et@and time amount in digital games(r=0.879, p=0.001)

Table 5. T-test results for comparison between thieealth of girls and boys

Variable | Gende | n t P-value
Health Male 9C | 2.93| 0.003
Female| 98

Table5 shows that based on the results of the et t, there are significant differences in tieaf boys and
girls (p = 0.003).
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Table 6. T results to compare the times amount inidital games between girls and boys

Variable Gende | n t P-value
Times amount in digital games Male | 90 0.140
Female| 98 | 1.47

Table 6 shows that Based on the results of thepeufgent t, there is no significant difference betwgirls and
boys in digital games (p = 0.140). Time digital gentave statistically difference between boys arisl g

Table7.T-test results for comparison of leisure tira physical activity among girls and boys

Variable Gender| n t P-value
Times amount in leisure time physical activity Male | 90

Female| 98 | 3.11| 0.001

Table 7 shows that according the results of inddgent, there is Significant differences in leistinee physical
activity among girls and boys (p = 0.001). Also@cing to the comparison of means in this tablecamclude that
boys spend more time in leisure time physical @gti{154.4 vs. 123.48).

DISCUSSION

A number of studies indicate that electronic games now a routine part of normal childhood and esiénce
[1,19-21]. Because, competence in computer gamgsratuire media literacy and technical skills, inement

with computer games presumably facilitates the Bitipn of general computer-related knowledge abditees

[20]. Thus gaming can help users participate ssfolyg in the information society [7,8]. It followthat if computer
games are more attractive to boys than to girksy frerpetuate gender imbalance in access to maadfenmation

technologies. Computer games have been identifieddveral scientists [1-4] as one of the most gmeted

computer applications to produce strong motivatioeomputer users. This media keeps people playiaggame
even in the presence of failure; in other wordsnes encourage persistent behaviors in players stemthe game
they are engaged in. It is important to providemss of control, curiosity and ownership [5-7].

The results of this study showed that there is sitipe relationship between time amount in digiga@mes and
leisure satisfaction. This result support Wan arfdoQ (2006) study that playing digital game can rioye

youngsters’ leisure satisfaction as they can galficonfidence and achievement from playing digifame. But for
social well-being, the result showed that thera isegative relationship between leisure time plysictivity and

social well-being (interest in social activity, mtiining relationship with others) [17]. This oppedo Wang et al
(2008)that playing digital game can increase communicatiih their peers and increase social well-bel.[

The result found that playing digital game is pesiy related to the digital game participationttas such as game
can provide interest, share same topics with féeigdhme can provide success and achievement, gameleve
boredom, game can relieve stress, Relieve lonelgnwharents not stay at home, play game becausgheo o
interest, prefer to play game rather than sportss Supports Wang et al., (2008) and Mannell et(2D05) that
youngsters can gain a sense of confidence andvachent by winning digital game and relieve boredord stress
[14,15]. Also, it supports the study of Breakthrbug Hong Kong that youngsters will play digitalnga when they
feel lonely with worse relationship with parentddgrlaying digital game is the only interest for sogoungsters
[16]. Also the findings on health problems gendéfedences were unexpected. Females reported Itwatth
problems than the males.

For youngsters with different gender, accordin@terney and London (2006), boys will spend mogheir leisure
time in sports and playing digital game but giridl gpend most of their leisure time watching téston [10]. This
study also reflected no significant mean differeic@laying digital game between boys and girlssdAlthere is
significant mean difference in leisure time phybketivity between boys and girls. Last but notsteé suggest that
to improve the leisure time physical activity amowpgungsters, the school can create an atmospheieh wh
encourages students to join at least one sports iteachool and help them to apply for the trainbogrses hold by
the different sport associations. For parents, gteuld play the role model to their children ttrety have regular
leisure time physical activity. And they can finohse leisure time physical activity which they canrtgipate with
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their children. For the government, they can enagerstudents to join the sports training courseheir leisure
time by subsidizing their application fee.
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