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ABSTRACT

One of the drastic changes in our social environment seen in the 20th and 21st centuries has been the saturation of
our day to day life by electronic gadgets, television, movies, videos, video games, cell phones, internet; computers

have assumed central roles in our children’s lives. Here the researcher identified the usage of electronic games and self
reported behavioural problems and the correlation between these two among school going children. An exploratory descriptive design was
used. The participants were about 710 in number selected by screening tool. Data was collected by administering rating scales prepared by
the researcher. In the present study proved that school going children are more interested to play electronic games, they had moderate usage
of electronic games and moderate level of behavioural problems and it depicts that there is a strong positive correlation between the usage
of electronic games and self reported behavioural problems. The psychiatric / paediatric nurses have to play a vital role in enabling effective
identification and management of behavioural changes in school going children. This can be facilitated by motivating the nurses to learn about
identification and management of usage of electronic game and the adverse effects.
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TABLES AND FIGURES

Table 2: Distribution of games based on the usage

Table I: Frequency and percentage distribution of sub- N=710

jects according to their baseline characteristics. Usage of electronic games Overall

N=710 Type of game Male Female lPJZ?g:nltgge

: ; Frequency |Percentage f % f % %)
Sl no Baseline variables %)

1 Age in years
a) 11 years 172 24.2
b) 12years 164 231 Action 343 67.12 |134  |67.31 |67.2
o 13 years 194 273 Scrolling 315 61.64 |106  |53.26 |52.3
d) 14years 180 254 Scrolling shooting | 352 68.88 [143 71.85 |69.6

2 Gender Scrolling platform | 388 75.92 143 7185 [74.8
a) Male 511 72 First person 366 7162 145 |72.86 |72
b) Female 199 28 Third person

3 Grade shootor 337 6594 |132  |66.31 |66.1
a) 6" 172 24.2 Sports 405 79.25 |156  |78.39 |79
b) 7 179 252 Action adventure |392 7671 (156 |7839 |77.2
o 8" 179 252 Strategy 373 7299 |152  |76.38 |739
d) 9" 180 254 Party 361 70.64 |141 70.85 |70.7

4 Siblings Fighting 407 79.64 |157  |78.89 |794
a) Yes 542 76.3 Flight of flying 382 7475 |149  |74.87 |7438
b) No 168 237 Role playing 364 7123 |148  [7437 |72.1

5 Living condition Simulator 375 7338 |142  |7135 |728
a) With both parents | 644 90.7 Wrestling 401 78.47 (150  [7537 |776
b) Only with father |32 45 Adventure 405 79.25 |157  |78,89 |79.2
©) Only with mother |11 1.5 Plat former 336 65.75 (134 |67.33 |66.2
d) Others/ hostel 23 3.2 War 406 7945 |154  [77.38 |78.9

6 Occupation of parent Racing 429 83.95 [169  [84.92 |84.2
a) Bothareworking |382 53.8 Traditional 338 66.14 [141 70.85 |67.5
worﬁiiggle parent 328 46.2 Puzzle 388 75.92 [155  |77.88 |76.5
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Table 3:- Domain wise distribution of Mean, SD, and
Mean % of self reported behavioural problem scores
N=710

Sgore q

obtaine
Max

Sl : : Mean
Domain ossible Mean [SD

no spcores %

Max [Min

ﬁgﬁregsivel
ehavioura

1 problems 51 |14 |55 30.05 |[7.06 |54.63
Attention

2 | deficit 63 |13 |65 37.38 [9.58 |57.50
problems
Sleep

3 |disturbances (30 |6 30 17.99 |4.88 |59.99

Usage of electronic games

Figure 1: Bar diagram showing the distribution of the
scores of usage of electronic game Self reported behav-
ioural problems
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Figure 2: Bar diagram showing the distribution of the
scores of self reported behavioural problems
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Figure 3: Scattered plot diagram showing the correla-
tion of usage of electronic games and self reported be-
havioural problems
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LPSAGE OF ELECTROMI GRMES

INTRODUCTION

One of the drastic changes in our social environment seen in the 20™
and 21 centuries has been the saturation of our day to day life by
electronic gadgets. In this new environment television, movies, vide-
os, video games, cell phones, internet, computers have assumed cen-
tral roles in our children’s lives

Social consequences are a very real part of gaming addiction. Addict-
ed gamers spend so much time playing that their personal relation-
ships get neglected and sometimes disappear altogether. Among
addicted gamers who are married, up to 50 percent report a strain in
their marriage as a result of their addiction.

As the level of violence in video games has increased, so has con-
cern for the effects on those who play - especially those who play
a lot. Many are quick to point out that most school shootings in re-
cent years have been carried out by avid gamers, and their games of
choice were always dark and violent.

A recent Harris Interactive study reports that the number is even
higher, with nearly one-third (31%) of males and roughly one in ten
females (13%) reporting that they have felt “addicted” to video games
(1.

Electronic games have a direct impact on the behavioural pattern
of school going children, especially the age group between 10 - 14
years. Today'’s children are tomorrows citizens, these small buds place
an important role on the building up of today’s family society coun-
try and world at large. The investigator from the literature and from
personnel experience in pediatric clinical, felt the need and relevance
of conducting a study on impact of electronic games on behavioural
pattern of adolescents.

DESIGN & METHODS:

A exploratory descriptive survey approach was used to assess the
usage of electronic games and self reported behavioural problems
among school going children in the age group of 11- 14 years. Study
was undertaken after the approval by the Institutional Ethics Commit-
tee and the authorities of the selected school. Purposive sampling
was used to select the sample. 740 school going children screened
by the investigator with the help of screening tool, from that 710 se-
lected for the research. Rating scales were used to assess the usage of
electronic games and self reported behavioural problems. The data is
analyzed by using descriptive and inferential statistics and is present-
ed in the form of tables and graphs

TOOLS:
Tool I: Baseline proforma

Tool II: Electronic game usage assessing rating scale
Tool llI: Self- reported behavioural rating scale

RESULT

SECTION I: DESCRIPTION OF BASELINE CHARACTERISTIC

Table 1 shows the baseline characteristics and percentage of the sub-
jects under the study

SECTION II: DESCRIPTION OF RANGE OF SCORES AC-
CORDING TO THE CLASSIFICATION

The data presented in figure 1 shows that the majority of subjects
have moderate addiction towards electronic game usage (69%)

The data presented in figure 2 shows that majority of subjects have
moderate self reported behavioural problems (72%)

SECTION Ill: ASSESSMENT OF USAGE OF ELECTRONIC
GAMES

The data table 2 shows that the score of usage of electronic games.
Overall assessment shows that subjects had moderate usage of all the
types of games.

The maximum range of score (84.2%) was reported in the usage of
racing games, females are more interested to play adventure & fight-
ing games (78.89 %) and males are more interested to play racing
games (83.95%)
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SECTION IV:-ASSESSMENT OF SELF REPORTED BEHAV-
IOURAL PROBLEMS

The data table 3 shows that the score of self reported behavioural
problems. Overall assessment shows that they have moderate behav-
ioural problems (56.67%). The maxim range of score (59.99%) was re-
ported in the domain of sleep disturbances

SECTION V: CORRELATION BETWEEN THE USAGE OF
ELECTRONIC GAMES AND SELF REPORTED BEHAVIOUR-
AL PROBLEMS

Scattered plot diagram shows that the scores of usage of electronic
games and self reported behavioural problems in each subjects. Here
the correlation value r= 0.862 (p value 0.0001) that represents the
strong positive correlation.

DISCUSSION

Section - | : Baseline characteristics.

In the present study majority of the subjects 194 (27.3%) and 180
(25.4%) belonged to the age of 13 & 14 years. Similar findings regard-
ing the age group ranging from 8-18 years was noted in a national
study conducted on pathological video game use among American
youth [2].

Majority of the subjects 511(72%) were males. The present study is
supported with a study i.e, home video game playing in school chil-
dren: a study of incidence and patterns of play, here the findings
shows regarding the gender majority were males 429 (52.5 %) [3].

The distribution of subjects based on their educational level the ma-
jority were 180 (25.4%) in the grade of 9%, 179 (25.2%) in the grade of
both 8" as well as 7" and 172 (24.2%) in the grade of 6.

In relation to the number of siblings majority 542 (76.3%) of school
going children had sibling and the majority of school going children
644 (90.7 %) were living with both the parents and 23 (3.2%) living in
hostel / other setups.

With reference to the occupation of parent 382 (53.8 %) were both
the parents are working, at the same time 328 (46.2 %) from single
parent working condition.

To assess the electronic game players investigator screened 740
school going children in the age group of 11-14 years, with the help
of screening questions in the baseline proforma. In that 710 (95.9 %)
school going children are playing electronic game, so the investigator
took these 710 subjects are the samples of the present study.

In the duration of play, among the 710 subjects 100 % were playing
electronic games more than one hour or day. The present study sup-
ported with the study of Home video game playing in school chil-
dren: a study of incidence and pattern of play, here they reported that
the most common pattern of play was daily with most of the players
playing for between half an hour to one hour per day [4].

Section II: Description of range of scores according to
the classification

In the usage of electronic games majority of subjects 491 (69.2%) had
moderate usage and the majority of subjects 508 (71.5%) had mod-
erate behavioural problems. The present study supported with an
American life project survey more than half percent (53%) of Ameri-
can adults play video games, and about one in five adults (21%) play
every day. Adolescent and young adults tend to dominate the gaming
scene [5].

Section lll: Assessment of usage of electronic games.

The school going children are more interested to play racing games
(84.2%) at the same time among 710 subjects 82 (16.04 %) males and
30 (15.07 %) were never played racing games, and the subjects were
less interested to play scrolling type games (50.3%).

Among the subjects 588 (82.8 %) were consider as an active electron-
ic game player. At the same time subjects reported that 101 (14.2)
were never used computer for playing games, 210 (29.6%) were never
used arcade games, but 525 (73.9%) were used consoled video game
system like mobile, play station, game cube etc. and 359 (50.5%)
were using online java script video games also.

In the duration of play 350 (50.3%) were playing electronic games
more than three hours nonstop.

Among the subjects 467 (65.8 %) were interested to play electronic
games at gaming / internet café.

Section IV:Assessment of self reported behavioural
problems

Self reported behavioural rating scale had 30 items and according to
the domains it's divided into 3 sessions.

1) Aggressive behavioural problems
2) Attention deficit problems
3) Sleep disturbances.

Under the aggressive behavioural problems 11 items were there, the
mean percentage of the aggressive behavioural problem was 54.43
that indicate the moderate level of aggressive behavioural problems
among electronic game players. The present study supported with a
Canadian study of the effect of video game competition and violence
on aggressive behaviour. The authors found that video game violence
was not sufficient to elevate aggressive behaviour compared with a
nonviolent video game, and that more competitive games produced
greater levels of aggressive behaviour. Based on these results, the
authors conclude that competition, not violence, may be the biggest
predictor of aggressive behaviour. Researchers also call for further
exploration into the mechanisms through which video game com-
petitiveness influences aggressive behaviour, as well as whether this
relation holds in the long-term [6].

13 items were there in the domain of attention deficit problem, the
mean percentage of the domain was 57.50 this also shows that the
moderate attention deficit problems among electronic game players.
The present study supported with the research of television and vid-
eo game exposure and the development of attention problems, here
the results indicates that Viewing television and playing video games
each are associated with increased subsequent attention problems in
childhood. It seems that a similar association among television, video
games, and attention problems exists in late adolescence and early
adulthood [7].

Under the domain of sleep disturbances 6 items were there, the mean
percentage of the domain was 59.99; this shows the moderate sleep
disturbances in the electronic game players. The present study sup-
ported with another study that study concluded that sleep problems
among children noticed by their doctors, According to the study, data
from paediatricians on nearly 155,00 patients, ranging in age from in-
fancy to 18 years old, showed that fewer than 4 percent were diag-
nosed with a sleep problem. The most common diagnoses were sleep
disorders that were “not otherwise specified” (1.42%), bedwetting
(1.24%), sleep disordered breathing (1.04%) and insomnia (0.05%) [8].

Overall assessment shows that the electronic game players have
moderate behavioural problems. The maxim range of score (59.9%)
was reported in the domain of sleep disturbance.

Section VII: Correlation between the usage of electronic
games and self reported behavioural problems

To correlate the usage of electronic games and self reported behavioural
problems among school going children, Karl- Pearson correlation test was
used and the correlation value r= 0.86 (p value 0.0001) this represents the
strong positive correlation between the usage of electronic game and self
reported behavioural problems. On the basis of this H , was rejected and
the research hypothesis was accepted.

The present study is supported with a research of playing violent electronic
games, hostile attribution style, and aggression related norms in German
adolescents, this study results shows the significant relationship between
exposure to the electronic games and aggressive norms [9].

CONCLUSION:

School going children are more interested to play electronic games,
they had moderate usage of electronic games and moderate level of
behavioural problems. This study depicts that there is a strong pos-
itive correlation between the usage of electronic games and self re-
ported behavioural problems.
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