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Abstract:
Video games are one of the flourishing phenomenon within youth and elicit worries about amount of time
spent.This study examined video game use and psychological factors (as indicated by depression, OCD
symptomatology, adolescent-parent conflict behavior) and school performance in a sample of 322 16- to 18-yearold Iranian male adolescent subjects. Primary goals of the study were to explore whether video game use is
related to adolescent psychological problems, and whether video game use associate with school performance.
Adolescents were surveyed in the spring of 2017. The result showed that video game use was not related to
depression, OCD symptomology, adolescent-parent conflict behavior and academic achievement, time spent on
video games was not related to any studied negative outcomes.The findings were in line with a growing number
of studies that have failed to find relationships within time spent on video games and negative outcomes.
However, future research should aim at establishing the temporal order of the supposed causal effects.Spending
time playing video games does not involve negative consequences, but adolescents who experience problems
related to video games are likely to also experience problems in other facets of life.
Keywords: Video games, Adolescence, mental health.

Introduction
Video games are immensely popular, particularly among teens and young adults. Yet there is much to learn about
the content and context of teens’ gaming experiences, the mechanics of their play, and the relationships between
playing games and a range of academic, social, and civic outcomes (Lenhart et al, 2008). Although playing video
games is one of the most popular leisure activities in the world, research into its effects on players, both positive
and negative, is often trivialized. Some of this research deserves to be taken seriously, not least because video
game playing has implications for health (Griffiths, 2005). Video games provide opportunities for positive
psychological experiences such as flow-like phenomena during play and general happiness that could be
associated with gaming achievements. However, research has shown that specific features of game play may be
associated with problematic behavior associated with addiction-like experiences (Hull, Williams & Griffiths,
2013). As computer games grow in popularity, the negative effects of usage should be studied (poon, 2012). To
date, much of the attention has been negative, focusing on potential harm related to addiction, aggression, and
lowered school performance (Ferguson, 2010). The discussion about digital games and their potential negative
influence on young adults seems never-ending among media and researchers. This attention from scholars and
popular media is justified because many people, especially young adults, spend a lot of their leisure time with
media (Kneer, Rieger, Ivory & Ferguson, 2014).
Adolescence is a time of increasing vulnerability for poor mental health, including depression (Lemola et al,
2015). Peukert, Sieslack, Barth & Batra (2010) in their study found that video game addiction is associated with
higher rates of depression, anxiety, as well as lower achievements e. g. at school. Pathological gamers were more
likely to become depressed, have increased social phobias, and increased anxiety. And they received poorer
grades in school, therefore, it looks like pathological gaming is not simply a symptom of depression, social
phobia or anxiety. In fact, those problems seem to increase as children become more addicted. In addition, when
children stopped being addicted, depression, anxiety and social phobias decreased as well. (Gentile, 2011).
Among the outcomes of pathological gaming are depression, anxiety, social phobias and poorer performance in
school (Vitelli, 2013). While most parents engage in some form of monitoring, parents are more likely to monitor
game play for boys and for younger children (Lenhart et al, 2008).
A new national survey by Iran Computer and Video Games Foundation indicates that there are 23 million gamers
in Iran (Jafari, 2016). 37% of females and 63% of Iranian male play video games (Mehdiasl, N.D.) the number of
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research in this field are few. Nearly all research which conducted about video games in Iran have shown
negative aspects of these games. The Results of a study in Iran (Shokouhi-Moghaddam et al., 2013) indicated that
there was about 95% direct significant correlation between the amount of playing games among adolescents and
anxiety/depression, withdrawn/depression, rule-breaking behaviors, aggression, and social problems.
To our knowledge, the present study is one of the first to utilize survey data that investigate OCD symptomology
and behavior conflict except depression and academic performance on Iranian high school teens aged 16–18. The
objectives are (1) to determine the amount of time spent on video games by high school youth in Tehran
province, and to examine which kind of games adolescent prefer to play; (2) to investigate whether amount of
time use video games is associated with mental health problems (depression, obsession-compulsion, parentadolescent conflict); and (3) to determine whether amount of video game use is associated with decrease
academic performance.
Methods
The adolescent gaming factor study is a survey of Iranian high school aged 16–18 male students conducted in
2017. The data collected in Tehran, 6 schools were approached in urban areas 3,7and14 of Tehran province.
Schools were selected randomly. Classes were then randomly selected within each school. The total sample size
was 400 but only 322 questionary completed by participants. They were asked to answer the researcher's
questionnaire about time spent video games and depression and obsessive-compulsive and conflict behavior
questionaries. This was a descriptive- correlative study in which the study population included all the male high
school students in Tehran, Iran, in 2017.
Measures
The students completed self-reports documenting demographic variables (including age, the time spent per day
for gaming, favorite games, grade point average) and assessing psychological distress include Kutcher
Depression scale, children OCD scale OCI-CV, and parent-adolescent conflict inventory.
Academic performance was evaluated by latest Grade Point Average (GPA) of each student.
Depression:
The Kutcher Adolescent Depression Scale (KADS) is a self-report scale specifically designed to diagnosis and
assess the severity of adolescent depression, and versions include a 16-item, a 11- item and an abbreviated 6-item
scale. There are no validated diagnostic categories associated with particular ranges of scores. All scores should
be assessed relative to an individual patient's baseline score (higher scores indicating worsening depression,
lower scores suggesting possible improvement). Further ROC curve analyses established that the overall
diagnostic ability of a six-item subscale of the KADS was at least as good as that of the BDI and was better than
that of the full-length KADS. Used with a cutoff score of 6, the six-item KADS achieved sensitivity and
specificity rates of 92% and 71%, respectively—a combination not achieved by other self-report instruments. The
six-item KADS may prove to be an efficient and effective means of ruling out MDE in adolescents (Kutcher,
2006). In Iran Habibi et al (2015) in their research expressing the structure of confirmatory factor, validity and
reliability of Kutcher scale is acceptable for research and clinical applications.
OCD:
The OCI-R is a short version of the OCD inventory and is a self-report scale for assessing symptoms of
Obsessive-Compulsive Disorder (OCD). It consists of 18 questions that a person endorses on a 5-point Likert
scale. Scores are generated by adding the item scores. The possible range of scores is 0-72. Mean score for
persons with OCD is 28.0 (SD = 13.53). Recommended cutoff score is 21, with scores at or above this level
indicating the likely presence of OCD (Foa et al, 2002). This questionary normalized in Iran by Halvayeepoor et
al (2013).
CBQ:
The Short Form of Conflict Behavior Questionnaire (CBQ) is a 20-item true/false self-report that measures
parent-adolescent conflict. Examples of test questions include ―My mom screams a lot,‖ ―My mom doesn’t
understand me.‖ (Prinz, Foster, Kent, & O’Leary, 1979). The short form yields a single summary score that
correlates .96 with scores from the long form. Test-retest reliability ranges from 0.37 to 0.84 for adolescent-report
and 0.57 to 0.82 for parent-report. Evidence of validity comes from studies showing distressed families report
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significantly higher scores than none distressed families. High scores on the CBQ represent high levels of
conflict. (Robin & Foster, 1989). Accuracy and internal consistency of this inventory questions in a past research
by Asadi yonrsi et al (2001) revealed 88 cronbach’s alpha coefficient for conflict with mother and 91 cronbach’s
alpha coefficient for conflict with father.
We were interested in examining how gaming was related to several potential predictor or outcome variables,
including amount of gaming, depression, obsession and compulsion, parent-adolescent relationship quality, and
school performance.
Statistical analyses were performed using SPSS V15. Because of all statistical distribution (except OCD) were
skewed to the left, spearman Correlation coefficient were performed to assess the association between mental
health outcomes and video game use. Statistical significance was evaluated using 0.05-level. Odds ratios are
shown with the corresponding 95 % confidence interval.
Results:
Most (94%) of our subjects reported playing video games at least occasionally. The average amount of time
playing was 1.83 hours per day (SD: 1.754 hours per day) and the median was 1.50. Overall, 9 % of the children
were in the high usage group defined as spending more than 4 h a day playing video games, 50 % spent less than
1 h a day using video games and 40 % between 1 to 4 h a day.
Table 1 Video Game use category
time

frequency percent Cumulative percentage

none
1h
2h
3h
4h
5h
6h
More than 6 h
total

76
85
82
38
13
11
1
16
322

23.6
26.4
25.5
11.8
4.0
3.4
.3
5.0
100.0

23.6
50.0
75.5
87.3
91.3
94.7
95.0
100.0

A chi-square test was performed to determine relationship between time spent and genre. Relationship between
genre preference and time spent was significant, X2 (14, N = 322) = 24.67, p < .05.

frequency
percent

Don’t play
13
0.4

Table 2 Frequency of game genre
Action Strategic Sport Puzzle Driving
44
42
47
5
10
13.7
13.0
14.6 1.6
3.1

Other
23
7.1

Multiple
138
42.9
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4.04

Pies show counts
13.66

Genre
Don't play
Action
Strategic
Sport
Driving

42.86

13.04

Other
Multiple
Puzzle

14.60
7.14

3.11

Amount of gaming was no associated with academic performance (r s = -0.064 [<0.256]), and depression (r s = 0.011 [<0.844]), and obsession-compulsion (rs = -0.030 [<0.588]), and parent-adolescent conflict (rs = -0.029
[<0.600]).
Table 3 Correlation matrix between GPA, Depression, OCD, Parent-Adolescent conflict

Spearman's

gaming

GPA

depression

OCD

Conflict

-.064

-.011

.030

-.029

.256

.844

.588

.600

Correlation

Sig. (2-tailed)

Discussion
Results indicated that video game use was common. 96% of students spent time per day to play video games. The
relationship between time spent and game genre was significant c = 0/267 but it was weak, therefore genre
determine 0/163 of time spent variance. Gamers tend to play multiple games from multiple genres. Multiple and
action gamers spent more times to play but students who play more than 3 h per day prefer to play more than one
genre. The result suggest that students which spent 2-4 h per day to play video game prefer action and multiple
games, also the student which play more than 4 h per day prefer action games. One notable point is that most
gamers tend to play multiple games from multiple genres. Although it’s possible that individuals who play
multiple genres tend to overestimate the total number of hours that they play (dale & green, 2017).
The results of the present study suggest that video game use is not associated with an increasing risk of mental
health problems include: (depression, OCD, conflict with parent) and has no relationship with school
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performance. Heavy gaming, particularly in boys, might raise a few of warning signs. However, not everyone
who plays extensively every day risks developing gaming related psychological problems.
These findings are not in line with some previous studies (Anand, 2007; Shokouhi-Moghaddam et al, 2013), but
this study findings support of growing notion that strong engagement with video games is not necessarily
associated negative outcomes, and that researchers need to differentiate between strong engagement with games
and video game addiction (Ohannessian, 2009; Ferguson, 2010; Kovess-Masfety et al ,2016; Brunborg, Menzori
& Froyland, 2014; Egli & Meyers, 1984; Redmond, 2010; Schulz, 2013; Valadez & Ferguson, 2012 ).
Games could be cathartic for stress. Children with clinically elevated levels of depressive symptoms did not play
more games, or more violent games, but were more inclined to endorse catharsis motivations for video game use
(Ferguson & Olson, 2013). Media use acted as a protective factor for boys. Boys who spent relatively more time
playing video games and watching television had the lowest levels of anxiety (Ohannessian, 2009). Gamers and
none gamers did not differ in the amount of time they spent interacting with family and friends (Cummings &
Vandewater, 2007). Pathological status significantly predicted poorer school performance, and that it is not
simply isomorphic with a high amount of play (gentile, 2009).
Gentile, Choo & Liau (2011) found that Greater amounts of gaming, lower social competence, and greater
impulsivity seemed to act as risk factors for becoming pathological gamers, whereas depression, anxiety, social
phobias, and lower school performance seemed to act as outcomes of pathological gaming. At the other hand
video games may have protective factor for teens involved in video gaming (Kovess-Masfety et al, 2016). Video
games share many similarities with traditional games and likely provide benefits similar to those provided by
play more generally. The large amount of time invested in playing video games may also mean that they provide
qualitatively different experiences than conventional games (Granic, Lobel & Engels, 2014). Furthermore,
gamers/non-gamers themselves are no longer the same as they were a decade ago, the gaming field obviously
continues to advance (dale & green, 2017). More balanced perspective is needed, one that considers not only the
possible negative effects but also the benefits of playing these games. Considering these potential benefits is
important, in part, because the nature of these games has changed dramatically in the last decade, becoming
increasingly complex, diverse, realistic, and social in nature (Granic, Lobel & Engels, 2014).
Conclusion
This research provide a new stand point for parents and other care givers to understand more about the effect of
gaming time. Statistics found by current study indicate worry about video games effects is exaggerated at society.
Video games might best be thought of as a new variety of toys and playing tools. In this study average amount of
gaming was normal but it is obvious obsessive compulsive engagement in games is abnormal and should be
investigate.
Limits
Because our study lacks experimental design, it is not possible to be conclusive about the directionality of
causation. Further longitudinal research is needed to find temporal order between variables. As there was few
participants in survey, probably because of survey took a relatively long time to complete (approximately 30
minutes), that decrease incentive for doing so. Replication and extension of the findings presented here requires
future research. Larger sample may be required to yield sufficient statistical power. It’s better to distinguish
between pathological gamers and normal gamers in future study. All the information used in the study was selfreported and therefore vulnerable to self-report bias and an important next step for future research will be to
assess benefits of gaming aside the defects.
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