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Abstract: 

The computer game industry has flourished to become the world’s largest 

entertainment, one of the problem students playing with electronic games for long time 

without thinking about negative affections especially on their GPA. In this paper to 

present impact of computer games on creativity and academic achievement of basic 

school students, we proposed a questionnaires form for 100 students at basic schools. 

The result of our research explained that the students playing between 1-3 hours per 

day with electronic games their GPA not decreased or very few which is -0.22% per 

hour, in same time students that playing more than 3 hours per day their GPA 

decreased more which is -2.41% per hour. The result help the students to play with 

electronic games carefully, because if they playing for few hour not return negative 

affection and sometimes helped them to opining their mind and study, but if playing 

for more than three hours most time return negative affection for their GPA. 
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1. Introduction 

 

During the late 19th century and throughout the 20th century, new types of mass media 

were produced and consumed such as dime novels, films, comic books, radio, recorded 

music, television, video and computer games, and the Internet. Each medium was often 

immediately praised for its potential benefits and criticized for its potential harms. 

Many studies have been conducted to test whether technological advances, specifically 
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computers, are advantageous or disadvantageous to individual’s school performance 

[1]. 

 As the technology improvement cases the possibility of many things, it has made 

some wanted and unwanted significant changes in peoples’ daily life. In the ground of 

modern cultural and industrial competition, the computer games as a new phenomenon 

has a massive grow in a short time. Moreover, it has attracted the interest of many 

countries and governors. This cultural arm as a quiet and effective media has effected 

all aspects of our life. Children, teenagers and adults are attracted to them interestingly 

and receive their evident and hidden messages [2]. Because of the fascinated attraction 

of these games for children and teenagers, they spend a lot of time playing games, in 

fact students spend their mental and nervure energy on these games to finish the games 

with tired eyes and mind [3]. Since the computer games have a lot of fans among 

children and teenagers, these anxieties are more intense and they are based on two 

factors: the first factor is related to the amount of time that children spend on these 

games and the second one is related to the nature of the game. So, students whom are 

potentially regarded as injurious charm full, when children and teenagers ignore the 

other educational and social activities and spend their free time on these games. In this 

case the most important concern is that doing computer games take (waste) the time of 

other activities such as school activities, free study or exercise [4]. 

 The video game industry has flourished to become the world’s largest 

entertainment medium [5]. The industry posted an estimated $34.2 billion in revenue in 

2012, and revenue is expected to grow at an average of 5.5% over the next five years [6]. 

The advancements in technology have led to video games that are increasingly 

complex, immersive, engaging, and enabling of a wide range of activities, goals, and 

social behavior [5]. It is now difficult to find a household in the United States that does 

not have some sort of video game system, whether it is from common video game 

consoles or pc-based computer games. Due to the engaging nature of video games, 

users often find them to be a common part of their normal leisure activities, and spend 

considerable amounts of time playing them. U.S. gamers are now playing video games 

an average of 8 hours a week and this number is steadily rising [7]. 

 With increased type of games and installed on many devices such as Computer, 

IPad, and smart phone, opened the door for playing games for long times by children 

and students. In Kurdistan Region and Iraq, students after school and holydays are 

playing with electronic games without control and without behaviors about positive 

and negative effects. The problem is playing electronic games for long time will be 

students ignore the study. In this paper, we will find the effective electronic games on 

Basic school students. 
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 The paper is organized as follows: the Section 2 explains the background work 

on effectiveness electronic games on students. The Section 3 prepared research process 

for solving problem. In the section 4 presents the result of implementation research 

process. Section 5 presents some concluding remarks and points to future works. 

 

2. Related Work 

 

The studies done on the effect of computer technology usage and computer games over 

the students’ creativity are not similar. Many researches demonstrate the improvement 

of children creativity after using computer technology and computer games [8-11]. 

Other research [12] show that there is no difference in the children creativity before and 

after using computer technology and computer games. Zap,2006 [11] concluded that in 

recognition of skills and problem solving, children who played computer games scored 

significantly higher than those who did not. He also stated that computer and video 

games are useful tools for the development of children's cognitive skills and problem 

solving. According to Gelfond and Salonius Pasternak, 2005 [13], computer games, 

given diverse and quality to children and teenagers games, offer diverse methods for 

problem Studies of [8, 14-16] also showed that rate of playing computer games has 

negative correlation with student achievement; while other research [4] showed that 

there is no negative relationship between computer games and educational attainment. 

 The results of this research showed that computer games effect on the reduction 

of authenticity and expansion dimensions of students is meaningful. When comparing 

averages we found that students who play computer games have lower scores in 

authenticity and expansion dimensions than students who do not play. Doran et al., 

2002[17] concluded that playing these games can leave meaningful effect on 

interpersonal interactions and thereby on social skills of children. Expansion variables 

in girls have meaningful relation and the boys have gained higher scores in flexibility. 

There seems to be a positive and meaningful relation between flexibility and 

educational advancement. The results of this research and study of PashsSharifi, 2004 

[18] showed that boys have greater creativity than do girls. There is a positive relation 

between characteristic factors such as externalism, conscience, flexibility and creativity.  

 According to [19], of 58,273,000 students of nursery and K-12 school age in the 

USA, 56% of students played computer games. Along with the popularity among 

students, computer games have received a lot of attention from educators as a potential 

way to provide learners with effective and fun learning environments. Gee,2005 [20] 

agreed that a game would turn out to be good for learning when the game is built to 

incorporate learning principles. Some researchers have also supported the potential of 
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games for affective domains of learning and fostering a positive attitude towards 

learning [21]. 

 School performance is affected by several factors, however, for the purpose of the 

study; the factors considered are limited to school factors, family factors and factors 

affecting computer gaming, and IQ level (see Figure 1). School factors such as class size, 

number of books and number of teachers affect students’ performance. It is 

hypothesized that class size is negatively related to student’s performance. Bigger class 

size will have a negative impact on school performance. However, number of teachers 

and books positively affect students’ performance. Schools can be private or public. 

School type affects school performance due to the differences on grading system and 

resource endowments. Private schools have higher ratio of resources than public 

schools relative to students[1]. 

 

 
Figure 1: Factors affecting School performance [1] 

 

Based on [22] there was a distinct and significant difference in the reported GPA’s 

between high usage video game players and low usage video game players. This is a 

very important finding as it relates to the college-age demographic that this research 

focused on. To reiterate previously cited research, Weaver states that over 70% if college 

students report being avid video game players, due to the fact that they have limited 

parental supervision and flexible schedules. This research suggests that increased video 

game usage leads to lower GPA’s in the college-age demographic. 

 The findings of the another study by M. Seifi, et al, showed that playing 

computer games has no significant effect on critical thinking, however, there were a 

significant effect of playing computer games on students’ educational achievement 

(P<0/05). Furthermore, the results showed that the type of computer game has no 
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significant effect on students’ disposition to critical thinking and their educational 

achievement [23]. 

 Another relevant study was conducted to investigate the effect of different kinds 

of computer games on students’ performance in mathematics in Iran. To this end, by 

cluster random sampling method, two schools in Behbahan, Iran, were selected. In each 

school, two classes were selected by random sampling method (n=128). Data was 

collected by math tests and structured interview. The sample was divided into two 

groups: The first group used computer games every day or every other day for half an 

hour (n=62).The second group didn’t use computer games or used them during summer 

holiday (n=66). The results of independent T-test showed that the average scores of first 

group (M=17/51) were significantly (p<.001) different from the scores of the second 

group (M=15/42). The results also showed that the average scores of group who used 

war games (N=35, M=17/74) were not significantly different from those who used sport 

games (N=27, M=17/22) [24]. 

 

3. Methodology 

 

For presenting effective of electronic games on the student GPA, we prepare a 

questionnaires form for 100 students at basic school in Slemani city-Iraq. Then we ask 

students to answers carefully and honesty. Then we compare GPA with original GPA 

from schools. Then compare the GPA before and after playing with electronic games. 

Finally, we will go to conclude the results as shown in Figure 2. The questionnaires 

form consists of the following questions: 

1. Are you interest with electronic games? 

 Yes 

 No 

2. Why you use electronic games? 

 I am alone. 

 Habit with games 

 For imitation with others. 

 For enjoy 

 Other reasons 

3. How many hours play with electronic games per day? 

 1-3 hours 

 4-6 hours 

4. Write your GPA 

 Before starting playing 

 After one year playing 
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Figure 2: Research Process 

 

4. Result and Discussion 

 

After implementing our methodology by using four questions for 100 students in 

Slemani city, we get different result from students. Bases on student answers 86% of the 

students liked playing with electronic games but 14% do not interest with electronic 

games as shown in Table 1 and Figure 3, which is a normal result because some people 

not interest with technology. 

 

Table 1: Result of Answer question 1 

No Question Yes No 

Q.1 Are you interest with electronic games? %86 %14 

  

 
Figure 3: Chart for Result of Answer Question 1 

 

The students answered the question 2 which asks them for which reason you playing 

with electronic games, and we get different rate from their answers, as shown in Table 1 

49% students playing with electronic games because they are alone at home, 20% 

because habit with games, 6% for imitation other friends, only %17 playing for enjoy, 

explained in Figure 4. 
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Table 2: Result of Answer question 2 

No. Question I am 

alone 

Habit with 

games 

For 

imitation 

For 

Enjoy 

Other 

Reasons 

Q.2 Why you use electronic 

games 

49% 20% 6% 17% 8% 

 

 
Figure 4: Chart for Result of Answer Question 2 

 

When we asked the students on the form how many hours playing with electronic 

games per day, most of them 1-3 hours playing with electronic games which rates 80%, 

but other playing more than 3 hours, as shown in Table 3 and Figure 5.  

 

Table 3: Result of Answer question 3 

No. Question 1-3 hours 4-6 hours 

Q.3 How many hours play with electronic games per day? 80% 20% 

 

 
Figure 5: Chart for Result of Answer Question 3 

 

Important question in our research is “Write your GPA before and after playing with 

electronic games”, we asked students write your GPA honestly, after their answer we 

compared with original GPA from their schools and compared with previous questions 

that are “how many hours you playing with electronic games”. Table 4 shows the 

whole result, the students that playing between 1-3 hours per day their GPA  
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notdecreased or very few which is -0.22%/h, in same time students that playing more 

than 3 hours per day their GPA decreased more which is -2.41%/h, clearly presented in 

Figure 6. 

 

Table 4: Result of Answer question 4 

No. Duration 

playing per 

day 

Average student 

GPA before starting 

play 

Average student 

GPA after starting 

play 

Decrease GPA 

for  

3 hours 

Decrease GPA 

per  

hour 

1 1-3 hours 75.00% 74.30% -0.66% -0.22% 

2 4-6 hours 76.00% 68.80% -7.20% -2.41% 

 

 
Figure 6: Chart for Result of Answer Question 4 

 

As explained in literature review playing with electronic games had positive and 

negative affection. The result of Table 4 and Figure 6 give us good results that are; if 

they playing few hours not return negative affection and sometimes helped then to 

opining their mind and study, if used for more than three hours most time return 

negative affection for their GPA. 

 

5. Conclusion and Future work 

 

In this paper to present impact of computer games on creativity and academic 

achievement of basic school students we proposed a questionnaires form for 100 

students at basic schools. Important question in our research is “Write your GPA before 

and after playing with electronic games”, we asked students write your GPA honestly, 

after their answer we compared with original GPA from their schools and compared 

with previous questions that are “how many hours you playing with electronic games”. 

Table 4 shows the whole result, the students that playing between 1-3 hours per day 

their GPA not decreased or very few which is -0.22%/h, in same time students that 

playing more than 3 hours per day their GPA decreased more which is -2.41%/h. we 



Karzan Wakil, Shano Omer, Bayan Omer 

IMPACT OF COMPUTER GAMES ON STUDENTS GPA

 

European Journal of Education Studies - Volume 3 │ Issue 8 │ 2017                                                                                 270 

recommend for researchers that extend our work by using more students with more 

criteria, also they can find the impact commuter games on eyes, healthy, and thinking. 

 

 

References 

 

[1] M. D. S. Cortes, et al., "Effects of Computer Gaming on High School Students' 

Performance in Los Baños, Laguna, Philippines," 2012. 

[2] F. F. MEHRABI, et al., "Reviewing The Types Of Computer Games And The Time 

Spent On Them And Their Relationship With The Students’educational Achievement In 

Kerman’s High Schools (2009-2010)," 2012. 

[3] M. M., "Guidelines for educational games selection," 2005. 

[4] K. Durkin and B. Barber, "Not so doomed: Computer game play and positive 

adolescent development," Journal of applied developmental psychology, vol. 23, pp. 373-392, 

2002. 

[5] R. M. Ryan, et al., "The motivational pull of video games: A self-determination 

theory approach," Motivation and emotion, vol. 30, pp. 344-360, 2006. 

[6] K. A., "Ibisworld: Video games in the US," 2012. 

[7] D. Takahashi, "Time spent playing video games keeps going up," 2010. 

[8] K. Roe and D. Muijs, "Children and computer games: A profile of the heavy 

user," European Journal of communication, vol. 13, pp. 181-200, 1998. 

[9] H. Tuzun and S. A. Barab, "Motivating learners in educational computer games," 

Indiana University Bloomington, IN, 2004. 

[10] K.-S. Lee, "The relationship between children's computer game usage and 

creativity in Korea," Texas A & M University, 2010. 

[11] N. E. Zaparyniuk, The exploration of video games as a tool for problem solving and 

cognitive skills development: University of Alberta, 2006. 

[12] K. MacPherson, "Experts concerned about children’s creative thinking," Nation & 

World US News, 1, vol. 3, 2004. 

[13] H. S. Gelfond and D. E. Salonius-Pasternak, "The play's the thing: A clinical-

developmental perspective on video games," Child and Adolescent Psychiatric Clinics of 

North America, vol. 14, pp. 491-508, 2005. 

[14] D. Abdolkhaleghi M, A, Sahbaii F, Sahbaii M "The connectivity of video games 

with the reaction of male students in Middle school," Medical Science Magazine, 2006. 

[15] A. e. a. Ramezankhani, "An assessment of the use of computer and the feeling of 

students about their schools and their homework," Medical Science Magazine, 2008. 

[16] R. A. Sabella, "Negative Potential of Video Games," 2010. 



Karzan Wakil, Shano Omer, Bayan Omer 

IMPACT OF COMPUTER GAMES ON STUDENTS GPA

 

European Journal of Education Studies - Volume 3 │ Issue 8 │ 2017                                                                                 271 

[17] A. f. P. Doran B, Vajee J, "An assessment of connectivity between computer 

games and social skills in teenagers," Psychology Magazine, 2002. 

[18] H. PashsSharifi, "The Connection Between Creativity and Personal 

Characteristics of High School Students in Tehran," Bahar Noavar publication, 2004. 

[19] M. DeBell and C. Chapman, Computer and Internet use by students in 2003: 

National Center for Education Statistics, US Department of Education, Institute of 

Education Sciences, 2006. 

[20] J. P. Gee, "Why are video games good for learning," Unpublished manuscript. 

Retrieved, vol. 23, 2007. 

[21] F. Ke, "Computer games application within alternative classroom goal structures: 

cognitive, metacognitive, and affective evaluation," Educational Technology Research and 

Development, vol. 56, pp. 539-556, 2008. 

[22] J. Weaver, et al., "The impact of video games on student GPA, study habits, and 

time management skills: What’s the big deal," Issues in Information Systems, vol. 14, pp. 

122-128, 2013. 

[23] M. Seifi, et al., "The Effect of Computer Games on Students' Critical Thinking 

Disposition and Educational Achievement," International Journal of Education & Literacy 

Studies, vol. 3, p. 36, 2015. 

[24] M. Salimi, "The Effect of Computer Games on Students’ Performance in 

Mathematics," Mediterranean Journal of Social Sciences, vol. 7, p. 157, 2016. 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Karzan Wakil, Shano Omer, Bayan Omer 

IMPACT OF COMPUTER GAMES ON STUDENTS GPA

 

European Journal of Education Studies - Volume 3 │ Issue 8 │ 2017                                                                                 272 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Creative Commons licensing terms 

Author(s) will retain the copyright of their published articles agreeing that a Creative Commons Attribution 4.0 International License (CC BY 4.0) terms 

will be applied to their work. Under the terms of this license, no permission is required from the author(s) or publisher for members of the community 

to copy, distribute, transmit or adapt the article content, providing a proper, prominent and unambiguous attribution to the authors in a manner that 

makes clear that the materials are being reused under permission of a Creative Commons License. Views, opinions and conclusions expressed in this 

research article are views, opinions and conclusions of the author(s). Open Access Publishing Group and European Journal of Education Studies shall 

not be responsible or answerable for any loss, damage or liability caused in relation to/arising out of conflicts of interest, copyright violations and 

inappropriate or inaccurate use of any kind content related or integrated into the research work. All the published works are meeting the Open Access 

Publishing requirements and can be freely accessed, shared, modified, distributed and used in educational, commercial and non-commercial purposes 

under a Creative Commons Attribution 4.0 International License (CC BY 4.0).  

https://creativecommons.org/licenses/by/4.0/

