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Abstract 
Video game is a popular leisure activity which many people choose to spend 

their time on. In today’s society there is controversy as to whether games 

really affect the player positively or negatively. This study aimed to find 

relations of variables relating to children’s educational- and video game habits 

using a quantitative methodological approach. The sample (n=243) consisting 

of secondary school students gave results showing a negative correlation 

between time spent on video games and  academic performance, together 

with a negative correlation between video game time and motivation. This 

study also tested the displacement hypothesis which is a popular theory 

explaining the association between gameplay and academic performance, but 

no evidence was found to support this. This paper is a contribution to the 

already existing research regarding how video game time influences students’ 

academic performance and educational activity.   

Key words: Video game, Gameplay, Academic performance, Educational 

activity, Student motivation.   
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Conceptual list 
Displacement hypothesis - refers to that one activity can displace another activity (Hastings et al., 

2009; Gentile, 2011; Bavelier et al., 2011). In this paper the hypothesis will be used and tested to see 

if video games displace time from activities that have educational value such as studying, doing 

homework or reading.  

GPA - stands for grade point average and measures students’ academic performance in schools. GPA 

is calculated by dividing the total number of grade points received by the total number attempted 

(GPA, n.d.). The points are calculated according to the Swedish point system from Gymnasium.se 

(n.d.).  

Video game - are electronic games were the player manipulating images on a video screen (Video 

game, n.d.). In this paper video games is referring to games on PC, console, mobile phone, electronic 

tablet or other possible portable devices.   

Explanation of the key variables that will be used in this paper:  

Gaming time - is time spent on video games. In this paper it is measured by the amount of time 

students spend playing games at a daily basis both on weekdays and weekends. 

Academic performance - is a reflection of how well a student performs in school. In this paper it is 

measured by the student’s GPA of the 3 academic core subjects in Sweden which are Swedish, 

English and Maths.   

Educational activity - is activities that impart knowledge or skill (educational activity, n.d.). In this 

paper it is measured by the amount of time students spend studying homework assignments and 

how common it is for the students to spend time on educational activities such as physically attend in 

class, reading books and playing educational games.  

Student motivation - is a reflection of the students’ attitude towards education and school. It will be 

measured through some questions regarding the importance of education.  
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1 Introduction 
1.1 Background and problem description  

Playing video games is a popular activity in today’s society which attracts a large number of people. 

For numerous people it has become an everyday activity and it is not uncommon that some people 

spend most of the day’s hours in the worlds of gaming. This has led to countless discussions, both by 

media and previous research, about whether the individual is affected by gameplay and the actual 

impact of gaming. Something that often comes into focus is the outcomes from the amount of time 

spent on video games. According to Wood, Griffiths and Parke (2007), video gamers have a tendency 

to lose sense of time and space when playing which may be a cause to the high amount of gameplay 

hours. However, it is important to understand that the high amount of time spent on video games is 

not necessarily something bad as long as there is not some kind of damage to one’s life, e.g. in terms 

of psychological, family, social, or school functioning (Bavelier et al., 2011; Gentile, 2009). Therefore 

it is of interest to look to the possible damages that could be brought to one’s life when playing video 

games.  

The previous research that has been studying how video gameplay may affect one’s performance in 

school is not in agreement as the results vary. Some studies have found a negative correlation 

between time students spend playing video games and their performance in school (Anand, 2007; 

Gentile, 2011; Burgess. S, Sterner & Burgess. M, 2012; Weaver, Kim, Metzer & Szendrey, 2013; Ip, 

Jacobs & Watkins, 2008) and other studies have not found any significant relation (Sharif & Sargent, 

2006; Ventura, Shute & Kim, 2012). One popular theory to explain the correlation of gameplay hours 

and academic performance is the displacement hypothesis (Hastings et al. 2009; Gentile, 2011) which 

can be described as time spent on playing video games among school-age children is stolen time 

from educational activities (Bavelier et al., 2011). With a critical eye, one as a reader can argue that 

previous research have forgotten two important factors when trying to explain the correlation 

between time spent on video games and academic performance, namely the student’s educational 

habits and their own motivation towards education. For example, it is possible that a child who 

struggles in school has less interest in educational activity such as reading homework and may 

instead use video game as a time-killer (Sharif & Sargent, 2006; Weis & Cerankosky, 2010; Gentile, 

2011). To say that all time spent on video game is time that does not go to educational activity is also 

partly right. On one hand, it is time where the student can do something academic productive, but 

on the other hand one cannot presume that the student would study all of said time if video games 

were removed. One needs to consider if video games are merely the most attractive option available 

to those that are less likely to engage in educational activities (Burges et al., 2012).  

The popularity and interest towards video games are rapidly increasing and the world of video games 

changes quickly due to today’s technology. With that in mind together with the fact that previous 

research is not always in agreement makes this field of research interesting and valuable. It is of 

importance that new, more updated, research is done within the field that either complements or 

strengthens previous research findings. This study will explore the potential relationships between 

gaming time and academic performance. It will further test the displacement hypothesis by looking 

into the students’ educational activities and motivation towards education because, as mention 

earlier, much of the previously researches have forgotten to take students motivation towards school 

and their time spent on educational activities into account. By doing so, this study may help address 

some of the limitations of previously research.  
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1.2 Aim 

The aim of this study is to understand relations of variables relating to secondary school students’ 

educational- and video game habits. This is done to further explain the possible impact that time 

spent on video game have on children’s academic performance. In this paper the displacement 

hypothesis will also be tested by looking into the students’ educational activities and motivation 

towards education.  

1.3 Research question 

The primary research question for this paper is: 
How does video game usage influence secondary school student’s academic performance and 
educational activity? 
 
The research question can be seen as very broad and general and to narrow it down, the following 

hypotheses will be tested: 

Hypothesis 1:  

H0: Gaming time is not correlated with academic performance. 

Ha: Gaming time is correlated (positive or negative) with academic performance.   

The first hypothesis can be further described to test if students who spend more time with video 

games will have lower GPA. This hypothesis is based on the previous findings of Anand (2007), 

Gentile (2011), Burgess et al. (2012) Weaver et al. (2013), and Ip et al. (2008). 

Hypothesis 2:  

H0: Gaming time is not correlated with educational activity. 

Ha: Gaming time is correlated (positive or negative) with educational activity.  

The second hypothesis will test the displacement hypothesis which is a popular theory to explain the 

correlation between gameplay hours and academic performance. The second hypothesis will 

therefore test if students who spend more time with video game spend less time with educational 

activity than low time gamers and non-players.  

Hypothesis 3:  

H0: Educational activity is not correlated with academic performance.  

Ha: Educational activity is correlated (positive or negative) with academic performance.  

The third hypothesis will explain if student spending more time with educational activities are 

performing better in school, based on their grades. This may be obvious to some but to test if gaming 

usage affects school performance in a correct way this hypothesis needs to be confirmed, as the 

displacement theory assumes that more times with educational activities leads to greater academic 

performance. 

Hypothesis 4:  

H0: Gaming time is not correlated with student motivation. 

Ha: Gaming time is correlated (positive or negative) with student motivation. 

The fourth hypothesis will explain if students who spend more time with games have less motivation 

toward school than non-player students. One assumption from Sharif & Sargent (2006), Weis & 
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Cerankosky (2010), and Gentile (2011) is that students with low performance in school could have 

low motivation towards education and may use games as a time-killer.  

1.4 Delimitation 

The existing research suggests there are at least five dimensions on which video games can affect 

players, namely the amount of play, game content, game context, structure of the game, and the 

mechanics of gameplay (Gentile, 2011). This research will only focus on the amount of play as the 

other dimensions require the researcher to get involved with specific game types or individual 

games.   

 

As mentioned earlier, gaming is a very popular activity and it is not a secret that it is one of the top 

leisure activities today. According to Burgess et al. (2012) today’s young adults had the opportunity 

to grow up with video games as part of the mainstream culture and the potential effects of playing 

video games may therefore differ from previous research. The video game time, educational activity 

and motivation towards education may also differ among younger students; below high school 

education, contra older youth and adults; high school education and above. Younger students may 

lack the maturity required for self-awareness towards their gaming- and study habits. Burgess et al. 

(2012) says that older students should possess more highly developed reasoning systems and better 

self-regulation abilities than younger students. These arguments describe the importance of focusing 

on a younger target group which this study aim to do. 

 

1.5 Conceptual framework 
1.5.1 Displacement hypothesis 
The displacement hypothesis is one popular theory to explain the correlation between gaming time 

and academic performance (Hastings et al. 2009; Gentile, 2011). According to Bavelier et al. (2011) is 

time spent on video games stolen time from educational activities. In this paper the hypothesis will 

therefore be used and tested to see if video games really displace time from activities that have 

educational value such as studying, doing homework or reading.   

1.5.2 Gaming time  
Gaming time is representing the time students spends on video games. Previous research of Sharif 

and Sargent (2006) and Gentile, Lynch, Linder & Walsh (2004) have separated weekday gameplay 

and weekend gameplay when measuring the gaming time which have result in some interesting 

findings. Sharif and Sargent (2006) shows that gameplay during weekends were higher than 

weekdays, but they did not see any association between weekend gameplay and performance in 

school. This study will therefore continuing in the same path and measure the amount of time each 

student spends on video game at a daily basis, separating weekday and weekend gameplay.  
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1.5.3 Educational activity 
Educational activity is something that imparts knowledge or skill to the individual. Based on 

information from educational activity (n.d.), this paper will measure the amount of time students 

spend on educational activities such as studying homework assignment and how common it is for the 

students to physically attend in class, reading books in Swedish or English, solving math-related 

problems, and playing educational games. As mentioned earlier much of the previous researches 

have not examined student’s educational activity. By looking further into student’s educational 

activity, the displacement hypothesis can be tested to see if there is some substance in previous 

speculations explaining the correlation between gaming time and academic performance.    

1.5.4  Academic performance 
Academic performance is a reflection on how well a student performs in school. There are different 

methods that can be used to measure this variable with can be seen by looking at previous research. 

Some have focused on academic performance as one variable using GPA or SAT scores (Anand, 2007; 

Gentile et al., 2004; Weaver et al., 2013) as measurement, while other have focused school subjects 

individually (Ip et al., 2008) or used self-evaluated ratings between bad-and excellent (Sharif & 

Sargent, 2006). This study will focus on the GPA from the three core subjects in Sweden which are 

Swedish, English and Maths.  

1.5.5 Student motivation 
Student motivation is a reflection of the students’ attitude and motivation towards education and 

school. By collecting the students’ answers upon given statements regarding the importance of 

education, the motivation can be measured. As earlier stated, previous research has not been 

focusing on this variable and therefore there is not much to go on.    

2 Method 
In order to achieve the paper’s aim, a quantitative method in form of paper questionnaire was used 

on secondary school pupils. The methodological choices made when constructing the questionnaire 

are based on Oates (2006) and Ejlertsson (2005) together with previous research to strengthen the 

methodical approaches and to give substance to which questions were to be used in the 

questionnaire. To get statistical substance in which test to be done and how to interpret the results, 

Swinscow & Campbell (2002) was used. 

2.1 Data selection 

This study is solely based on two different public schools in the area of Örebro, Sweden. The schools 

are not going to be mentioned by name in this paper due to ethical choices and to ensure the 

respondents’ anonymity. An email was sent to several schools in the area, but the two cooperated 

schools were the ones that accepted to participate in this study. The schools were together able to 

contribute with a total amount of 315 secondary school students between the grades seven and 

nine.  Of the potential 315 students that could fill in the questionnaire only 252 responded which 

gives an external loss of 58 (18.4%). Out of the remaining sample there was an additional internal 

loss of 9 responses due to incomplete answers to the questionnaire regarding the main variables. 

The answers of the remaining 243 responses formed the sample size which is interpreted and 

analyzed in this paper. 
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2.2 Data preparation 
2.2.1 The general design of the questionnaire 

As this study use a quantitative approach it was a conscious choice to use closed questions rather 

than open-ended questions to ease the data-analyzing part. Oates (2006) and Ejlertsson (2005) 

describes the difficulties to use open-ended questions with a high number of respondents as it gives 

answers that may be hard to interpret and categorize and later used in charts. However, one 

drawback using closed questions is that the respondents may be controlled in their responding 

(Oates, 2006). To solve this and to minimize the problematic, questions were designed so that it had 

alternatives that could suit anyone. For example were the majority of the questions designed to 

obtain ordinal data where the respondent could choose alternatives between “never” and “almost 

always” or to “strongly disagree” or “strongly agree” with some statements. Another underlying 

thought to this was that a group of questions measuring the same thing could be merged into an 

index, something that is discussed in Ejlertsson (2005). When having a 5 grade Likert-scale, a 

numerical value of one to five could be set to the different response alternatives. By later adding the 

value of each question an index value between the maximum and minimum could be set. In this 

study, the variables educational activity and motivation will be measured with index. The full 

questionnaire can be seen in appendix A. 

2.2.2 Measures 

It is always of great importance to give an extra thought to what information one is seeking before 

shaping the questionnaire’s questions (Ejlertsson, 2005). The questions were therefore designed 

based on this research’s variables together with findings from previous researches to strengthen the 

internal validity of this research. The first set of questions, more particularly one to three, in the 

questionnaire was general and simple questions about their gender, class year and which gaming 

platform they were using. The purpose of those questions was to get the respondents comfortable 

with the thought to fill in the questionnaire (Ejlertsson, 2005) and at the same time collect general 

information that later could be used in this paper. Note that grades, time spent on video games, 

study time and educational activity were self-reported. Each individual can estimate the time 

differently which could have affected the results.   

Gaming time  

The questions four and five were designed to measure the student’s gaming time and the timeframe 

alternatives used in those questions are the same as Sharif and Sargent (2006) as their research got 

answers in all given alternatives. 

Educational activity 

Question six to eleven were designed to measure the variable educational activity and, in particular, 

question six gave answer to how many hours the students were spending on a daily basis. Question 

seven to eleven were questions regarding their educational activity and used alternatives between 

“Never” and “Very often” of how often they did an educational activity and was all formulated so 

that higher value means higher educational activity. Every individual’s answers on these questions 

were summarized into an index (Ejlertsson, 2005) which gave a numerical value within 5-25 that 

represented each student’s educational activity.  
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Academic performance 

Question twelve and fourteen allowed the students to answer their latest given grade on the three 

core subjects in Sweden which are Swedish, English and Maths.  

Student motivation 

Questions fifteen to thirty were statements which used a 5-point Likert scale (1=”Strongly disagree”, 

5=”Strongly agree”) to measure the student’s educational motivation. The student’s individual 

answers on these questions were summarized into an index (Ejlertsson, 2005) which gave a 

numerical value within 7-35 that represent each student’s motivation toward education.   

2.3 Data collection 

The questionnaire was distributed physically in paper form by the teacher of each individual class on 

a time when the whole class was gathered. This to ensure that the questionnaire did reach out to the 

whole population of this study, apart from the students that were not attendant in school that 

particular day. The reason why the questionnaire was not handed out by me personally was due to 

convenience reasons, both for me personally and for the teachers as well. It was a mutual decision, 

independent from each other, that was made between me and the principal for each school. One 

negative aspect of that choice was the fact that I, the teachers and the students had a middle hand in 

our communication which could have caused loss of information along the way. It was therefore 

extra important to inform the students about the purpose of the questionnaire and the project, 

something that was done in the introductory part of the questionnaire, before the questions. The 

same introduction part also made the students aware of that their participation was completely 

anonymous and that the answers only were going to be used for this research, this to minimize the 

risk of the students not responding honestly.  

2.4 Data analysis 

The results from the survey was manually converted to an Excel document and later imported to the 

statistical program STATA which was used as a tool to calculate and analyze the collected data. To 

measure the correlation the spearman rank correlation coefficient was used as several of the 

variables was of ordinal scale (Swinscow & Campbell, 2002). Scatter diagram was also used when not 

having the data grouped into defined categories as this can help the reader get a visual picture of the 

correlation.  

One important note to understand is that correlation is measuring if variables tend to increase or 

decrease in parallel, i.e. association between two variables. If a positive correlation is found it 

indicates that as one variable increase or decrease, it predicts the same directional change for the 

other variable. If a negative correlation is found it indicates that as one variable increase the other 

one decreases. However, the correlation by itself does not imply causation. It means that a 

correlation result does not mean that one variable causes or influences the change of the other one. 

There may be an unknown factor that influences both variables similarly. This is something that many 

researchers either forget or omits on purpose when presenting their findings. Definition and 

description of correlation is taken from Swinscow & Campbell (2002). 
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3 Results  
The correlation data are presented here as it is analyzed and discussed in the later part of the paper. 

For a general summary of how the students responded and mean values of some questions, see 

Appendix B.    

Table 1 – Spearman’s rank order correlation between different variables. 

Variables rs p-value 

Weekday game time, GPA -.2193 .0006*** 
Weekday game time, Time study -.0657 .3079 
Weekday game time, Educational activity .0363 .5728 
GPA, Educational activity .2392 .0002*** 
GPA, Time Study -.0368 .5682 
Motivation, Weekday game time -.2130 .0008*** 
Motivation, GPA .1374 .0323** 
Motivation, Educational Activity .3634 .0000*** 
Motivation, Time Study .3475 .0000*** 

*** Significant at the 99% level  
** Significant at the 95% level 
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4 Analysis and Discussion 
4.1 Gaming in general 

Most of the students (82%) play video games in some extent during the weekdays and weekends. 

The gameplay is fairly higher during the weekends compared to the weekdays as more students falls 

under the groups of 4-7 hours and >8 hours of gameplay. The results therefore confirm previous 

findings of Sharif & Sargent (2006) that time spent on gaming is higher during weekends. The results 

also shows that there are some differences in time spent on video games between genders as boys 

are more likely to spend time with video games (94.3%) than girls (65.3%). Boys also tend to play 

more hours than girls which support previous research of Gentile (2009). However, out of the 40 

non-player students during weekdays, 37 did not play during weekends either so result from this 

study cannot support Sharif and Sargent (2006) claiming weekend gameplay does not have 

something to do with grades. Therefore, only weekday gameplay will be tested from here on.        

4.2 Hypothesis 1 

H0: Gaming time is not correlated with academic performance. 

Ha: Gaming time is correlated (positive or negative) with academic performance.   

Table 1 shows that there is a small correlation between GPA and time spent playing video games on 

weekdays (-.2193). The negative value suggests that if one variable increase the other variable 

decrease. By looking at the p-value, the H0 can be rejected as the p value is lesser than the 1% level 

of significance, .0006 < .01. This data therefore accept the claim of Ha which says that there is a 

correlation of some sort, in this case a slightly negative correlation between the variables. The result 

from this study therefore supports previous research of Anand (2007), Gentile (2011), Burgess et al. 

(2012), Weaver et al. (2013) and Ip et al. (2008), saying that there is a negative correlation between 

the two variables.  

By looking at the student’s GPA mean, sort by their gameplay time, those with higher gameplay 

hours tend to have lesser GPA, see table 2. From one grade to another it differ 2.5 points which in 

this case divided by 3 gives a greater or lesser GPA of 0.83. If the mean score differ by +0.83 one can 

generally say that those students have one step better grade in one subject than the compared one. 

The difference in GPA mean from one step to the next between the grouped gamers is not that high, 

although when comparing non-gamers (13.75) with extreme gamers (10.05) it shows a bigger 

difference. By this data conclusions can be made that students with higher amount of video game 

time have decreased GPA.  

Table 2 – GPA mean sort by weekday gameplay.  

Weekday gameplay GPA Mean Std. Err. 95% conf. Interval 

0 13.75 .47 12.81 14.68 
<1h 12.56 .47 11.63 13.48 
1-3 h 12.25 .42 11.41 13.09 
4-7 h 11.39 .72 9.96 12.81 
>8 10.05 1.88 6.33 13.76 
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4.3 Hypothesis 2 
H0: Gaming time is not correlated with educational activity. 

Ha: Gaming time is correlated (positive or negative) with educational activity.  

Table 1 indicates that there is no correlation between higher gameplay hours and lower educational 

activity as the rs value between Weekday gameplay and time study, and Weekday gameplay and 

Educational activity are close to zero. The p-values are also high which indicates that it fails to reject 

the H0. However, note that the Ha still can be true. This only means that this study does not have 

enough evidence to support the claim in Ha. The result from this study cannot support the findings 

from either Burgess et al. (2012), claiming video gamers spend less time doing homework, nor 

findings from Weaver et al. (2013), claiming video gamers studies more than non-gamers.   

Research by Wood et al. (2007) claim that video games makes the gamer lose track of time which can 

result in missing lectures and missing study time. The results from this paper show that the mean of 

Q7 (class attendance) of non-gamers were 4.77 and the mean of gamers were 4.79 which means that 

the students did not stay home from school due to video games. Out of the 191 video game players 

the mean of Q27 (I often stay home from school to play video games) was 1.38 and the mean on Q29 

(I forget to study due to video gameplay) was 1.95 which strengthens the statement made. Although, 

Q23 (I think that video game takes time from my studies), Q24 (I would study more if I would not play 

video games), and Q25 (I play games instead of doing my homework) gave a slightly higher mean, 

namely 2.45, 2.60 respectively 2.16. With the data given, statements that video game play takes time 

from educational activity can therefore be falsified. In other words, the displacement hypothesis is 

not true in this case. Time with video games does not steal time from study time or educational 

activity. Note that the students self-evaluated these data through the questionnaire and therefore 

there is a risk that these are not according the truth. For the mean values, see appendix B – Table 2.  

4.4 Hypothesis 3 
H0: Educational activity is not correlated with academic performance.  

Ha: Educational activity is correlated (positive or negative) with academic performance.  

Table 1 show that there is a small positive correlation between educational activity and academic 

performance, met in GPA. The p-value indicates to reject the null hypothesis at a 1% significant level 

as .0002 < .01. By looking at the scatter diagram 

we also see that those with bad GPA (<10) did not 

have as high educational activity as those with 

higher GPA. This means that higher educational 

activity is more likely to result in higher grades, 

which seems obvious. However did not time spent 

studying have a correlation with higher GPA. The 

explanation to this can be that IQ and the ease to 

learn can affect student’s grades in school. A 

student that attends in class and has easy to learn 

is maybe more likely to study less as they learn 

during the lecture.    Picture 1 – Scatter diagram of educational 

    activity and GPA. 
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4.5 Hypothesis 4 

H0: Gaming time is not correlated with student motivation. 

Ha: Gaming time is correlated (positive or negative) with student motivation. 

There is a small negative correlation (-.2130) between weekday time spent on video games and 

motivation among the students, see table 1. The H0 should be rejected as the p-value is lesser than 

1% significant level, .0008 < .01. By looking at the means in table 3 one can also see that the 

motivation is lower for gamers that play for more than eight hours a day. However, there is no 

significant difference between the other groups.        

Table 3 - Motivation mean sort by weekday gameplay.   

Weekday 
gameplay 

Motivation Mean Std.Err. [95% Conf. Interval] 

0 30.54 .78 28.99 32.09 
<1h 29.50 .56 28.39 30.61 
1-3 h 29.83 .37 29.08 30.58 
4-7 28.29 .80 26.72 29.87 
>8 24.5 1.74 21.06 27.93 

 

Previous research has stated that it is possible that students performing badly in school could result 

in low motivation towards education and therefore use games as a time-killer (Sharif & Sargent, 

2006; Weis & Cerankosky, 2010; Gentile, 2011). Results from this study cannot strengthen their 

assumptions as the mean motivation of students performing badly in school (GPA <10) was 28.68 

compared to 29.59 of students with a GPA of 10 and higher. Both the compared groups had a mean 

that was within < 1 and 1-3 hours of gameplay a day. 

By further looking into correlations with motivation 

one can see that motivation has a positive 

correlation with both study time (.3475) and 

educational activity (.3634), see table 1. These was 

the strongest correlations found in this study and 

had p-values of .0000. By looking at the scatter 

diagram at picture 2 the correlation can be 

explained as when motivation increase so does the 

educational activity. Motivation also has a small 

correlation to GPA (.1374) with a p-value of .0323.  

Picture 2 – Scatter diagram of Educational 

activity and Motivation. 
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4.6 Limitations 

The causation between the variables is not described in this paper since this is a correlational study. 

An unknown factor that affects the correlated variables may exist; this paper has only determined if 

there is an association between the variables or not. A larger sample size and more participating 

schools and pupils would also have strengthened the findings as extreme values do not affect the 

result as strong as it does with smaller sample sizes. This study also used self-reports regarding the 

students’ study- and game habits which may have influenced the results. A quantitative approach 

combined with a qualitative approach could also have resulted in a deeper understanding regarding 

the researched area. For example, interviews could have helped to get more in depth insight that 

could explain the correlation between different variables.  

5 Conclusions  
The main research question was how video game usage influences children’s academic performance 

and educational activity. This research found a negative correlation between time spent on video 

games and academic performance; showing students with higher gameplay hour tend to have lower 

GPA ratings, and time spent on video games and motivation; showing students with higher gameplay 

hours have lower motivation towards education. If this solely is because of video gameplay cannot be 

determined simply by measure correlation, but it can give a speculation that too much time with 

video games may have a negative influence on the player. 

One popular theory to explain the association between video game time and academic performance 

is the displacement hypothesis. However, this study did not find any evidence that time spent on 

video game is time taken from educational activity. No correlation was found between time spent on 

video games and educational activity and therefore the displacement hypothesis cannot be 

supported. Although, the arguments for the displacement hypothesis can still be validated as higher 

educational activity was related to higher academic performance.  

The results from this study are a contribution to the already existing research within the field and 

assists with an updated picture towards video games impact on academic performance and 

educational activity.  

5.1 Future research 
Future research might explore other factors, besides displacement hypothesis, that might explain the 

relationship between time spent on video games and academic performance. It is possible that the 

correlation can be caused by an unknown factor or due to personal characteristics of each individual 

gamer such as intelligence, psychological state, sociological state or motivation researched in this 

study. Future research should therefore focus on finding the causation between time spent on video 

game and academic performance. As both this research and much of the previous research focus on 

quantitative approaches it would be of value to investigate this area with a more qualitative focus.      
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Appendix A 
Denna enkätundersökning skall ligga till grund för ett uppsatsarbete vid Örebro universitet. 

Syftet med undersökningen är att få en bild av högskoleelevers spel- och studievanor för att se 

om det finns en relation till hur elever presterar i skolan. Du kan ge ditt värdefulla bidrag 

genom att besvara frågorna nedan. Det finns inga svar som är korrekta och ditt bidrag 

kommer behandlas anonymt, därför ber jag dig att svara så ärligt som möjligt. Om du vill ha 

mer information om undersökningen eller har andra frågor så är det varmt välkommet, 

Rickard Böö (ricboh101@studentmail.oru.se).  

1. Vad är ditt kön? 

       Kvinna  Man         Vill ej ange 

2. Vilken årskurs studerar du?  

       7        8       9 

         

3. Vilka olika plattformar använder du vanligtvis för spelande? Några exempel är 

presenterade inom parenteserna. 

       Konsol (Xbox, Playstation, Nintendo Wii)  

       Dator 

       Mobil 

       Surfplatta 

       Bärbara spelkonsoler (Nintendo DS, PSP) 

       Jag spelar vanligtvis inte spel 

4. Hur mycket tid spenderar du på spel en vanlig vardag? (Måndag - Fredag) 

       Spelar inte.     

       Mindre än 1 timme.   

       1-3 timmar.  

       4-7 timmar.      

       8 timmar eller mer. 

5. Hur mycket tid spenderar du på spel en vanlig helgdag? (Lördag - Söndag) 

       Spelar inte.     

       Mindre än 1 timme.   

       1-3 timmar.  

       4-7 timmar.      

       8 timmar eller mer. 
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6. Hur mycket tid lägger du ner på studier en vanlig vardag utanför skolan? (Läxläsning, 

hemuppgifter, studera inför prov) 

       Mindre än 1 timme.                         

       1-2 timmar.             

       2-3 timmar. 

       3-4 timmar.     

       Mer än 4 timmar om dagen.   

Svara på fråga 7-11 efter hur dina vanor har sett ut det senaste året.  

7. Hur ofta har du varit närvarande i skolan? 

      Aldrig               Sällan                      Ibland                    Ofta           Väldigt ofta 

8. Hur ofta läser du böcker på svenska under din fritid? (Räkna inte med skoluppgifter) 

      Aldrig               Sällan                      Ibland        Ofta           Väldigt ofta 

9. Hur ofta läser du engelska böcker under din fritid? (Räkna inte med skoluppgifter) 

      Aldrig               Sällan                      Ibland        Ofta           Väldigt ofta 

10. Hur ofta räknar du matte under din fritid? (Räkna inte med skoluppgifter) 

      Aldrig               Sällan                       Ibland        Ofta           Väldigt ofta 

11. Hur ofta spelar du kunskapsspel? (Det är spel som fokuserar på att lära ut. Kan vara allt 

från matematik, språk, geografi eller kemi och fysik.) 

      Aldrig               Sällan                       Ibland         Ofta           Väldigt ofta 

 

12. Vilket är ditt senast betyg i ämnet svenska? 

      A        B        C        D        E        F 

13. Vilket är ditt senaste betyg i ämnet engelska? 

      A        B        C        D        E        F 

14. Vilket är ditt senaste betyg i ämnet matematik?  

      A        B        C        D        E        F 

Kryssa i det alternativ som passar bäst in med hur du förhåller dig till påståendena.  

1= Håller inte alls med, 5 = Håller starkt med.  

15. Det är viktigt för mig att uppnå höga betyg i skolan. 

16. Det är viktigt för mig att läxor, prov och hemuppgifter görs ordentligt. 

17. Det är viktigt för mig att vara närvarande i klassrummet. 

18. Jag tycker att min utbildning är viktig. 

19. Jag känner mig motiverad att gå till skolan.  

20. Jag tycker det är viktigt att studera vidare efter högstadiet. 

  



 

 
 

21. Jag prioriterar skolan före spelande. 

22. Jag spelar spel eftersom jag anser att det är den populäraste  

fritidsaktiviteten.   

23. Jag anser att mitt spelande tar tid från mina studier.   

24. Jag skulle plugga mer om jag inte skulle spela spel. 

25. Jag spelar spel istället för att plugga eller göra mina hemuppgifter.  

26. Jag stannar ofta hemma från skolan för att spela spel. 

27. Jag spelar ofta spel under lektionstid på skolan, exempelvis via mobil eller  

datorsal. 

28. Jag anser att mina studieresultat påverkas positivt av spelande. 

29. Jag glömmer bort att plugga och göra mina hemuppgifter eftersom jag  

spelar spel. 

30. Jag blir mer avkopplad när jag spelar spel vilket gör att jag kan vara mer  

fokuserad när jag pluggar. 

 

31. Finns det några restrektioner från dina målsmän angående dina spelvanor? 

Exempelvis att du inte får spela förrän läxan är klar eller en maxgräns för spelande för en dag. 

      Ja  Nej     

 

Tack för din medverkan! 

// Rickard Böö 
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Appendix table 1 – Questionnaire results 

Variable Study Sample 
(n=243) 

Men 
(n=141) 

Women 
(n=98) 

Grade    
     Seventh  134 (55.1%)    84 (59.5%)    49 (50%) 
     Eighth 72 (29.6%) 40 (28.4%)    29 (29.6%) 
     Ninth 37 (15.3%) 17 (12.1%) 20 (20.4%) 
Platform     
     Console 96 (39.5%) 75 (53.1%) 20 (20.4%) 
     Computer 135 (55.5%) 101 (71.6%) 33 (33.7%) 
     Mobile 154 (63.3%) 76 (53.9%) 77 (78.5%) 
     Tablet device 58 (23.8%) 31 (21.9%) 27 (27.5%) 
     Portable console 12 (4.93%) 11 (7.8%) 1 (1.0%) 
 Weekday gameplay      
     0 44 (18.2%) 8 (5.7%) 34 (34.7%) 
     <1 h 69 (28.3%) 28 (19.8%) 40 (40.8%) 
     1-3 h 85 (35%) 67 (47.6%) 17 (17.4%) 
     4-7 h 37 (15.2%) 30 (21.2%) 7 (7.1%) 
     >8 h 8 (3.3%) 8 (5.7%) 0 (0%) 
Weekend gameplay    
     0 44 (18.2%) 5 (3.5%) 37 (37.8%) 
     <1 h 51 (21.0%) 20 (14.2%) 30 (30.6%) 
     1-3 h 60 (24.6%) 42 (29.8%) 18 (18.3%) 
     4-7 h 54 (22.2%) 44 (31.3%) 9 (9.2%) 
     >8 h 34 (14.0%) 30 (21.2%) 4 (4.1%) 
Study time    
     <1 h 93 (38.2%) 61 (43.2%) 31 (31.6%) 
     1-2 h 108 (44.6%) 55 (39.0%) 50 (51.0%) 
     2-3 h 34 (13.9%) 20 (14.2%) 14 (14.3%) 
     3-4 h 7 (2.9%) 4 (2.9%) 3 (3.1%) 
     >4 h 1 (0.4%) 1 (0.7%) 0 (0%) 
Educational activity    
     Almost none (5-10) 57 (23.6%) 31 (22.0%) 24 (24.6%) 
     Low (11-15) 141 (58.2%) 85 (60.2%) 54 (55.2%) 
     Medium (16-20) 42 (17.4%) 23 (16.4%) 19 (19.5%) 
     High (21-25) 2 (0.8%) 2 (1.4%) 0 (0%) 
Educational performance  
met in GPA. Max =20. 

   

      Bad (<10) 35 (14.4%) 27 (19.1%) 7 (7.2%) 
      Good (>10 & <15 ) 131 (53.9%) 76 (54.0%) 54 (55.1%) 
      Very good (>15 & < 17,5) 63 (25.9%) 31 (22.0%) 30 (30.6%) 
      Excellent (>17,5) 14 (5.8%) 7 (4.9%) 7 (7.1%) 
Motivation     
     Almost none (7-14) 1 (0.4%) 0 (0%) 0 (0%) 
     Low (15-21) 14 (5.8%) 9 (6.4%) 5 (5.1%) 
     Medium (22-28) 68 (28.0%) 40 (28.3%) 27 (27.6%) 
     High (29-35) 160 (65.8%) 92 (65.3%) 66 (67.3%) 



 

 
 

Appendix table 2 – Mean values of each question.  

 Mean Std. Err. [95% Conf. Interval] 

All responses 
(n=243) 

    

Q7 4.79 .04 4.71 4.87 
Q8 2.20 .07 2.06 2.34 
Q9 1.90 .06 1.76 2.03 
Q10 2.23 .06 2.11 2.36 
Q11 1.75 .05 1.64 1.86 
Education activity 12.90 .18 12.54 13.25 
Q15 4.36 .05 4.26 4.47 
Q16 4.05 .06 3.92 4.18 
Q17 4.59 .04 4.50 4.68 
Q18 4.61 .04 4.53 4.70 
Q19 3.58 .07 3.43 3.72 
Q20 4.47 .05 4.37 4.57 
Q21 3.85 .07 3.70 4.00 
Motivation 29.46 .29 28.88 30.03 
Video game player 
students (n=191) 

    

Q22 1.75 .07 1.60 1.91 
Q23 2.45 .09 2.26 2.63 
Q24 2.60 .10 2.39 2.81 
Q25 2.16 .09 1.98 2.34 
Q26 1.15 .04 1.05 1.25 
Q27 1.38 .05 1.27 1.49 
Q28 2.14 .08 1.96 2.31 
Q29 1.95 .09 1.77 2.14 
Q30 2.33 .10 2.12 2.54 

Note that Q22-Q30 only are mean of game player students as it is follow up questions regarding 

gameplay. 

 


