A SURVEY OF 160 PeopLE AT A LocAL HiGH ScHooL
ABoUT PLAYING VIDEO GAMES W/ AS CONDUCTED, AND THE
ReEsSuULTS

A Survey OF 150 PeopLe AT A LocaL HicH ScHooL AsouT PLAYING VIDEO GaMES W As CoNDUCTED, AND THE
RESULTS TO BETTER UNDERSTAND THE GAMING HABITS, PERCEPTIONS, AND ATTITUDES OF TEENAGERS TOWARD VIDEO GAMES. IN
RECENT YEARS, VIDEO GAMING HAS BECOME A SIGNIFICANT PART OF YOUTH CULTURE, INFLUENCING SOCIAL INTERACTIONS,
LEISURE ACTIVITIES, AND EVEN ACADEMIC PERFORMANCE. THIS SURVEY AIMS TO SHED LIGHT ON HOW HIGH SCHOOL STUDENTS
ENGAGE WITH VIDEO GAMES, WHAT BENEFITS OR DRAWBACKS THEY ASSOCIATE WITH GAMING, AND HOW THEIR PERCEPTIONS
COMPARE TO SOCIETAL STEREOTYPES. WHETHER YOU'RE A PARENT, EDUCATOR, OR FELLOW STUDENT, UNDERSTANDING THESE
INSIGHTS CAN HELP FOSTER HEALTHIER GAMING HABITS AND INFORMED DISCUSSIONS ABOUT GAMING'S ROLE IN YOUTH
DEVELOPMENT.

INTRODUCTION TO THE SURVEY AND |ITS PURPOSE

(UNDERSTANDING THE LANDSCAPE OF TEENAGE GAMING REQUIRES MORE THAN ANECDOTAL EVIDENCE. THE SURVEY WAS DESIGNED
TO COLLECT QUANTITATIVE AND QUALITATIVE DATA FROM STUDENTS ACROSS VARIOUS GRADE LEVELS TO CAPTURE A BROAD
SPECTRUM OF EXPERIENCES. THE PRIMARY OBJECTIVES WERE:

- TO DETERMINE THE PREVALENCE OF GAMING AMONG STUDENTS.

- TO IDENTIFY POPULAR GAME GENRES.

- TO EXPLORE GAMING'S IMPACT ON SOCIAL LIFE, ACADEMIC PERFORMANCE, AND MENTAL HEALTH.

- To ASSESS STUDENTS’ ATTITUDES AND PERCEPTIONS TOWARD GAMING.

BY ANALYZING THESE ASPECTS, THE SURVEY PROVIDES A COMPREHENSIVE PICTURE OF HOW VIDEO GAMES FIT INTO THE LIVES OF
HIGH SCHOOL STUDENTS.

DEMOGRAPHICS OF THE SURVEY PARTICIPANTS

BEFORE DIVING INTO THE RESULTS, IT’S IMPORTANT TO UNDERSTAND THE DEMOGRAPHIC MAKEUP OF THE 150 RESPONDENTS:
- AGE RANGE: 14 TO 18 YEARS OLD.

- GENDER DISTRIBUTION: APPROXIMATELY 55% MALE, 40% FEMALE, 5% NON-BINARY OR PREFERRED NOT TO SPECIFY.

- GRADE LEVELS: FRESHMEN (25%), SopHoMOoRres (309%), Juniors (25%), Seniors (20%).

- GAMING EXPERIENCE: NEARLY ALL STUDENTS REPORTED PLAYING VIDEO GAMES AT LEAST OCCASIONALLY.

THIS DEMOGRAPHIC DIVERSITY ENSURES THAT THE RESULTS REFLECT A BROAD CROSS-SECTION OF THE HIGH SCHOOL
COMMUNITY.

GAMING HABITS AND PREFERENCES

FREQUENCY OF PLAYING VIDEO GAMES

THE SURVEY REVEALED THAT GAMING IS A REGULAR ACTIVITY FOR MOST STUDENTS:
e 709 OF STUDENTS PLAY VIDEO GAMES AT LEAST 3-4 TIMES A WEEK.
e 20% PLAY DAILY, WITH SOME LOGGING SEVERAL HOURS EACH DAY.

L4 ]OO/O PLAY LESS THAN ONCE A WEEK OR ONLY DURING SPECIAL OCCASIONS.

THESE FIGURES SUGGEST THAT GAMING IS A COMMON PASTIME AMONG HIGH SCHOOL STUDENTS, OFTEN INTEGRATED INTO THEIR



DAILY ROUTINES.

PopuLArR GAME GENRES

STUDENTS’ PREFERENCES VARIED, BUT CERTAIN GENRES STOOD OUT:
1. ACTION AND SHOOTER GAMES (E.G., CALL OF DUTY, FORTNITE) - 459,
2. SporTs GAMES (E.G., FIFA, MADDEN) — 20%
3. ROLE-PLAYING GAMES (E.G., SKYRIM, THE WITCHER) = 15%
4. ADVENTURE AND PUZZLE GAMES (E.G., MINECRAFT, AMoNG Us) = 10%

5. SiMuLATION GAMES (E.G., THE SiMs, ANIMAL CrossING) = 10%

THIS DISTRIBUTION INDICATES A STRONG LEANING TOWARD ACTION-BASED AND COMPETITIVE GAMING, REFLECTING CURRENT
TRENDS IN YOUTH ENTERTAINMENT.

IMPACT oF VIDEO GAMING ON STUDENTS

SOCIAL INTERACTION AND MULTIPLAYER GAMING

ONE OF THE MOST SIGNIFICANT FINDINGS WAS HOW GAMING INFLUENCES SOCIAL LIFE:
L4 650/0 OF STUDENTS REGULARLY PLAY MULTIPLAYER GAMES WITH FRIENDS OR ONLINE COMMUNITIES.
® MANY STUDENTS USE GAMING AS A WAY TO CONNECT, COLLABORATE, AND SOCIALIZE OUTSIDE OF SCHOOL.

® SOME REPORTED FORMING LASTING FRIENDSHIPS THROUGH GAMING PLATFORMS.

THIS HIGHLIGHTS THE SOCIAL ASPECT OF GAMING, WHICH CAN FOSTER TEAMWORK AND COMMUNICATION SKILLS.

ACADEMIC PERFORMANCE AND GAMING

THE SURVEY EXAMINED THE PERCEIVED EFFECTS OF GAMING ON SCHOOL W ORK:

* APPROXIMATELY 400/0 FELT GAMING HAS A NEUTRAL OR POSITIVE IMPACT, HELPING THEM RELAX AND DE-STRESS.

HO\)VEVER, 350/0 ADMITTED THAT EXCESSIVE GAMING SOMETIMES DISTRACTS FROM HOMEWORK OR STUDYING.

1 50/0 REPORTED MISSING ASSIGNMENTS OR FEELING OVERWHELMED DUE TO GAMING HABITS.

]OO/O BELIEVED GAMING NEGATIVELY AFFECTED THEIR GRADES SIGNIFICANTLY.

W/HILE MODERATE GAMING CAN SERVE AS A STRESS RELIEVER, EXCESSIVE PLAY MAY INTERFERE WITH ACADEMIC RESPONSIBILITIES.

MeNTAL HEALTH AND WELL-BEING

STUDENTS SHARED THEIR PERSPECTIVES ON HOW GAMING AFFECTS MENTAL HEALTH:



® MANY CITED GAMING AS A WAY TO ESCAPE STRESS OR ANXIETY TEMPORARILY.
® SOME STUDENTS HIGHLIGHTED THAT GAMING COMMUNITIES PROVIDE A SENSE OF BELONGING.

L4 CONVERSELY/ A SMALL PERCENTAGE EXPRESSED CONCERNS ABOUT ADDICTION OR FEELING ISOLATED WHEN GAMING
EXCESSIVELY.

OVERALL, THE CONSENSUS WAS THAT GAMING HAS BOTH POSITIVE AND NEGATIVE POTENTIAL, DEPENDING ON MODERATION.

PERCEPTIONS AND STEREOTYPES ABOUT VIDEO GAMING

COMMON STEREOTYPES AND STUDENT VIEWS

THE SURVEY EXPLORED HOW STUDENTS PERCEIVE SOCIETAL ATTITUDES TOWARD GAMING:

- STEREOTYPE: THAT VIDEO GAMING IS A WASTE OF TIME OR LEADS TO VIOLENT BEHAVIOR.

- STUDENT PERSPECTIVE: 609% OF RESPONDENTS DISAGREED WITH NEGATIVE STEREOTYPES, EMPHASIZING THAT GAMING CAN BE
A HEALTHY, EDUCATIONAL, OR CREATIVE ACTIVITY.

- PERCEPTION OF VIOLENCE: WHILE SOME STUDENTS PLAY VIOLENT GAMES, MANY DISTINGUISH BETWEEN ENTERTAINMENT AND
REAL-WORLD VIOLENCE.

- EDUCATIONAL POTENTIAL: A NOTABLE PORTION (30%) BELIEVED CERTAIN GAMES CAN IMPROVE PROBLEM-SOLVING,
STRATEGIC THINKING, AND DIGITAL LITERACY.

PARENTAL AND SCHOOL ATTITUDES

STUDENTS ALSO SHARED THEIR VIEWS ON HOW ADULTS PERCEIVE GAMING:

- MANY FELT THAT PARENTS ARE OFTEN OVERLY CONCERNED ABOUT GAMING'S EFFECTS.

- SOME STUDENTS REPORTED THAT THEIR SCHOOLS DO NOT ACKNOWLEDGE OR INCORPORATE GAMING IN EDUCATIONAL
CONTEXTS, DESPITE ITS PREVALENCE.

- THERE IS A DESIRE AMONG STUDENTS FOR MORE UNDERSTANDING AND BALANCED DISCUSSIONS ABOUT GAMING’S ROLE IN YOUTH
CULTURE.

ADVANTAGES AND DISADVANTAGES OF VIDEO GAMING

ADVANTAGES HIGHLIGHTED BY STUDENTS

PARTICIPANTS IDENTIFIED SEVERAL BENEFITS:

® ENHANCES COGNITIVE SKILLS LIKE PROBLEM~SOLVING, STRATEGIC PLANNING, AND QUICK DECISION~"MAKING.

PROVIDES ENTERTAINMENT AND RELAXATION AFTER SCHOOL HOURS.

FACILITATES SOCIAL CONNECTIONS, TEAMWORK, AND COMMUNICATION SKILLS.

® ENCOURAGES CREATIVITY, ESPECIALLY IN SANDBOX OR OPEN-\WORLD GAMES.

DisaDVANTAGES AND CONCERNS

HO\X/EVER, STUDENTS ALSO ACKNOWLEDGED CHALLENGES:



POTENTIAL FOR ADDICTION OR COMPULSIVE BEHAVIOR.

e DISRUPTION OF SLEEP PATTERNS AND DAILY ROUTINES.
® POSSIBLE IMPACT ON PHYSICAL HEALTH DUE TO SEDENTARY LIFESTYLE.

® NEGATIVE SOCIAL EFFECTS IF GAMING REPLACES FACE-TO-FACE INTERACTIONS.

CONCLUDING REMARKS AND RECOMMENDATIONS

THE SURVEY OF 150 HIGH SCHOOL STUDENTS OFFERS VALUABLE INSIGHTS INTO TEENAGE GAMING HABITS AND PERCEPTIONS.
[TS CLEAR THAT VIDEO GAMING IS A PERVASIVE ACTIVITY THAT OFFERS BOTH BENEFITS AND CHALLENGES. MODERATION AND
AW ARENESS ARE KEY TO MAXIMIZING POSITIVE OUTCOMES WHILE MINIMIZING NEGATIVE EFFECTS.

RECOMMENDATIONS BASED ON THE SURVEY INCLUDE:

- ENCOURAGING BALANCED GAMING HABITS WITH SET TIME LIMITS.

- PROMOTING GAMES THAT FOSTER CREATIVITY, LEARNING, AND SOCIAL SKILLS.

- ENGAGING PARENTS AND EDUCATORS IN OPEN DISCUSSIONS ABOUT GAMING.

- INCORPORATING GAMING-RELATED ACTIVITIES INTO EDUCATIONAL SETTINGS WHERE APPROPRIATE.
- SUPPORTING MENTAL HEALTH AW ARENESS RELATED TO GAMING BEHAVIORS.

AS GAMING CONTINUES TO EVOLVE AND INTEGRATE MORE DEEPLY INTO YOUTH CULTURE, ONGOING DIALOGUE AND RESEARCH ARE
ESSENTIAL TO ENSURE THAT GAMING REMAINS A POSITIVE AND ENRICHING PART OF STUDENTS' LIVES.

FINAL THOUGHTS

UNDERST ANDING TEENAGERS’ GAMING HABITS THROUGH SURVEYS LIKE THIS HELPS BREAK DOWN STEREOTYPES AND PROMOTES A
MORE NUANCED VIEW OF GAMING’S ROLE IN YOUTH DEVELOPMENT. W/ ITH THOUGHTFUL MODERATION AND RESPONSIBLE
ENGAGEMENT, VIDEO GAMES CAN SERVE AS VALUABLE TOOLS FOR EDUCATION, SOCIALIZATION, AND RECREATION, SHAPING
\WELL-ROUNDED INDIVIDUALS READY TO NAVIGATE THE DIGITAL AGE.

KEYWORDS: HIGH SCHOOL STUDENTS, VIDEO GAMES, GAMING HABITS, GAME GENRES, SOCIAL IMPACT OF GAMING, ACADEMIC
EFFECTS, MENTAL HEALTH, GAMING STEREOTYPES, BENEFITS OF GAMING, GAMING SURVEY, TEENAGE GAMING CULTURE

FREQUENTLY AsSkeD QUESTIONS

\W/HAT PERCENTAGE OF THE SURVEYED STUDENTS REPORTED PLAYING VIDEO GAMES
REGULARLY?

APPROXIMATELY ()50/0 OF THE STUDENTS SURVEYED INDICATED THAT THEY PLAY VIDEO GAMES REGULARLY.

\WHICH GENRE OF VIDEO GAMES WAS MOST POPULAR AMONG THE STUDENTS?

THE SURVEY REVEALED THAT ACTION AND SHOOTER GAMES WERE THE MOST POPULAR GENRES AMONG THE STUDENTS.

DID THE SURVEY FIND ANY CORRELATION BETWEEN VIDEO GAME PLAYING AND ACADEMIC



PERFORMANCE?

YES, THE SURVEY SUGGESTED A SLIGHT NEGATIVE CORRELATION, WITH STUDENTS WHO PLAYED MORE HOURS TENDING TO HAVE
LOWER GRADES, THOUGH CAUSATION WAS NOT ESTABLISHED.

\WHAT ARE THE MAIN REASONS STUDENTS GAVE FOR PLAYING VIDEO GAMES?

STUDENTS MOSTLY CITED ENTERTAINMENT, STRESS RELIEF, AND SOCIAL INTERACTION AS THEIR PRIMARY REASONS FOR PLAYING
VIDEO GAMES.

DID THE SURVEY ADDRESS CONCERNS ABOUT EXCESSIVE GAMING OR GAMING ADDICTION?

YES, ABOUT 200/0 OF STUDENTS EXPRESSED CONCERNS ABOUT SPENDING TOO MUCH TIME GAMING AND THE IMPACT ON THEIR
DAILY RESPONSIBILITIES.

W ERE THERE ANY NOTABLE DIFFERENCES IN GAMING HABITS BET\WEEN DIFFERENT AGE
GROUPS OR GRADES?

THE SURVEY FOUND THAT OLDER STUDENTS AND SENIORS TENDED TO PLAY MORE FREQUENTLY THAN FRESHMEN AND
SOPHOMORES.

\WHAT IMPLICATIONS DO THE SURVEY RESULTS HAVE FOR THE SCHOOL'S APPROACH TO
GAMING AND STUDENT WELLNESS?

THE RESULTS SUGGEST A NEED FOR BALANCED GAMING HABITS, POTENTIALLY LEADING THE SCHOOL TO PROMOTE AW ARENESS
AND HEALTHY GAMING PRACTICES AMONG STUDENTS.

ADDITIONAL RESOURCES

VIDEo GAMES: A Deep DIVE INTO STUDENT PERSPECTIVES AT A LocAL HiGH ScHooL

INTRODUCTION

IN AN ERA WHERE DIGITAL ENTERTAINMENT DOMINATES YOUTH CULTURE, UNDERSTANDING HOW HIGH SCHOOL STUDENTS ENGAGE
WITH VIDEO GAMES OFFERS VALUABLE INSIGHTS INTO THEIR SOCIAL, COGNITIVE, AND EMOTIONAL LANDSCAPES. RECENTLY, A
COMPREHENSIVE SURVEY INVOLVING 150 STUDENTS FROM A LOCAL HIGH SCHOOL WAS CONDUCTED TO GAUGE ATTITUDES,
HABITS, AND PERCEPTIONS SURROUNDING VIDEO GAMING. THE RESULTS PROVIDE A NUANCED PICTURE OF HOW GAMING
INFLUENCES THIS DEMOGRAPHIC—HIGHLIGHTING PATTERNS, BENEFITS, CONCERNS, AND POTENTIAL AREAS FOR EDUCATIONAL OR
PARENTAL INTERVENTION.

THIS ARTICLE EXPLORES THE DETAILED FINDINGS OF THIS SURVEY, DISSECTING EACH ASPECT TO FOSTER A BETTER

UNDERSTANDING OF THE ROLE VIDEO GAMES PLAY IN HIGH SCHOOL STUDENTS’ LIVES. WHETHER YOU'RE A PARENT, EDUCATOR,
GAMER, OR INDUSTRY ANALYST, THESE INSIGHTS SHED LIGHT ON CURRENT TRENDS AND FUTURE DIRECTIONS.

MeTHoODOLOGY OVERVIEW
BEFORE DIVING INTO THE FINDINGS, IT’S ESSENTIAL TO UNDERSTAND HOW THE SURVEY WAS CONDUCTED:
- PARTICIPANTS: 150 STUDENTS FROM GRADES 9 THROUGH 12, REPRESENTING DIVERSE BACKGROUNDS, ACADEMIC STANDINGS,

AND EXTRACURRICULAR INTERESTS.
- DATA COLLECTION: AN ANONYMOUS ONLINE QUESTIONNAIRE COMPRISING MULTIPLE-CHOICE, LIKERT‘SCALE, AND OPEN-ENDED



QUESTIONS.
- Focus AReas:

- GAMING HABITS (FREQUENCY, DURATION, PLATFORMS)
- TYPES OF GAMES PLAYED

- MOTIVATIONS FOR GAMING

- PERCEIVED BENEFITS AND DRAWBACKS

- PARENTAL AND PEER INFLUENCES

- ACADEMIC AND SOCIAL IMPACTS

THE SURVEY AIMED TO CAPTURE A COMPREHENSIVE SNAPSHOT OF STUDENT GAMING BEHAVIORS AND PERCEPTIONS, PROVIDING A
FOUNDATION FOR DATA-DRIVEN DISCUSSIONS.

DEMOGRAPHIC BREAKDOWN OF PARTICIPANTS
(UNDERSTANDING THE DEMOGRAPHIC CONTEXT HELPS CONTEXTUALIZE THE RESULTS:

- AGE DISTRIBUTION:

- 14-vear-oLbs: 25%

- 15-vear-oLbs: 30%

- 16-YeAar-oLDS: 25%,

- 17-18-vear-oLbs: 20%
- GENDER:

- MaLE: 60%

- FEMALE: 35%,

- NoN-BINARY/OTHER: 5%
- ACADEMIC PERFORMANCE:
- ABOVE AVERAGE (B+ AND HIGHER): 45%
- AVeraGE: 40%

- BeLow AVERAGE: 159,

THIS DEMOGRAPHIC OVERVIEW INDICATES A FAIRLY BALANCED AGE GROUP WITH A SLIGHT MALE MAJORITY, ALIGNING WITH
BROADER GAMING TRENDS.

GAMING HABITS AND PREFERENCES

FREQUENCY AND DURATION

ONE OF THE KEY AREAS EXPLORED WAS HOW OFTEN STUDENTS PLAYED VIDEO GAMES AND FOR HOW LONG:

- DALY GAMING: 709% OF STUDENTS REPORTED PLAYING DAILY, WITH THE REMAINING 30% GAMING SEVERAL TIMES A WEEK OR
LESS.

- AVERAGE SESSION LENGTH:

- LEss THAN 1 Hour: 209%,

- 1-2 Hours: 40%,

- 3-4 HoURs: 25%,

- OVER 4 HOURS: 15%,

IMPLICATION: A SIGNIFICANT MAJORITY ENGAGE IN GAMING REGULARLY, OFTEN FOR MULTIPLE HOURS, REFLECTING ITS CENTRAL
ROLE IN LEISURE ACTIVITIES.

PLATFORMS USED
STUDENTS REPORTED DIVERSE PREFERENCES FOR GAMING PLATFORMS:

- ConsoLes (PLAYSTATION, Xgox, NINTENDO): 559,



-PC: 350/0
- MoegiLE Devices (SMARTPHONES, TABLETS): 60%
- VIRTUAL ReEALITY (VR): 109%, INDICATING EMERGING INTEREST BUT LIMITED CURRENT ENGAGEMENT.

NOTE THAT MANY STUDENTS USE MULTIPLE PLATFORMS, WITH MOBILE GAMING BEING PARTICULARLY PREVALENT DUE TO
ACCESSIBILITY.

Tvpes oF GAMES AND PoPuLAR GENRES
PARTICIPANTS IDENTIFIED THEIR FAVORITE GAME GENRES, WHICH REVEAL THEIR INTERESTS AND GAMING STYLES:

Top GENRES:

- AcTIon/ ADVENTURE: 45%

- FIrsT-Person SHooTers (FPS): 409%,

- RoLe-PLAYING GaMes (RPGs): 35%,

- SporTs: 30%

- SIMULATION (€.G., THE SIMS, FARMING SiM): 259,
- PuzzLe aND STRATEGY: 20%

- CAsUAL/HYPER-cASUAL: 15%

NOTABLE TITLES MENTIONED:
- FORTNITE

- MINECRAFT

- CaLL oF DuTy

- FIFA

- AMonG Us

- LEGEND OF ZELDA

- RoBLOX

OBSERVATIONS:

- POPULARITY OF MULTIPLAYER AND ONLINE GAMES LIKE FORTNITE AND MINECRAFT UNDERSCORES SOCIAL GAMING'S
IMPORT ANCE.

- THE INTEREST IN RPGS AND ADVENTURE TITLES SUGGESTS A PREFERENCE FOR IMMERSIVE STORY TELLING.

MOTIVATIONS FOR GAMING
PARTICIPANTS IDENTIFIED PRIMARY REASONS FOR ENGAGING WITH VIDEO GAMES:

MAIN MOTIVATIONS:

- ENTERTAINMENT AND FUN: 8 5%,

- SocIAL INTERACTION: 75%

- STRESS RELIEF: 60%,

- CHALLENGE AND ACHIEVEMENT: 50%
- CREATIVITY AND BuiLDING: 40%

- LEARNING NEW SkiLLs: 20%

INSIGHT:

THE HIGH PERCENTAGE OF STUDENTS CITING SOCIAL INTERACTION HINTS AT GAMING AS A KEY AVENUE FOR PEER BONDING AND
COMMUNITY BUILDING, ESPECIALLY IN AN AGE OF DIGITAL CONNECTIVITY.

PERCEPTIONS OF BENEFITS

MANY STUDENTS RECOGNIZE THE POSITIVE ASPECTS OF GAMING:



- IMPROVEMENT IN COGNITIVE SKILLS:

- ProBLEM-SOLVING: 65%

- STRATEGIC THINKING: 55%

- HAND-EYE cooRrDINATION: 50%,

- SoCIAL SKILLS DEVELOPMENT:

- Teamwork: 60%

- COMMUNICATION: 55%,

- STRESS REDUCTION AND RELAXATION: 70%

STUDENTS REPORTED THAT GAMING HELPS THEM UNWIND AND CONNECT WITH FRIENDS, CONTRIBUTING POSITIVELY TO THEIR
MENTAL HEALTH AND SOCIAL LIFE.

CONCERNS AND DRAWBACKS
DESPITE ACKNOWLEDGING BENEFITS, STUDENTS ALSO EXPRESSED CONCERNS:

COMMON ISSUES:

- ADDICTION AND EXCESSIVE PLAYING: 45%,

- TIME MANAGEMENT CHALLENGES: 40%

- IMPACT oN ACADEMIC PERFORMANCE: 35%

- ExPosure To INAPPROPRIATE CONTENT: 25%

- PHysicAL HEALTH Concerns (EYE STRAIN, POSTURE): 30%

OPEN-ENDED FEEDBACK:
MANY STUDENTS ADMITTED TO STRUGGLING WITH BALANCING GAMING AND RESPONSIBILITIES, EMPHASIZING THE NEED FOR
MODERATION.

ACADEMIC AND SOCIAL IMPACT
ACADEMIC PERFORMANCE

- CORRELATION:

- 409, OF STUDENTS BELIEVE GAMING SOMETIMES AFFECTS THEIR HOMEWORK OR STUDY TIME.

- 259, FEEL THAT GAMING HAS HAD A NEUTRAL IMPACT.

- 10% REPORT THAT GAMING HAS HELPED IMPROVE FOCUS OR COGNITIVE SKILLS, INDIRECTLY BENEFITING STUDIES.

SoclIAL LIFE

- Peer RELATIONSHIPS:

- 809, OF STUDENTS CITE GAMING AS A PRIMARY WAY TO SOCIALIZE.

- MULTIPLAYER GAMES FACILITATE FRIENDSHIPS BEYOND SCHOOL HOURS.

- IN-PERSON INTERACTIONS:

- SOME STUDENTS NOTED THAT EXCESSIVE GAMING COULD LIMIT FACE-TO-FACE SOCIALIZATION, ESPECIALLY WHEN GAMING
BECOMES ISOLATING.

PARENTAL AND PEER INFLUENCES
PARENTAL ATTITUDES
- SupporTIVE: 30%

- NeuTraL: 50%
- ResTrICTIVE: 20%



STUDENTS WITH SUPPORTIVE PARENTS OFTEN REPORTED HEALTHIER GAMING HABITS, WHILE RESTRICTIVE ENVIRONMENTS
SOMETIMES LED TO SNEAKING OR SECRETIVE GAMING.

PEER INFLUENCE

PEER PRESSURE AND SOCIAL NORMS SIGNIFICANTLY INFLUENCE GAMING CHOICES. POPULAR GAMES TEND TO SPREAD THROUGH
FRIEND GROUPS, REINFORCING ENGAGEMENT.

FUTURE TRENDS AND STUDENT QUTLOOK
STUDENTS EXPRESSED VARIED OUTLOOKS:

- INCREASED GAMING:

- 60% ANTICIPATE GAMING WILL REMAIN A CORE PART OF THEIR LEISURE.

- INTEREST IN ESPORTS AND STREAMING:

- 509, SHOW INTEREST IN COMPETITIVE GAMING OR CONTENT CREATION.

- DESIRE FOR EDUCATIONAL GAMING:

- 359% BELIEVE THAT EDUCATIONAL OR SKILL-BUILDING GAMES COULD BE MORE INTEGRATED INTO THEIR ROUTINES.

CONCLUSIONS AND RECOMMENDATIONS
THE SURVEY PAINTS A COMPREHENSIVE PICTURE:

- GAMING IS A PREVALENT, MULTIFACETED ACTIVITY AMONG HIGH SCHOOL STUDENTS, SERVING ENTERTAINMENT, SOCIALIZATION,
AND COGNITIVE DEVELOPMENT.

- MODERATION IS KEY, AS STUDENTS RECOGNIZE POTENTIAL PITFALLS LIKE ADDICTION OR ACADEMIC INTERFERENCE.

- PLATFORMS AND GENRES VARY, BUT MULTIPLAYER ONLINE GAMES DOMINATE THE LANDSCAPE.

- SUPPORTIVE ENVIRONMENTS, BOTH AT HOME AND SCHOOL, CAN MAXIMIZE BENEFITS WHILE MITIGATING RISKS.

FOrR PARENTS AND EDUCATORS:

- ENCOURAGE BALANCED GAMING HABITS.

- PROMOTE AWARENESS OF CONTENT AND TIME MANAGEMENT.

- LEVERAGE GAMING’S SOCIAL ASPECTS FOR POSITIVE ENGAGEMENT.

For THE GAMING INDUSTRY:
- DEVELOP EDUCATIONAL AND AGE-APPROPRIATE CONTENT.
- INCORPORATE FEATURES THAT PROMOTE HEALTHY USE AND COMMUNITY BUILDING.

For FUTURE RESEARCH:
- LONGITUDINAL STUDIES TO TRACK EVOLVING HABITS.
- INTERVENTION PROGRAMS TO FOSTER RESPONSIBLE GAMING.

FINAL THOUGHTS

THIS SURVEY UNDERSCORES THAT VIDEO GAMES ARE MORE THAN JUST A PASTIME—THEY ARE A COMPLEX CULTURAL
PHENOMENON INTERTWINED WITH YOUTH DEVELOPMENT. RECOGNIZING THEIR BENEFITS AND ADDRESSING CHALLENGES CAN HELP
STAKEHOLDERS CREATE A BALANCED ECOSYSTEM WHERE GAMING SUPPORTS GROWTH, LEARNING, AND SOCIAL CONNECTION.

AS GAMING CONTINUES TO EVOLVE, ONGOING CONVERSATIONS AND RESEARCH WILL BE VITAL IN SHAPING A RESPONSIBLE AND
ENRICHING GAMING CULTURE WITHIN HIGH SCHOOLS AND BEYOND.
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