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Abstract:  Physical games, both indoor and outdoor, play a major role in the formation of friendships amongst children 

and adolescents. But today, this form of play has been replaced by video games, where the relationships are often built 

through the computer/mobile screens, and this is especially true in the case of multiplayer video games. They have 

become a means for gamers to meet new and like-minded people. For instance, since the pandemic, the number of hours 

that gamers have spent gaming has increased considerably and the number of people who have played video games for 

the first time has also gone up. One of the reasons for this could be the very fact that these games help us build new 

relationships that could go on to be lasting, particularly due to the shared interests and the sense of belonging and 

community that they offer. 

 

This study was done with the goal of better understanding the impacts of video games' growing influence on younger 

generations. The focus of this paper is to study the effect that video games can have on social interactions, exclusively 

amongst students belonging to the age group of 16-21 years. Its goal is to raise awareness of the beneficial aspects of 

video games that are often overlooked, as well as to examine if they influence player behavior and, if so, to study these 

changes in behavior, with a focus on social interaction.  A survey has been conducted to determine the same. 

We have also suggested measures to help and prevent people from crossing the line between recreation and addiction 

because, an innovation made for boredom could turn into an addiction, if not controlled. 

The null hypothesis is that there is no substantial difference in social interaction between gamers and non-gamers. 
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1. INTRODUCTION 

 

A video game is a game in which graphics generated by a computer programme are electronically manipulated and 

displayed on a monitor or other display. These games were initially introduced in the 1950s. But it wasn’t until the 1980s 

that they actually became accessible to the general public. Nickson refers to this period as "the Golden Age of Arcade 

Gaming," which began with the release of ‘Space Invaders’ and continued with the production of a number of additional 

games, including ‘Pacman.’ Because computers were still in their infancy, gamers flocked to arcades to play these games. 

These arcades were also a means for people to physically interact with each other and meet new people. 

But as mobile/computer games become more accessible and popular, this physical social contact could, allegedly, be at 

risk. The main issue that people have with video games is their concern that video games may raise the likelihood of 

aggression, antisocial conduct, a lack of social skills, negative impacts on IQ and memory, stress, a lack of enthusiasm 

for other pursuits, adverse effects on education and relationships and other such effects on mental and physical health. 

However, studies have repeatedly shown that, within a specific limit, video games do not produce such damages. But as 

there is reduced in-person interaction, there is increased concern regarding the implications of gaming on social 

interactions. As human beings are 'social animals,' social interactions form an integral aspect of human life, with 

ramifications that can be seen in every element of our development. As a result, it is critical to set clear boundaries when 

it comes to the effects of gaming on social interaction. 

The introduction of multiplayer video games, nonetheless, has lent new facets to video games with reference to social 

interaction. One of the reasons for this could be the very fact that these games help us build new relationships (contrary 

to the popular belief), that could go on to be lasting, particularly due to the shared interests and the sense of belonging 

and community that they offer. 

This survey assesses five domains of social interaction, I.e., socialization, communication, self, relationship and attitude. 

1. Socialization: The act of mixing socially with others is referred to as socialization. This domain assesses the 

impact of video games on people's behavior in settings that necessitate socializing. 
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2. Communication: Communication is the process of conveying or exchanging information through speech, 

writing, or any other medium. This area is used to evaluate the extent to which video games influence interpersonal 

interactions. 

3. Self: The domain of self measures the idea that the individuals have about the kind of person they are. When 

individuals get addicted to video games, they start identifying themselves with the characters in the game and could lose 

their sense of identity. 

4. Relationship: The way two or more people or groups regard and behave towards one another is referred to as a 

relationship. This domain is further divided into two categories- friends and family. The impact of video games on 

people's relationships with their friends and family is examined under this domain. 

5. Attitude: An attitude refers to a set of emotions, beliefs, and behaviors toward a particular object, person, thing, 

or event. Attitudes are often the result of experience or upbringing, and they can have a powerful influence over behavior. 

This area primarily assesses the impact of video games on aggression. 

 

1.1. Objectives  

• The major objective of this study is to determine the effect of video games on social interaction among students 

belonging to the age group of 16-21 years.  

• The study also focuses on determining the level of impact of video games on the domains of socialization, 

communication, relationship with reference to family and friends, self and attitude. 

 

1.2. Null Hypothesis: 

There is no substantial difference in social interaction between gamers and non-gamers. 

 

2. METHODOLOGY 

 

The survey method was used to collect the primary data to study the effects of video games on social interaction. This 

study was done exclusively on the students between the age group of 16-21 years. They were asked 25 dichotomous 

questions, which are grouped into five domains, namely socialization, communication, relationship, self and attitude. The 

relationship domain has two sub-categories, I.e., family and friends. 

Sample - A total of 100 students were included in the study, 33 of whom were non-gamers and 67 were gamers. 

The survey had 25 questions, with 4 questions being positive and 20 questions being negative. For positive questions, 

yes responses received a score of 0 and no responses received a score of 1, and vice versa for negative questions. One 

question was used to categorize the gamers and non-gamers. 

 

3. RESULTS AND DISCUSSION 

 

3.1. Table 1 showing the mean scores of gamers and non-gamers in the five domains of social interaction. 

Table.1. 

Domains Mean score of gamers Mean score of non-gamers 

Socialization 2.208 2.242 

Communication 1.552 1.818 

Self 1.373 0.212 

Relationship 2.776 2.333 

Attitude 1.194 0.242 

        

In the domain of communication, there were four questions, out of which two were positive and two were negative. 

According to the data, video games have had a positive impact on the gamers as compared to the non-gamers. This is 

because gaming has given people more opportunities to meet like-minded people and make friends. 

The domain of self, had five questions with all of them being negative. The mean scores reveal a significant difference 

in self-perception between gamers and non-gamers. This proves that gaming has had a negative impact on the gamers. 

There were eight questions in the relationship domain, two of which were positive and six of which were negative. The 

difference between the mean score of gamers and non-gamers in this domain is minor, depicting low to no impact of 

video games on this domain. 

 There were four negative questions in the domain of attitude. And the data shows a significant difference in the mean 

scores of gamers and non-gamers. This demonstrates that video games have a negative impact on people's attitudes. 

The results are influenced by several factors such as subjective mood, age of exposure to video games, genre of games 

played, peer influence, home environment and other physical and mental conditions. 
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Fig.1. Mean score of gamers and non-gamers in each domain 

 

Table 1 shows the mean scores of gamers and non-gamers in the five domains of social interaction. There were eight 

questions in the socialization domain, with three of them being positive and five negative. However, the mean scores 

showed no variation in their socialization. This shows that video games had no negative impact on this domain. 

                 

3.2. Table 2 showing the mean scores of gamers and non-gamers in the relationship domain. 

Table.2. 

Relationship Mean score of gamers Mean score of non-gamers 

Friends 1.86 2.54 

Family 0.910 0.03 

                

 
Fig.2. Mean scores of gamers and non-gamers in the relationship domain 

                       

The relationship domain was further divided into two sub-categories of friends and family, which is depicted in Table 2. 

Gaming has had a positive impact on the gamer's relationship with respect to their friends. This is due to the gamers’ 

suggestion that gaming has had no negative impact on their social circle. On the other hand, it has had a negative impact 

on their relationship with their families. 
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3.3. Statistical Analysis 

Groups N M Sig SD 𝓉  𝓉α 

Gamers 67 7.656 1113.63 4.076 4.786 2.63 

Non-

Gamers 

33 4.151 82.242 1.578 

 

Interpretation - Since the calculated ‘𝓉 ’ Is more than ‘𝓉α,’ we reject the null hypothesis. This leads us to accept the 

alternative hypothesis, proving that there is a substantial difference in the social interaction between gamers and non-

gamers. 

 

CONCLUSION 

The preceding research and findings have shown that video games have had an impact on some aspects of social 

interactions of the subjects who were gamers. 

Video games have had a discernible unfavorable impact on some parts of social interactions of the subjects who were 

gamers, according to the areas of self, relationship, and attitude. However, a positive impact is seen in the area of 

friendship, whereas there is a negative impact in the family area. This shows that video games have had both positive 

and negative impact on social interaction among gamers. 
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