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ABSTRACT 

The purpose of this study was to compare the participation in physical activity and computer 
games on the social development of students. The population of this research was made up 
entirely of male students from secondary schools in the city of Marivan (mean age of 13.5 years). 
Among them, 300 were selected purposively (150 athletes, 150 computer games players). In 
order to collect the information, Weitzman’s social development scale was used. For the 
statistical analysis of data, n independent t-test with a significance level (P < 0.05) was used. 
Overall, the findings of this study suggest that the physical activity group has a higher social 
development than computer games group. 
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INTRODUCTION 
Social development is a balanced set of 

social skills and learned adaptive behaviors 
that enables an individual to interact well 
with other people, react positively and avoid 
behavior that has negative consequences. 
Cooperation, responsibility, empathy, self-
control and self-reliance are considered to be 
components of social development (1). It is 
assumed that children without social 
development and required skills are unable to 
perform their duties while interacting with 
others (2).  

A child’s game is a serious thing that 
happens in its mind, which is why its 
continuation is important, rather than the 
game itself, or its result. A child wants to 
play and is not looking for the result of the 
game. Basically, the game is an activity that 
its process is important, not its result, and 
this is the main feature of a game (3). 
Nowadays, the playing of computer games 
has replaced traditional games. 

Computer games began with Pong in 1972 
(a table tennis computer game). Improving 
the quality and variety of this games caused 
increasingly fast spreading of games in the 
media and in society, particularly among 
adolescents (4). Computer games can have 
positive effects, such as the development of 
personality and behavior, talent growth, 
creativity development, attention and 
precision training, increasing IQ, expanding 
the outlook on the world, strengthening 
artistry, complex conceptual education, 
culture communication, etc. (5). Stansbury 
(2004) found that participation in sports has a 
positive effect on the development of 
leadership and interpersonal skills of athlete 
students (6). Since these games are the 
second most common form of entertainment 
after the television, those opposed to these 
games emphasize their negative effects, 
which include addiction to the games, 
increased expression of anger and 
aggression, spending a lot of money to buy 

them, and other negative physical and mental 
effects. It can be pointed out that the effect of 
said damage is much more than increased 
hand - eye coordination and other positive 
aspects (7). Colwell and Payne (2000) in the 
study on 204 students of 10-14 years old, 
showed that although there was no direct 
relationship between social isolation and the 
games, there was a direct connection 
between aggressions and playing the 
computer games (8). Goldstein (2006) 
reported some of the possible applications of 
computer games as follows: using computer 
games to measure and evaluate the 
performance, using computer games to 
practice cognitive and perceptual skills, 
regulation of physiological and biological 
indicators, and nourishment a sense of 
cooperation, and the use of computer games 
for entertainment (9).  

Socialization and development of social 
skills, which start from the moment of birth, 
are affected by several factors, including the 
participation in sporting activities. The social 
function of physical education and sports 
education on the development and 
consolidation of social relations is a 
functional and basic infrastructure that has 
significant effects on the whole structure of 
society, social groups and individuals' 
relationships (10).  

Participation in sports activities helps 
children’s social behavioral development, 
which is necessary for their compatibility 
with the world around them, and it moves 
them towards socially acceptable and 
desirable criteria (11). In contrast, children 
who are not exposed to physical experiences 
are less likely to learn social skills. So if an 
opportunity to practice and experience is not 
provided for them, they likely lose their 
interest and become dissociable (12).  

Games for children, even if social 
opportunities exist, remain asocial (13). 
Singer (2009) reported that sports and group 
activities, increase social skills such as 
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responsibility, problem-solving skills, 
improved interpersonal relationships, 
decision making and the social development 
of the students (14). Besides, team sports, 
with mutual roles that relate to each other in 
a realistic way, inspire self-confidence and 
self-control and a decrease in the feeling of 
boredom and fatigue (15). In other words, 
sports team activities are effective on 
expression, creativity, curiosity and self-
control (16). The results of Atashi (2008) 
showed that social maladjustment of athletic 
students is less than social maladjustment of 
non-athletic students (17).  

Petitpas et al. (2004) found that sports and 
after school activities give a suitable base for 
the growth of ingenuity and a sense of self-
efficacy in adolescents and enhances their 
communication capabilities (18).  

Therefore, with regard to the growth of 
computer games in this age of 
communication, and the effect of 
participation in sports activities on social 
development, the researcher, with regard to 
the purpose of the survey, seeks to compare 
the effects of participation in sports activities 
and computer games on the social 
development of students.  

 
MATERIALS AND METHODS 
Participants. The population consisted 

entirely of male secondary school students in 
the city of Marivan in the academic year of 
2007-8. The research sample consisted of 
300 students (150 athletes, 150 computer 
games players) that were selected using 
targeted sampling. The criterion of the 
people in the computer games group was 
computer game experience of at least three 
days per week over the past six months. The 

athletes group included those who, during 
the same period had no experience in this 
field, but instead had regular physical 
activity. 

Motor skill competence. In order to 
collect information, the Witsman social 
development scale was used. This test is 
used to measure the social development of 
those aged between 13 and 18 years. It was 
provided by Weitzman. The reliability of 
this scale in Iran is estimated by Naziri from 
0.81 to 0.85. The validity of the 
questionnaire form was approved and 
implemented by the questionnaire producer 
on students aged 13 to 18. In the present 
study, the reliability coefficient for the scale 
was 0.88. The test had 27 questions, each 
with three or four options that measure 
independence, responsibility, predictability, 
moderation, hope, optimism, humor and wit. 
Each correct answer is given a score, 
otherwise zero, and the scores are placed 
between 0 and 25 (19). 

Statistical Analysis. descriptive statistics 
were used to determine the mean, standard 
deviation and the independent t-test was 
used to compare groups' means. All 
operations of this research were done using 
computer software and SPSS13. Statistical 
significance was set at P < 0.05. 

 
RESULTS 
Descriptive indices of variables and t-test 

results are given in Table 1. The findings 
show that the athletic group has a higher 
social development than the computer games 
group. According to Table 1, the difference 
between the two groups of athletes and 
computer games players is significant 
(p<0.001). 

 
Table 1. Social development descriptive indices of students in groups of athletes and computer games 

Group N Mean ± SD t p 
athletes 150 16.1 ± 2.3 3.2 0.001* 

Computer games 150 15.1 ± 2.8 
* (p<0.05) 
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DISCUSSION and CONCLUSION 
The purpose of this study was to compare 

the participation in sports activities and the 
playing of computer games with regard to 
the social development of students.  

The results of this study showed that the 
students that take part in physical activities 
have a higher social development than the 
students that play computer games. The 
exercise helps the increase of social skills 
and the prevention of social conflicts (17, 
20). In sport and group activities, people 
learn to help others, consistency with the 
group, cooperation, forgiveness, dedication, 
independence, self-confidence, respecting 
the law, and friendship with others. In 
general, individuals' social growth will be 
developed through group activities including 
team sports. Exercise by communicating, 
modelling, reinforcing feedback, social and 
communication skills, preparation and 
motivation, emotional development, 
enhancing adaptability, and self-esteem 
effect the reinforcement of social 
development (21). Participation in sports and 
group activities causes an increase to social 
skills such as accountability, problem-
solving skills, improved interpersonal 
relationships, decision-making and social 
development of students (20).  

The results of this study are inconsistent 
with studies of Colwell and Payne (2000) 
showed that there is no direct relationship 
between social isolation and computer 
games (8). It can be said that most research 
carried out on the role of computer games in 

the social development of adolescents has 
been conducted on the role of computer 
games clubs that are a place for young 
people to come together and finally meet and 
interact with each other thus meaning there 
is little effect on social development. 
Computer games clubs are social places and 
centers to develop friendships. Besides, 
going to game clubs represents an important 
aspect of the social life of adolescents. These 
cubs are a place to meet others, learn their 
behaviour and how to behave toward them 
(22).  

Aries et al. (2004), in a study of two 
groups of athlete and non-athlete students 
showed that athlete students in comparison 
with non-athlete students have better people-
oriented skills, extroversion, and self-report 
from their well-being and society (23). The 
effects of sporting and group activities on 
social growth of students are consistent with 
this study’s results (15, 16). According to the 
results of this study, provision of sports 
facilities in and out of schools and limiting 
the time students play computer games by 
parents and school officials are important 
requirements for the social development of 
students.  
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 هاي فعالیت در کننده شرکت آموزان دانش اجتماعی رشد
 اي رایانه هاي بازي و ورزشی

 
 آقایی سرحد2 محمودي، صدیق1 ،∗سامی سعدي1

 
 .ایران مریوان، واحد اسلامی، آزاد دانشگاه ورزشی، علوم و بدنی تربیت گروه مربی. 1
 .ایران پاوه، پرورش، و آموزش بدنی، تربیت دبیر. 2
 

 چکیده

 آماري جامعه. بود اي رایانه هاي بازي و ورزشی هاي فعالیت در کننده شرکت آموزان دانش اجتماعی رشد مقایسه حاضر، پژوهش از هدف

 نفر 300 آنان میان از که. بود) سال 5/13 میانگین با( مریوان شهرستان راهنمایی مقطع پسر آموزان دانش تمامی شامل تحقیق این

 رشد مقیاس از اطلاعات آوري جمع منظور به). اي رایانه هاي بازي بازیکن نفر 150 ورزشکار، نفر 150( شدند انتخاب دار هدف بصورت

 گروه به نسبت بالاتري اجتماعی رشد از ورزشی فعالیت گروه که دهد می نشان پژوهش این هاي یافته. شد استفاده وایتزمن اجتماعی

 .بخشد بهبود را اجتماعی رشد تواند می اي رایانه هاي بازي از بیشتر بدنی فعالیت در درگیري لذا. برخوردارند اي رایانه هاي بازي

 .اي رایانه هاي بازي ورزشی، هاي فعالیت  آموزان، دانش اجتماعی، رشد :واژگان کلیدي

                                                            
 :نوسنده مسئول  - ∗

 سعدي سامی
 tabough@yahoo.com :پست الکترونیک

 علوم کاربردي ورزش  هاي تازه
 دوم، شماره ومسدوره 

 1394 تابستان، 51-56ص  ص

 کوتاهمقاله 
 21/04/1393 :تاریخ دریافت
 01/10/1393: تاریخ پذیرش

mailto:tabough@yahoo.com

	6. Sami_51-55
	6. Farsi Abstract_56

