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Abstract

Students' academic performance is determined by their behavioral patterns and otheredtiddnt
factors such as invaing in a variety of personal activities outside of the school which specifically includes their
engagement in mobile gaming activities. Due to the closure of educational institutions because of the pandemic,
students' mobile gaming habits were amplifi€tis explains the enormous expansion of the gaming industry
throughout the implementation of distance online learning. Thus, this research paper investigates how mobile
games influence students' academic performance particularly during the prevalence of online learning. In this
study, academic performance do not only pertain to the grades that a student acquires, but the overall performance
he/she exhibits in school. Additionally, an exploratory single-case study design was used where the main
participant was chosen through purposeful sampling. The research utilized strsetoired interview with the
main participant along with other secondary participants including the student's parent, teacher, and a friend. Data
were presented and analyzed through an inductive approach to thematic analysis. Research findings show that
there are three causes or reasons why a student is playing mobile games; such reasons include boredom, desire to
relieve and escape from stress, and to satisfy the need for social iotergleé study further asserted that playing
mobile games can either reinforce academic behavior or undermine students' academic drive. Given the limited
number of investigations conducted to examine the influence of mobile games to a student's academic
performance during the conduct of online learning, this study certainly provides significant knowledge on the
topic. This will urge academic institutions and other education personnel to undertake measures to ensure that
mobile games and other personal activities done by students outside of the school do not come at the expense of
their academic performance.

Keywords: academic performanamline learning; mobile games; mobile gaming; distraction-conflict theory

1. The Resear ch Problem

I ntroduction

A student's academic performance is a key feature in educatiocoftsiglered to be the center around
which the whole education system revolves. According to Kassarnig (2018), stadexemic performance is
determined by their behavioral patterns. Student-related factors such asgrigagivariety of personal
activities outside of the school affects their academic performaimadoo, 2018). These various personal
activities performed by students outside of the school premises, could irtbkidengagement in mobile
gaming activities.
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Background of the Study

In our current situation, students’ mobile gaming habits were even amplified due to the immediate
reform of learning instructions. The shift of classes from being tiaf®ce into online learning modalities,
entails students having an ample time spent in their homes. This wesvtgem an opportunity to engage on
activities that will occupy their leisure time, one of which is playing online im@zmes. This explains the
enormous expansion of the gaming industry throughout the implementation of online learning. Mobile gaming
immediately became one of the most popular activities, with skyrocketing user involvemereridgpGen
Z and Millennial students, in particular, spent more time gaming since it was the mastieahway to spend
time amid initial stayathome orders, online education, and social isolation measures (Statista, 2021).

A study of Dumrique and Castillo (2018) found that playing mobile games do notfsdiystudents'
grades as long as they can control themselves and are entirelyodwtae® limitations. In contrast, Heiden
(2019) found that problematic and excessive mobile gaming can have negative effects including gtudents
academic performance. Webroot (2020) further argued that mobile gaming is definkedtbrstudents' poor
grades. While Gentile (2011) and his colleagues also found that more hours spent in mobile gamingpseemed t
act as a risk factor that lowers school performance.

With the findings and results of this study being relevant in today's worldeseanchers hope to
contribute to the existing body of knowledge especially in the field of education. Umdigmgtéhe influence
of mobile gaming on multiple aspects of life specifically on the studentma performance are of utmost
importance and benefit especially now that we are practicing distance aredroate of teaching and learning,
which undeniably offers a huge room of distraction for the students. Previglissshave already shown a
variety of positive and negative effects of mobile games to students' school performance.rHoveegiebal
and local perspective, there were very limited studies conducted to invetiteyatituence of mobile games to
a student's academic performance during the prevalence and practiceelearhing where a tendency for
distraction is considerably higher. Hence, this is one of the gaps that this study sought to fill in.

Furthermore, most of the previous researches in this area wereaducted in a quantitative
approach, which often fails to capture a detailed and in-depth discussiontapitheéHence, the present study
is in a qualitative case study design which helped the researchersaottgper and better understanding of
the issue. To achieve this, a series of aspects is explored includpersbective of the participant him/herself,
as well as the teachers and parent’s point of view.

Statement of the Problem

This study aims to understand anddibe the potential influence of mobile gaming to a student’s
academic performance in an online set up of learning. Specifically, thectessasought to find answers to
the following questions:

1. What causes a student to play mobile games?

2. What is the tendency for a student to neglect his/her studies due to mobile games?
3. How has mobile gaming influenced a student’s academic performance?
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Theoretical Framewor k

This study is anchored on Distraction-Conflict Theory of Robert Baron (1986).tradlien is
something that makes it hard for one to think or pay attention (Leung, 2015). frré&ess by which an
individual or group is distracted from the desired focus area, blocking, or redueiniggied information.
Similarly, Robert Baron's theory of distraction-conflict is based on thetld¢deing aware of another object
creates a conflict between attending to that object and attending to the taskda(Baron, 1986). The
distraction-conflict model calls this attentional conflict.

Attention conflict refers to the situation in which the person feetsoag urge, desire, or obligation
to pay attention to the distractor (i.e., mobile games) when performing their tasks, esge¢b@idlystractor is
attention-grabbing and difficult to ignore (Baron, 1986). An attentional conflict st&iween multiple stimuli
when the subject is interested in paying attention to each stimulus. Theagigkuhrelated to the subject's
primary goal is referred to as the distraction. This conflict only occurs thieqressure to attend to each input
is equal and the individual's cognitive capacity to do so is inadequate.

Distraction-Conflict Theory provides insight into the evaluation of mobile gag&sttzer” object that
distracts people from their primary goal (i.e., attending online classegtiide consequences of distraction
includes attentional conflict and impaired task performance. Concerning mobile, gsnudéquity and easy
access makes it a potentially strong mechanism for distraction. Therafdide games has made distraction
easier, due to its portability and the diversity of entertainment features.

Distraction
/ (Mobile Games) \
Subject Attentional — Impaired Task
Conflict Performance

\ Primary Goal /
(Online Classes)

Figure 1.1 The role of Distraction-Conflict Theory in explaining the relationship betwebile gaming and online learning

Scope and Delimitation

This study focuses on identifying the potential influence of mobile gaming on cémeraic
performance of a senior high school student particularly during the implatioeraf online learning education.
The participant in this study is selected based on certain research criterianipthedgrade level and the time
he/she spends in mobile gaming which should be approximately 3 hours or more per day. This is done in order
to extract appropriate and precise information relevant to the objectives of the study. Finaliydyhis snly
exclusive for those who are either a Grade 11 or 12 student who has been enrolled from the &c6@0Ye
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2021 up to the present, as this is the time where online learning started to be practiced.

Significance of the Study

The researchers believe that this study will not only yield data that will be helpful to tlheensonto
the following groups of people:

The Learners. They will be able to understand the various influence of mobile gaming engagement to
their academic performance specifically during the time of online disémlumation. If mobile gaming is indeed
found to have negative influence, students who consistently play these games excessively witbtedapte
ways in order to curb or minimize their gaming habit.

The Teachers. The findings of this study are crucial and useful forttheneate effective counsel and
valuable intervention to help their students especially those who excegdaselsnobile games and whose
academic performance is being affected as a result.

The Parents. They will become more aware of the possible implicationsbiergaming on their
children's academic performance. With this, they will be able to providecthill with important direction
and essential discipline such as setting healthy limits on time spenirichiifdds mobile gaming habits, as well
as learning help at home.

The Future Researchers. The results and findings of this study will betputiderstand how habitual
practices such as mobile gaming influences a student's academienpeder This will then become one of
their possible references if they wish to engage or conduct new reseaiebed to online mobile gaming.
This will also pave the way for more expounded studies related to the similar subject.

Definition of Terms

The following terms were defined according to how they are being used in this study.

Academic Performance- according to Narad and Abdullah (2016) academic performance is the knowledge
gained which is assessed by marks given by the teacher and/or the edugatdmalet by teachers to be
achieved by students over a specific period of time. But in this study, thidesche holistic behavior of a
student in his/her class. This do not only pertain to the grades thdeatacquires, but the overall performance
he/she exhibits in school.

Online Learning— usually connotes to synchronous online classes conducted through google and zoom
meeting. However, in this study, this specifically refers to both synchronous ymhasious classes that
occurs in a virtual setting where teaching materials, support, and assessaraall delivered online. In simpler
terms, an online learning education that takes place over or with the use of the Internet.

2. Related Literature and Studies

The pandemic forced billions of people to lock themselves away, stopping life all over the world, and
one of its biggest effects was on education. With the entire world being in a relative standstithduspread
of the infamous coronavirus disease, an immediate transition froncidi@ee learning to distant learning
modalities was undertaken. With the closing of schools and educational instittiienshole world has
embraced the urgent solution of online distance education, which also rais¢éidngue$ efficiency. A
continuous growth in distance online learning has been observed in the previoas¢dhis method of

WWw.ijrp.org



Christian P. Militante / International Journal of Research Publications (IJRP.ORG) ‘.\ IJRP.ORG

Inte escarch Public
ISSN: 2708-3578 (Online)

732

learning is fast becoming a significant constituent of higher education.

However, compared to fade-face learning, online education is often faced with low student
persistence and consequently low completion rates. Being in an online set t@ ¢hallénging as there could
be other activities that students might choose to pursue instead of focusing stuthes. This offers them an
opportunity to engage on activities that will occupy their leisure time, one of webigll include their
engagement in mobile gaming activities. In an online system of learningyspadicipation in the class cannot
be controlled, student-teacher interaction is limited and the student is unaol@yahe social benefits of
school. This results to students engaging in mobile gaming activities intordatisfy their need for social
interaction, which gaming provides (Hall, 2020). Furthermore, in an online setlegrimhg, students have a
lack of parental supervision and they have more flexible schedules, allowing for more gameeplay tim

A student's potentials are not maximized in school when a portion ofrigsisi heavily spent on
gaming, especially mobile games wherein the challenge is not just toaevgathe but to be able to attend
academic responsibilities while playing. This will then put their acadenmforpence at stake because it
displaces time that could have been spent in other educational activiseslsti worthy noting that students
nowadays frequently juggle multiple streams of entertainment media whilg stioolwork or while attending
to an online lecture, a trend that researchers call distracted learnirig. Wimerous researchers found that
simultaneous engagement in online gaming activities have a significant dettiimgratet on learning, many
students shrug off warnings about the negative consequences because they tmmgidyes such good
multitaskers $chidmt, 2020). Mobile games can be socially valuable particularly for people ando
geographically isolated. Online mobile gaming is often found to be associated with posibtiens and social
relationships. However, problematic and excessive gaming is also associated with pooicgoademance
(Heiden et al., 2019).

According to Shiers (2020), 81% of teens aging from 18-below regularly playeaydimes and in
moderation, gaming can be fun, sociable and interactive with opportunities foechdldd young people to
learn and solve problems. Most will not experience any harm but thesdsar&nown impacts of gaming
addiction in children which includes interference with studies. Gentile (201tlhis colleagues also found that
more hours spent in gaming seemed to act as a risk factor that lowers school pedorma

In South Korea, online games have become a public health concern thatafealilife satisfaction
because many high-school students spend 23 hours per week playing online (Kwon et al., 2011). Students with
new game systems spend less time doing homework, they also performed vateselardized tests of reading
and writing four months later. Moreover, their teachers were more likely to report acgaebténs. College
students spending too much time on online games every week also tend touffeorsened learning ability,
concentration problems, poor academic performance, and decreased interdttiotisevpeople (Lin et al.,
2013).

In the study of Garcia et al. (2018) which attempted to investigate the nedfeote ef online games
on students' academic performance, respondents admitted that their engageni@etgames had a moderate
negative effect in several academic areas such as in doing assigrquerziss, class recitation, paper works,
and examinations. Additionally, a study conducted by Wood, Griffiths, and Parke (2007) founafstira
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negative consequences indirectly related to school performance, which paticipported often missing
lectures, skipping homework, etc.

Based on the relevant literatures and studies that have been reviewesl gantimg in general has
been found to have a variety of influence on students' academic performaneer most of these studies
were conducted prior to the implementation of online distance education where engagement igambge
activities is considerably higher. Most of these literatures have not catsidie interplay of online mobile
gaming to the practice to online distance education, and how such gaming halitasftudents’ performance
in school. Hence, the present study seeks to find answers to this concixernkaire, most of these literatures
were also done in foreign countries and in a global scale. There were very limited nunibgiesfconducted
in a local perspective which makes this study relevant and worthy of pursuance.

3. Methodology
3.1 Research Design

This study utilized a case study design. Case studies are particularly useful to empldyandéena
need to obtain a concrete and in-depth appreciation of an issue, event or pt@mofieterest, in its natural
real-life context (Markus, 1989). According to Yin (2003), a case study ddsigitdsbe considered when the
focus of the study is to answer “how” and “why” questions, when the behaviour of those involved in the study
cannot be manipulated, and when the boundaries are not clear between the phenomemuexdntence,
this design allowed the researchers to fully explore the key influence of exceskive gaming to a student's
academic performance and can also provide incredibly detailed descriptions and analysis dsuck.inf

In addition, the researchers chose to pursue a single case study deshgn rieson that unlike
multiple case studies, this study do not intend to understand the similaritiekfferehces between cases
(Stake, 1995). Instead, the researchers only aim to understand the possibiedrdfumobile gaming to the
academic performance of a specific student. As stated by Yin (2003),&acasglstudy is the best choice when
a researcher only wants to study one single thing, for example a pensoa §pecific group. Furthermore, a
single case study is not as expensive and time-consuming as multipiéuchse which allowed the researchers
to have a deeper understanding of the case being investigated. Therefore,canefoit study is expected to
accomplish.

Specifically, the researchers employed an exploratory type of case stusl{yehis usually used to
explore those situations in which the intervention being evaluated has no iclglr,sset of predetermined
outcomes (Yin, 2003). And since mobile gaming engagement could influence a staded¢mic performance
in a variety of indefinite ways, this type is the most appropriate to be used.

3.2 Research Locale

The study is conducted at a specific barangay in Tacloban City, districtytd. Lle choosing the
research locale, the researchers have taken into account the snylg'gability, affordability, accessibility,
and the necessity of appropriate investigation in the chosen locale. A specific barangay in TaclobahneCity is
most accessible among the places deliberated by the researchers. The choserpkrcaized to enhance the
study's employability considering that one of the researchers reside on the nearby locatensiHem all the
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necessary knowledge of the area being studied is guaranteed, the identified particquesitiezably easier to
reach out when it comes to the administration of interview. This in turn,stlageonduct of the study cheaper
and affordable. While in terms of convenience and accessibility, potential issues to theistuay Isnguage
barriers is mitigated since the participant and researchers themisbbre the same cultural backgrounds. In
addition, when it comes to the appropriateness of the chosen locale, resclaasieciound out based on the
initial survey that mobile gaming is prevalent among the students in the ideluifédd. The results indicate
that every student who participated in the preliminary survey has beenrengagnobile gaming activities
which makes the locale to be appropriate for the study. Furthermore, cowgithett the pandemic is still
present, the chosen participant was interviewed at his/her house.

3.3 Research Participant

The participant in this study is a senior high school student of a public natigihaldhiool in Tacloban
City, who is also currently enrolled in the School Year 2021-2022 and is playindengdrnes for
approximately 3 hours or more per day. Purposeful sampling technique was igsadifp and select a case
that is most rich in information. Since this study hoped to understand a venyjcspasd, this procedure is
chosen in order to help the researchers identify a participant who tditteaisto the objectives of this study.
A senior high school student with mobile gaming habit was be targeted, siacgathple has special
knowledge, experiences and interest in the topic under investigation. To selaatipgodiwith the specified
distinctive characteristic, researchers specifically conducted a pratimsarvey in order to find who among
all is the best suited and who is able to provide rich information that willaartbw questions in the study.
Purposive sampling questions is found advantageous in this study as it allowesktrehers to hone in a
person who have good grounds that is critical for the research.

3.4 Data Collection Method

The data collection method involved a semi-structured one-on-one intervieviheitharticipant
including his/her teacher, classmates, peers, and parents. Although thehese prepared open-ended
interview questions with prompts to steer the examination of the case,vexaihg and order remained
flexible to best navigate the interactive dialogue with the participant. Watipdticipant's consent, all the
researchers were allowed to formulate and ask follow-up questions vehiteahview is on going. Establishing
rapport prior to the interview proper was also ensured. The participant was oriented ititattheav will last
for approximately an hour or two. Interview time and date were determined threugdrtitipant's preference
to best establish availability and convenience. Interview questions provided insighteiprimary research
questions, as well as elicit maximum information from the participant on aokgyrperception, feelings, and
knowledge about his/her own case. The entire interview was audio recordddritoanake notes and keep in
detail spontaneous responses for later transcription and analysis. Intelligeninvevha also utilized to
improve transcript readability. To ensure accuracy, the participant was ayivelectronic copy of his/her
transcribed interview. He/she was then invited to verify correctnesi$y dscrepancies, and add any further
comments if necessary.
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3.5 Ethical Considerations

The researchers took a variety of ethical considerations into accowrtdaating the investigation.
To begin with, the participant was asked for his/her permission whethet sfhe is willing to participate in
the study, both through informed consent and verbal confirmation. The researfdraredrhim/her with the
study's goal and purpose, as well as assure that his/her personal infornedtipt arivate, confidential, highly
protected, and measures were taken to ensure the protection of hisé&my. fror documentation, photographs
and audio recordings were taken with the participant's consent and resyfeat técision to decline. Upon
acquisition of the data, audio recordings and documentary photographs werarghept secure indefinitely.
The research participant was made aware that s/he has the gl tioe interview at any time or withdraw
from the study at any point. Furthermore, the researchers securétea permission consent and informed
consent for the participant's teachers and parents. Both the primary and secondgrgrgantiere allowed to
use their chosen pseudonyms to ensure anonymity as well as protect their privhdynably, researchers
refrained from expressing personal viewpoints while conducting the study.

3.6 Research Reflexivity

The researchers were very careful to recognize and set aside preconceiwed ithes the results are
not undermined. Considering that the researchers themselves have alsosbled in such gaming habit,
they ensure that their knowledge, preconceptions, and familiarity about the topic did not taint the rémults of t
study. To increase the validity of the study, the researchers have invited three experdst® thaiquestions
used for the interview. The researchers then revised and restructucpeiiens according to the comments
and suggestions of the validators. Moreover, to increase confirmabilityralesesaattempted to control biased
perspectives by constantly comparing data and citing transcripts that supports interptetivensséa Member
checking was also conducted by allowing the participant to review the trafgcmgonsistencies and to serve
as a platform for further clarification. This process helped resaartheheck their own subjectivity and to
ensure the reliability of their findings (Jones, 2002). In addition, the researchers fullg@listtie procedures
ard purpose of the study to the participant prior to the conduct of the studyaaledsure that the findings were
communicated through dense descriptions. The data collected from the one-orteoviewinwas also
transcribed verbatim and were given back to the participant to ensura@caeview and validate the findings,
as well as confirm that the interpretation and the fundamental structure of the data analgsissistent with
his/her actual case.

3.7 Data Analysis

In order to come up at a profound statement answering the questions under study, the transcribed data
from the interview is presented, analyzed, and interpreted through an inductivechgprtfeematic analysis.
The researchers chose this method in order to identify patterns from the recordesiwntsatégorize or code
words and concepts within the transcribed text, and make inferences ospbeses communicated by the
participant.

Braun and Clarke (2008) identified steps in conducting thematic analysis. This geodiarization
or getting to know that data. This involves transcribing audio, reading through the text and taking initial notes,
and generally looking through the data to get familiar with it. Second is to codeah&hla means highlighting
sections of the text, usually phrases or sentences, and coming up wittlaistideibels or codes to describe their
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content. Third is to look over the codes created, identify patterns among tttkstad coming up with themes

which are generally broader than codes. Fourth is to review themes. The reseasdesure that the themes
were useful and accurate representations of the data. Fifth is t@ @defthname themes. This involves
formulating exactly what it means by each theme and figuring out how it helpettd¢o inderstand the data.
Finally, is to write up the analysis of the data.

4. Results and Discussion

In this part, the researchers presents the results of the inteanehesalysis. This is divided into three
sections; the first section discussesdhees or reasons of a student’s engagement in mobile gaming which is
divided into three themes. The second section explains whether or nas thégadency for a student to neglect
his academic responsibilities in exchange of mobile gaming. And the thiioisagswers how mobile gaming
influence a student's academic performance.

In order to reveal the essential structure and provide a comprehensiviptidesof the case, the
researchers have interviewed not just the study's chosen participesatll as those who are fundamentally
aware of the situation. This includes the participant's parent, teandes, dassmate/friend. The researchers
have opt to utilize their chosen pseudonyms to ensure anonymity and establish thepaftdwi participants'
identity. To make the analysis clear, the characteristics of the interview people is prolided be

Ampol: He is the main participant of the study who is currently a Graddutiznt. He has started
playing mobile games in 2020 when he was in Grade 10. On the average, h&spandss on mobile gaming
everyday.

Fely: She is the mother of the main participant. According to her, there were instdneceshe and
her husband had wished that mobile games did not exist as it sometimes emakkilth not to immediately
comply with what they are asking him to do at home.

Ms. A She is the current adviser who is also a former subject teafctier participant. Prior to the
conduct of the interview, she was not aware and has no idea that her fasl&eien engaging in mobile
gaming activities. However, although unaware, she was not surprised because accorditigexelze really
a lot of students who is into such habit.

Junyor: He is a close friend, a classmate, and is also a co-playerpdrtitipant. They are used to
play together as teammates and sometimes as opponents. He hastleateatt of mobile gaming earlier
than Ampol. He was also one of those who influenced Ampol to start playing mobile games.

As discussed earlier, the researchers adapted Braun and Clarke's (1999)dd#atifien conducting
inductive thematic analysis. This required the researchers to extnaificant statements from the data they
have collected through semi-structured interviews. The researchers then code the data byrfygidigtins
from the interview extract such as phrases or sentences and canth ingiwidual codes that describes the
interview extract. Each code describes an idea or feeling expresshd participant corresponding to the
intended research question. After such, the researchers then cgktteetaall the identified codes, look for
patterns among them, and establish themes relevant to the questions under tioveskga a better
understanding of the analysis made by the researchers, tables are Wssttdi®ithe entire process. Tables are
sequenced according to the order of the research questions posted in the statement of the problem.
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4.1 Reasons to Mobile Game Play

The first question that the researchers sought to answer was the catlse reasons why a student
engage in mobile gaming, i.e., how has the pandemic increased such engagenwding\to the data
gathered from the main participant, the researchers found out songereitonso students' mobile gaming

engagement

.Table 4.1 Causes of Mobile Gaming Engagement

Interview Extract Codes Themes

“When classes have switched online and through modular

learning because of lockdowns brought by the pandemic
i . | Boredom Boredom
became so bored. That's why | have immersed myself wi

mobile games more.” ;
p . . ; . . Relieve stress
Playing mobile games gives me enjoyment especially when

. . Enjoyment
| am able to play with my friend$Ve get to play as teams, 1oy :
. It Teamwork Need for social
and formulate strategies for uswin the game. . .
Nfobil o has b hore ] Cout interaction
oblile gaming nas e€f’l a scapegoat wnere 1 can vent ou. Scapegoat

my stress and boredom.’

As shown in Table 4.1 above, the data revealed the first reason whyeatstuedngaging in mobile
games, and that is boredom. The participant has started playing mobilelgdareshe classes have shifted
online. However, according to him, he was only playing these games occasiamaliiyrang the time that is
convenient for him. As he saidWhen I started playing mobile games, I only play occasionally since I was
really focusing on my academics. But when classes have switchedamditierough modular learning becaus
of lockdowns brought by the pandemic, | became so bored. That's whg irhaersed myself with mobile
games more.” Certainly, the pandemic has provided people especially students a sufficient time to spend at
comfort of their homes. Because of this, boredom and the feeling or weabieasmes inevitable, making
them look for means that will suppress such emotions. And on this matter, through mobile games.

Second is to relieve stress. Spending days facing the screen of your celiphtireepages of your
modules can be stressful especially when you do not have a teacher or a knddemtyeeside you. There's
no one you could ask for stuffs that you find hard to underst@dine classes and answering the modules is
sometimes stressful that's why mobile gaming has been a scapegoativdaa vent out my stress and
boredom, ” the participant said. The fear and the anxiety of being infected by tisealdo adds up to the stress
felt by these students. That is why they are left with no choice but to eagaagtivities such as in mobile
games with the hope thiawill help them vent their frustrations out and serve as their scapegoat.

And finally is their need for social interaction. Because of the lockdowns andelosschools and

other academic institutions, studdotstudent or even studett-teacher interaction became limited, making
students unable to enjoy the social benefits of school, which is actually gploldem since humans are
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inherently a social animal. This results to students engaging in actthiiewill satisfy their need for social
interaction, which mobile gaming provides (Hall, 2020). As the participant expldip&y mobile games not
just because | wanted to, but also because it gives me enjoymeciahgpehen | am able to play with my
friends. We get to play as teams, and formulate strategies for us to win the game.” Although the interaction
happens virtually, the social satisfaction it provides is far incomparable to those thashapyscally. Face-
to-face relationships and those formed within online gaming communities both pravideve call social
capital, which is an all-encompassing term for the social resourcesdkatsocial interaction an interaction.
Online game-rooted relationships are as real as any offline ones, pistidldd not be discredited just because
they are mediated through technology (Gossett, 2020).

4.2 Tendency to Neglect Studies

The second purpose of this study is to find out whether or not, there isemdgrfdr a student to
neglect or even disregard his online classes and other school-relinétsiin exchange of mobile games.
Table 4.2 presents the findings relative to this question.

Table 4.2 Tendency to Neglect Studies

Interview Extract Codes Themes

“I have never skipped classes just to play mobile games
because | do not want my grades to be jeopardized in

exchange. | also do not play mobile games during Consequence Awareness of the
synchronous online classes since as much as possible | Focus consequences
really wanted to listen and focus on the discussion even

sometimes [ find it hard to understand everything.” Knowing one’s

“If there are a lot of tasks to accomplish, I do my best to priorities and

finish at least a part of them in the morning, and then or Prioritization limitations

play mobile games at night before I go to sleep.”

| always make sure that there is a clear boundary betwe Time-management

my studies and my gaming habit specifically when it com Self-control
to time allotment.”

As can be seen from Table 4.2, the data gathered from the intervieleckieat a student may engage
in mobile gaming activities and attend or satisfy his academic responsibdlitidee same time. As the
participant has stated, "l do not play mobile games during synchronous ondisescéince as much as possible
| really wanted to listen and focus on the discussion even if sometimes | find it haretstand everything."
This happens especially when a student is aware of the possible consedanhke will have to experience
if he let mobile games intervene with his academics. "l have neiygreskclasses just to play mobile games
because | do not want my grades to be jeopardized in exchange," the participant has affirmedstUdieen a
knows what should be his priorities are, he can think of ways to performathemthout putting anything at
stake.
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This was eventually justified by the participant's friend. When asked wtibthparticipant has ever
convinced him to skip classes and just play mobile games instead, he undouletipt $here was none. As
a matter of fact, "There was a time when we have scheduled angaticie but then our teacher has suddenly
announced that we will be having a class. That's why he has proposedésg¢hsidule the game on the next
day and then attend the class first since it would only take an hour," he expounded.

The participant's parent has also articulated that, "Gladly, we hagaught him yet-playing games
during his online classes or while answering his modules. There anesjiasces that when he is playing, he
really do not want to be disturbed. Whenever we ask him to do something while playing, he adpayd te
let him complete the game first. When this happens, we just allow himigb §ince he truly performs his
responsibilities at home when he has the time. We also know thataweai® of his limitations." They
understand that when these games has been put to start, they cannot be peasddnenl That's why they just
let their child continue the game as long as he is not playing it while attecldisses, and as long as it does
not distract him from his studies.

The participant further explains, "If there are a lot of tasksd¢oraplish, | do my best to finish at least
a part of them in the morning, and then only play mobile games at night before | go to sleep.t Béttdss
the participant believes that his studies is not affected by his mobile gyaatiit because he is aware of his
limitations and that he manages his time well. "I always make suréhtha is a clear boundary between my
studies and my gaming habit specifically when it comes to time allotment,” he further explained. According to
him, a student do not have to accomplish everything in one day. It's okay if tasktigitiés are only done
one at a time as long as they are not set aside or disregarded in exchange of a persoral pleas

4.3 Academic Influence

Finally, the major aim of this study is to determine the influence that ngdmiees have on a student's
academic performance. Table 4.3 provides a concrete illustration of the gathered datateethisaaim.

Table 4.3 Academic Influence of Mobile Gaming

Interview Extract Codes Themes

“I attend classes regularly not unless if there other
responsibilities | have to fulfill at home. As much as

. . . Submits on time
possible, | also submit my outputs and assignments on

B

time.’
“If there are recitations, and | have an idea about the
guestion, | sometimes volunteer to answer. | can also Active Reinforce academic
respond to the follow-up clarifications of my teacher sinc performance
really try to listen and understand every discussion.”
“Whenever I am able to win a match, | get excited to . Undermine
. . Motivator . .
eventually finish my classes and pass the activities so tr academic drive
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can again go back to play games. It pushes my driving

spirit and motivates me to do well.” Encourages
“When I lose a game, of course I get frustrated but I still procrastination
make sure that it do not affect my studies for me as well Disappointment

to increase the disappointment [ feel.”

“When there are activities that we should answer,

especially if the deadlines are still far, | sometimes set tt Complacence

aside and choose to playbile games instead.”

“But when there are instances that our tasks are given

simultaneously, | occasionally miss the deadlines. | just

to ask for consideration from my teachers to extend it, a Missed deadlines

if they do, | give my best to submit within the extended

time.”

As displayed in Table 4.3, the findings have shown several influences thabréng noting about
First, although engaging in mobile games, the participant still manage to dtssescregularly and submit
outputs on time, "l attend classes regularly not unless if there otipamsdsilities | have to fulfill at home. As
much as possible, | also submit my outputs and assignments on time," thestimte from it, he even volunteer
on recitations, "If there are recitations, and | have an idea abayidlsdon, | sometimes volunteer to answer.
| can also respond to the follow-up clarifications of my teacher sireallly try to listen and understand eyer
discussion," he further explained.

To support and confirm this claim, the statement of the participant's teeabersed as basis. "l can
attest that he indeed regularly attend our online classes since he usually gardioghaven volunteer during
recitations," his teacher said. If ever he has absences, therteasheertain that those are very minimal. The
online classes that they do is not only limited to the synchronous virtual dlassissconducted through google
or zoom meetings, they also have what they call supplemental teaching thresggnger chat groups where
students can ask questions and address clarifications especially on theathiaitthey find hard. The teacher
further affirmed that, "He is also one of the active participafrdsrochat groups. That's why for the most part,
| can consider him to be active both in our synchronous and asynchronous online classes."

Through the interview done with the teacher, It is also confirmed that theigant is consistent in
submitting outputs. When asked about the quality of such outputs, the teacher r@spatydé am satisfied
with the quality of his outputs. | can say that he is able to medhtiieded outcomes. | can also see the
expectations | have set from the quality of the outputs he submits." Hquwewgentrast to what the respondent
said, the teacher somehow refuted a part of the student's claim. He indeed submits Bisangpiently, but
not all of them are submitted on time. Nevertheless, this was accefotatile teacher because according to
her, "Although sometimes there are backlogs, he still guarantee thateatd of the quarter or semester, he is
able to complete the requirements."

The teacher believes that mobile games do not have evident influence oadema performance
since his grades does not completely alter. "I have also been hisrteaGnade 10 and if | will be comparing
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his grades, | can say that it is stable. I'm not really sure ifitilzreased or decreased but most probably,
there is no apparent shift. For example if he got 87, next quarteouid have 86 or 88. There is only a very
minor and negligible changes," she expounded. According to her, if there is an elialege that she could
perceive that might be the improvement on the participant's social skilleo8tieued, "I don't know if this
can be considered as one, but if there is an effect | think thatitpissitive one because based on my
observation, he really maintains a good social interaction skill unlikeebdfte does not hesitate to express
himself, approachable, and is also responsive especially online." As afdisecussed earlier, the participant
chose to play mobile games because of his need for social interaction, which unknosginlhd to him being
socially active online. The teacher has also emphasized that this bekaiaent from the way he interact
with the class, and to her as his teacher, "We are also having gdansersctions sometimes through private
message since he is one of the students who approaches his teaclmgsquesitions or addressing his
concerns," she further explained.

Furthermore, the participant has also admitted that he plays mobile games dyedifter attending
online classes or answering modules. Because of this, he becomesnthoistastic to do better in his studies
especially when he wins a game. As he has said, "Whenever | artoakie the match, | get excited to
eventually finish my classes and pass the activities so thatdgain go back to play games. It serves as my
driving spirit that motivates me to do well." In this regard, it cainigied that mobile games can possibly
reinforce a student's academic performance, motivates him to acslorisl responsibilities in school, and
eventually pushes him to do better.

However, despite of an almost positive result, the researchers haveofduhdt mobile games can
also undermine a student's academic drive specifically when they do not abguimatcome they were
expecting from the game. This was evident on the participant's statement, "When | logs af gaorse | get
frustrated but | still make sure that it do not affect my studies for me as wédl inotease the disappointment
| feel." It's a good thing that despite such disappointment, a studestilt@hoose to look for ways not to
compromise his studies. In this regard, the participant tries to retrieve himself fromnustictibn by playing
another one to three match after attending the class or after accomplishing a certain task.

A more distractive effect is also apparent from the data acquiredficgcthat mobile games
encourages procrastination. The participant has stated that, "When thexretigities that we should answer,
especially if the deadlines are still far, | sometimes set thata asd choose to play mobile games instead."
Because of the excitement and eagerness to win the game, a stugdentasionally miss outputs or delay the
submission of tasks. Luckily, this do not immediately endanger their gradestaerseme expected to become
more lenient and extend deadlines during this difficult times so that studarstsamplish all the requirements
may it be on time or not.

Limitations of the Study

Since this study only involved a single case, the generalizability of tHadmchay not be possible to
other settings. Future studies with a larger number of cases in diffeagiat levels is recommended so that a
comparison of cases is possible. The limitations of purposive sampling should aetstshitered. Data in this
study reflects the perspective of a specific individual who volunteered te bBlzacase. Hence, this is not
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representative of all senior high school students who play mobile games, ndt dgeesent the case of
individuals who chose not to participate in this study. During the investigation, dbarchers have only
interviewed both the primary and secondary participants within an hour duelitoited time available, and
were only able to interview one teacher affiliated to the main panticipaditionally, the main participants'
sense of freedom and comfort to share information may have been rejesegarent's presence during the
interview. Finally, the participant in this study was a male who is atsosistent academic achiever, including
other sex or gender with a different academic background may have prodifesghdresults and overall
findings.

5. Summary

The pandemic has contributed a lot to the modifications that occurred in outi@dsystem, the
traditional faceto-face learning setup transformed swiftly to distance and online learning edyeaith the
goal to continue the education of students. However, the shift of classes intleaining modalities have
provided students an ample time to spend in their homes. Thus, various pacseitees and hobbies have
emerged which includes students' involvement in mobile gaming. The innumiesalnéethat students' spend
in playing mobile games has raised concerns that these activities coighbtat the cost of their academic
performance. Although previous studies have already shown a variety of positivegaiigle effects of mobile
games, only few of them were conducted to investigate the influence of rgabikes in a student's academic
performance in the era of online learning. Hence, this defined lack ofigatien compelled the researchers'
interest to conduct the present study. To address this gap, the resesyubbtdo find out the causes or the
reasons why a student chooses to engage in mobile gaming, identify whetbtethere is a tendency for them
to neglect their academic responsibilities in exchange of mobile games, amdigeteow it influence their
academic performance.

In order to choose who will be the main participant of study, the reseangtiezed a purposeful
sampling technique through a preliminary survey where each respondent whdrthaskenber of hours they
spend in mobile games everyday, and whether or not they are interested to participate in the studlyvolunta
The main method used to investigate the case was through a semi-strint&unéelv with the student which
is the main participant and other secondary participants including his parent, teacher, and a friremda3® i
the validity of the study, the researchers have invited three expeviidate the questions used for the
interview. The researchers then revised and restructured the questemrdirg to the comments and
suggestions of the validators. An inductive approach to thematic analysistefdapt®raun and Clarke (2008)
was used in the analysis process where significant interview extratscollected from the transcribed data,
and a corresponding code was assigned to each interview extract. Identifesdveere then organized and
grouped into themes relevant to the questions and purpose of the study. These themes sought to provide an in-
depth discussion of the case and eventually found answers to the questions under study.

All the research questions have essentially been answered by the Fesutistance, with regard to
the first question, the researchers identified three causes or redgoastudent is playing mobile games, such
reasons include boredom, their desire to relieve and escape from atieds, satisfy their need for social
interaction. Based on the findings and relative to the second researclomuibssi study also revealed that
there is a minimal tendency for a student to neglect or ignore his sandiesher school-related responsibilities

WWw.ijrp.org



Christian P. Militante / International Journal of Research Publications (IJRP.ORG) ‘.\ JJRP'ORG

ISSN: 2708-3578 (Online)

743

due to mobile games. A student may engage in mobile gaming activities and still successfully cdmiply wit
academic responsibilities as long as he is in full control of himself, maag¢ime well, knows what his
priorities are, and is entirely aware of his limitations. Finally, the ptestedy asserted that playing mobile
games can be a double-edged sword. It can either reinforce academic behaviour which happeéundenten s
wins the game which will then motivate them to do better. Consequently, it can also undermaeatiemic

drive especially when they are givan excessive amount of time needed to accomplish tasks and activities
which will eventually encourage them to procrastinate.

Conclusions

Overall, this study has found that the detrimental influence of mobile gaming on a student's academic
performance seem to be quite small. Playing mobile games does not rigoeesar that students will neglect
or set aside their studies. Despite engaging in mobile gaming, a studestilicaerform his academic
responsibilities, attend classes regularly, consistently submit outputs, and getitielpate during discussions
and recitations. All of these are possible if a clear boundary between their mobile gaming halzitlarndcac
is established, and that if students are aware and will stick to their limitations.

Furthermore, the findings of the present study has also affirmed thefideobert Baron's (1986)
Distraction-Conflict Theory which argues that engaging in mobile games wiltecegtentional conflict
between attending to such habit and performing academic responsibilities only ywaeom feels a strong
urge, desire, or obligation to pay attention to the "other" object when performing their tasks. Thit @olyfli
occurs when the pressure to attend to each input is equal and when an indnéghaaity of personal restraint
is inadequate. In this regard, the results of this study further contendé#raa student is in control of himself
and does not devote a strong urge and desire to play mobile games, attentionagtmitic occur and that
his academic performance will not be impaired. As long as it is enswakd 8tudent does not pay greater
attention to mobile games than his academic responsibilities online, there is nothing to be Wwontied a

Recommendations
Based on the results and findings of this study, the following recommendations are drawn:

1. Tothe Learners. They have to set appropriate time limits allotted for their personal agiwtid
habits. They have to make sure that there is a clear boundary betweenabitshahd their
responsibilities.

2. Tothe Teachers. The findings of this study poses a challenge to the teachers to makdabsds
more interactive and socially active may it be physical or online so that stwdintst resort to look
for means that will satisfy their social needs. They should also provide appEoguidance and
sufficient motivation to their students. Although is it proper to be lenientsigraag deadlines, it is
also important that these are set justifiably so that students will not spend excessoreditigities
that are detrimental to their studies.

3. TotheParentsand Guardians. They should regularly check on the online activities that their children
choose to engage in, especially in this age of advanced technology. They havedadletsiineir
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children are spending enough attention on their studies, and that do not spend extesson
distractive activities. As much as possible, they should help imposing longatind boundaries, so
that their children are aware of their priorities and knows where should their attention be.

4. TotheFutureResearchers. The findings of this study can be reproduced or replicated using different
variables and sample size to broaden the generalizability of thésreSince this study only
investigated a single case, future studies may embark on the same subject yet witmaravgeof
cases or participants in different grade levels so that a comparisagsesf can be done. Inclusion of
participants in different sex or gender, with diverse academic backgroumbi¢hase that spends
varying amount of hours in mobile games is also recommended in order to detétheresults will
correspond to the findings of this study or will vary due to the specified chargsscould also try
to track the academic progress of students who play mobile games in isomparother students
who do not.
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