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Chapter 1 

 Introduction 

 Past research has exposed many issues, concerns, and purposes that have been associated 

with video games over time (Yee, 2006). Even though video games have only been around for the 

better part of forty years, it is useful to understand where they came from, where they are going, 

and what they mean to humans in order to better anticipate what their future will hold. 

Considering the broad assimilation that video games have had in our lives one cannot help but 

predict that their usage will significantly increase.  This is especially true with the advancements 

of technology that have put video games not only in our homes and offices but even in our 

phones.  This cultural penetration is remarkable given the rather humble genesis of video games 

that began in the early 1970s produced by the Nutting Company, and were originally called 

Computer Space Machines. The structure of these Computer Space Machines included a 13” 

black and white television set cradled inside a futuristic-cabinet (www.gamespot.com). Since then 

video games have gone from a 16-bit system all the way to three dimensional cyber realities. 

Before fans only played video games to beat a high score, now aficionados play against other 

living human beings who they may have never met in situations of hunting and survival. One can 

only imagine what the future of video games hold and where they are going to take us.  

One of the first insights noted was the fact that video games are played by all people of 

all races and genders (Wang and Chu, 2007). Males are the dominant participants of video games 

as one would suspect, however, the rate of female gamers is continually rising; as are rates among 

adults and seniors (Moller and Krahe, 2009). Video games have also been used as an alternative 

form of education and have proven to be a powerful tool to facilitate children’s cognitive learning 
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(Chuang and Chen, 2009). Studies also report that video games can act as a more powerful form 

of teaching compared to traditional practices like using the chalkboard or standard books (Chuang 

and Chen, 2009). One of the biggest concerns currently surrounding video games, however, is the 

fear that the overuse of gaming leads to addiction (Grusser, Thalemann, and Griffiths, 2007). 

Opponents of video games fear that usage, especially in children and teenagers, will corrupt their 

learning, cognitive skills, socialization, and mental development (Chiu, Lee, and Huang, 2004). 

There is also speculation that playing video games that are violent in nature socializes players 

into developing aggressive behaviors (Grusser, Thalemann, and Griffiths, 2007).  

One of the largest perceived contributors to video game addiction is the Massively 

Multiplayer Online Role-Playing Game, also known as MMORPG. This is one of the newest 

genres of video gaming that through game structure and marketing strategies develops play 

patterns that span a considerable period of time.  For example, World of Warcraft, an online 

MMORPG boasts a subscriber base of twelve million with many players having been members 

for the years since its inception (Wikipedia, 2011). The level of commitment one must dedicate to 

a MMORG is unlike any other video game. These games also have high reward experiences and 

tend to be violent in nature. In a MMORPG, a game user will have the chance to play with or 

against hundreds of thousands, if not millions of other users (Smahel, Blinka, and Ledabyl, 2008). 

MMORPGs also lend the availability for a user to create a custom character which he or she 

wishes to be more like or at least seen as in the real world. The MMORPG context leads to 

elevated amounts of competition and jealousy amongst other users for in-game capital and spoils. 

One of, if not the main reason why MMORPGs are so addictive, is for the simple fact that the 

games have no end and the game creators are constantly updating and changing the game. Even 

when a MMORPG game user has successfully attained the highest level of completion, there are 

other advances and achievements the user must gain to have success within the game.  With older 

games such a Super Mario Brothers or Double Dragon the player could master the game and 



5 
 

would have to wait for a new edition in order to develop their skills and commitment further.  

This is not the case with MMORPG games which have infinitely more options of play because 

the player base if extensive and ever changing.  Researchers believe that the evolving nature of 

this format increases the odds that players will exhibit addictive tendencies of play.   However, 

despite MMORPG increased participation there has actually been very little research conducted 

on the positive aspects of these games (Cole and Griffiths, 2007).  

New video game formats have also been linked to a surprisingly large amount of physical 

and psychological injuries to gamers. One study suggests, again, particularly with adolescents and 

teenagers, that videos games interfere with one’s sleep and overall health; which in turn greatly 

affects user’s academic work and socialization. Other research suggests however, video games 

actually fulfill interpersonal and intrapersonal needs (Wack and Tantleff-Dunn, 2009). Some 

games have been highlighted as being a source of both positive and negative physical outcomes.  

For example, despite the physical benefits, the Nintendo Wii is also responsible for causing more 

physical harm to gamers than any other system, particularly since its intended use patterns are 

much more physical than all other gaming consoles. One study found that between 2006 and 2008 

there were 39 video game related injuries; most of these injuries included fractures, lacerations, 

and sprained body parts (Sparks, Chase, and Coughlin, 2009). One would think that given the 

high impact that video games is having on our culture that researchers would be exploring the 

way in which gaming impacts other aspects of our social lives and socialization experience.  

Surprisingly, and with great disappointment, there was no evidence of any research that explored 

the relationship of video games with family, considered by many to be the most important agent 

of socialization. Therefore, it was the intent of this study to begin such work. 
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Hypothesis 

In considering the possible research questions associated with family and video game 

usage, I decided I wanted to focus specifically on family disruptions.  The general research 

question for this study ask to what degree do disruptions in one’s life impact the amount of time 

one engages with video games. It is suspected that as the frequency of disruption increases in 

one’s life a person would turn to something he or she could engage in that is fulfilling or 

rewarding; an escape from reality if you will or in some cases a source for alternative social 

contact when existing social relations are eroding.  Research in MMORPGs indicates that 

escapism and relationship building are important motivations for players and this will serve as the 

basis for the current analysis (Yee, 2006).  Specially the relationship this study tests are: 

 

 

H1: There is a correlation between the time a person spends with his/her family and video game 

usage. 

H2: There is a correlation between a person’s level of disruption and the total number of days one 

plays video games. 

H3: There is a correlation between a person’s level of disruption and the total number of hours 

one plays video games. 

  



Chapter 2 

 

 Methodology 

 

Population 

 

 The population of the study ended up being the entire current student body at a mid-sized 

mid-western public university. Due to structural constraints associated with the communication 

systems at the university, every current student, which included undergraduate, graduate, and 

doctoral students at Ball State University, received two invitations to participate. However, since 

this initial study design involved only undergraduates other populations were not included in the 

current analysis; these populations included graduate and doctoral students. 

 

Sample Population 

 

 The sample population of the study is undergraduates attending a mid-sized mid-western 

public university. A participant had to fall under one of four categories to be considered a 

contributor to the study; freshman, sophomore, junior, or senior. If a potential subject did not 

comply with one of the four categories he or she was excluded from participation and their 

information was disregarded. A filter question was placed in the survey taken by the participants 

to answer what their specific academic status currently was to catch anyone outside of the sample 

population. 

 

Sampling Frame 

 

 The sample frame was an email listing that included all of the currently enrolled 

undergraduate students at Ball State University. The sampling frame was selected due to the 

possibility that every enrolled undergraduate would be available for participation and likely 
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produce an unbiased and accurately-represented sample. This gave every enrolled undergraduate 

student an equal probability to be selected for the intended survey. 

 

Pilot 

 

 A pilot was administered to 212 undergraduates who were enrolled in a 100 level 

Sociology course at a mid-sized mid-western public university. The pilot used a paper version of 

the intended online survey (See Appendix A) and included all of the same questions. The purpose 

of the pilot was to find any errors in questioning and to make sure there wasn’t any confusion 

with any part of the survey. The results proved to be useful in illuminating such errors which 

were remedied immediately for the actual research survey.  

 

The Survey 

 

 The actual survey was completed by participants through the online survey site 

www.surveymonkey.com. The study asked questions regarding variables associated with a 

subject’s demographics, particular video game information, family structure, and specific family 

disruptions. On average it took 5.17 minutes to complete. A participant also had the option at any 

time to stop taking the survey for to any reason. After the allotted time of three weeks had ended, 

all of the available data was transferred to the statistical software program SPSS for recoding and 

analysis. 

 

Dependent Variables 

 

  As mentioned in the hypothesis section, this study wanted to determine what 

relationship, if any, existed between family disruptions and video game playing behavior.  The 

dependent variables strictly focused on video game usage. This was measured in hours as well as 

days.  The majority of the questions asked specifics on how many days a week the respondent 

plays video games, how many hours a day a respondent commits to video games, how often are 
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video games incorporated into their social lives, and at what age or time of life did the respondent 

begin playing video games.  A filtering question inquired whether or not a respondent plays video 

games by asking, “Do you play video games?” Even if he or she did not play video games, the 

amount of time he or she engaged with family members was measured along with family 

structures and rearrangements to serve as a comparison. Some of the specific questions that 

focused on family engagement asked, “How often do you spend time with your family?” and, 

“While living at home, how often do you, or did you, take “family vacations”?” 

One of the major goals of this study was to measure the level of video game usage, and 

this was executed in two ways. The first method was to measure the amount of days per week a 

participant played video games. This was done by asking someone who plays video games how 

many days a week he or she played. The available choices were from less than 1 day a week to 7 

days a week. From these responses levels were created; low, moderate, high, and extreme. Low 

levels were between less than one day a week to one day, moderate levels were two to three days 

a week, high were four to five days a week, and extreme levels reported playing video games six 

to seven days a week. The same method was used for the second level of video game usage as 

well, except days were replaced with hours. The categories remained the same; low, moderate, 

high, and extreme. The low levels played from less than one hour a day to one hour, moderate 

levels played two to three hours a day, high levels played four to five hours a day, and finally the 

high levels played six or more hours a day. 

 

Independent Variables 

 

 The independent variables were based on the amount of time a participant engages with 

their family, the history of their family structure, and also family disruptions. Family structure 

and disruptions were measured through the frequency of marriages, divorces, deaths, and 

adoptions one experiences in their life and when they specifically occurred. Marriage was 
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measured by specifically asking how many times each parent of the respondent was married; this 

was also the case for divorce. The participant was asked how many times each of their parents 

were divorced. The respondents were also asked how many specific times he or she was adopted. 

The last family disruption inquired deaths, inquired the specific amount of times a participant 

experienced the death of a parent or guardian. There are also variables associated with social ties 

based on number of siblings, children, and significant others. Time spent with these individuals 

was also measured. 

 Similarly to the other variables, it was necessary to collapse the total number of 

disruptions one has in his or her lifetime and create a level system to compare against other 

appropriate variables. In this case the total disruption rate was set up the same way other levels 

were created; the lowest level indicated zero to one instance of any disruption, a moderate level 

consisted of two to three disruptions, a high level meant a participant experienced four to five 

disruptions, and an extreme level meant a participant had to deal with six or more disruptions. 

 

Control Variables 

 

The control variables included the biological sex and the ethnicity of the respondent. It 

was important to look at two of the most biological and sociological differences between people 

to see if there was any correlation between them and the variables on video games and disruption. 

Age was taken into account but during the transfer and sorting of data age was not transferred 

properly and it was impossible to correspond the appropriate age with the specific respondent 

afterwards. 

It was a priority to look at the biological sex of the respondents because prior research 

tells us that both sexes play video games but males generally are the dominant participants and 

that the number of female gamers is on the rise (Moller and Krahe, 2009). Past research has also 

concluded that all races generally play video games and it was just as important for race to be 
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examined as it was sex (Moller and Krahe, 2009). Age was not addressed in prior research as 

much as race and gender, but those that did study age were generally concerned about adolescents 

and children (Shao et al, 2004), ages not included in this sample.      

 

Data Analysis 

 

After the data were collected, all of the information was transferred to the software 

program SPSS for analysis.   As subsequent discussion will address, initial correlations revealed 

minimal relationships between the variables.  As a result, descriptive cross-tabulation 

comparisons make up the majority of the analysis. 

 

Demographics 

Of the 701 students who participated in the study and were eligible, 318 were female and 

383 were male (see Table 1); there were no missing cases for participant sex. The number of each 

sex was a near 50 percent split, and there were only 10 percent more males in the total study than 

females as one can see in Table 2. Approximately 90 percent of the students were Caucasian. 

Hispanic reported at 3 percent and African Americans reported the lowest at 2.4 percent. A little 

over one and a half percent were Native American, while Asian was less than a half percent. 

Nearly one and a half percent reported that they were Other, and there were 3 missing cases in 

total.  

As one can see in Table 3 the average age of the respondents was 20.61 years and ranged 

from 18 to 54. Almost 50% of the respondents were under the age of 20, nearly 48% were 

between the ages of 20 and 30, and the last 2% were between 31 and 54. The class ranks of the 

sampled population (see Table 4) were fairly equal with the exception of the Freshman class; 

there were 248 participants reported in the category, which made up over 35 percent. Sophomores 

were 24 percent, Seniors were approximately 22 percent, and the smallest population was Juniors 

at nearly 19 percent. 
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  Table 1 

Sex 

 Frequency  Percent 

Female 318 45.4% 

Male 383 54.6% 

Total 701 100% 

 

 

 

 

 

 

 

           Table 2 

Race 

  Frequency Percent  

African American  17 2.4% 

Asian  3 0.4% 

Caucasian 630 90.3% 

Hispanic  21 3% 

Native American 11 1.6% 
Prefer Not to 

Answer 7 1% 

Other  9 1.3% 

Total 701 100% 
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      Table 3 

Age 

 Frequency Percent 

18 135 18.4% 

19 161 21.9% 

20 125 17% 

21 105 14.3% 

22 43 5.9% 

23 36 4.9% 

24 15 2% 

25 15 2% 

26 5 0.7% 

27 3 0.4% 

28 4 0.5% 

30 2 0.3% 

31 1 0.1% 

32 2 0.3% 

33 1 0.1% 

34 1 0.1% 

35 1 0.1% 

38 2 0.3% 

39 1 0.1% 

43 1 0.1% 

44 1 0.1% 

47 1 0.1% 

48 1 0.1% 

51 1 0.1% 

54 1 0.1% 

Open-Ended Response 1 0.1% 

Total 701 100% 

 

        Table 4 

Class Rank 

 Frequency Percent 

Freshman 248 35.4% 

Sophomore 168 24% 

Junior 131 18.7% 

Senior  153 21.9% 

Total 700 100% 
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Findings 

Video Games 

 Nearly 90% of the eligible participants reported that they play video games (see Table 5). 

The majority of those who played video games started playing in elementary school or before. 

Only 20% started playing in middle school or later, in which barely over 1% began playing in 

college.  Not surprisingly 97% of the males reported they play video games, however, it was 

surprising to see that almost 80% of females play video games.   Previous literature shows that 

woman typically play less than men so this may indicate a significant shift or perhaps selection 

bias by the study participants.  Despite the increase in women’s playing, sex is still a significant 

predictor of play behavior. 

The initial analysis indicated that there was not enough representation across racial 

groups to run analyses. Therefore, it was necessary to reduce race to three groups that had the 

highest percentages in my sample. These groups were Caucasians, African Americans, and 

Hispanics. However, the statistics show even with the use of the three dominant races that there is 

no significant correlation between race and whether or not one plays video games.   

Table 8 displays that the majority of all the races play video games; Hispanics have the 

highest reported rate at 95%, Caucasians 89%, and African Americans with the lowest majority at 

88%. Table 11also provides us with the information that race and weekly days one plays video 

games are not significantly correlated. However, the statistics provide information that African 

Americans have a higher percentage rate of moderate levels of gaming days a week than 
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Caucasians and Hispanics. The table also shows us that Hispanics have the highest percentage of 

lower level gaming days compared to the others.  

 As one looks at Table 9, which measures the level of weekly days a game user plays 

video games, we see that all four levels are between 20% and 30%. However, over 28% of the 

game users play at an extreme usage level, which is the highest percentage of all the categories. 

Moderate is the next highest at just barely over 26%, the lowest level contains over 24%, and the 

lowest level of days game users play is high at 21%. Interestingly enough, half of game users 

show low to moderate levels of the number of days they play video games, and the other half play 

at a higher or extreme level of days. Looking at the number of daily hours game users play one 

can see that most gamers play a moderate amount of hours a day, particularly 57%. In fact, the 

statistics show that almost 85% of gamers play for less than one hour a day to three hours a day. 

Only 15% of the gamers studied reported to play at a higher or extreme level of hours a day. 

The results of Table 12 report there is no significant relationship between the level of 

daily hours one engages in video games and race. Even though the correlation is not significant 

there is still a trend that is reported between all three races in which they all have their highest 

rates in the moderate level of hours they play video games. Interestingly the statistics report that 

there are not any African Americans that engage in six or more hours of video games a day. It 

was also surprising to see that Hispanics actually increased in rate from a high to an extreme 

level. No other race reported doing so.  
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   Table 5 

Does or Does Not Play Video Games 

 Frequency Percent 

Does Play 626 89.4% 

Does Not Play 74 10.6% 

Total 700 100% 

 

 

 

 
             Table 6 

Time Period when Subject Began Playing Video Games 

 Frequency Percent 

Before Kindergarten 135 21.8% 

Kindergarten 82 13.2% 

Elementary School 278 44.9% 

Middle School 94 15.2% 

High School 22 3.6% 

College 8 1.3% 

Total 619 100% 

 

 

 

 
        Table 7 

Does or Does Not Play Video Games vs. Sex 

 

 

Sex  

 Female Male Total 

Does or Does Not Yes 252 374 626 

Play Video Games  79.5% 97.7% 89.4% 

 No 65 9 74 

  20.5% 2.3% 10.6% 

Total  317 383 700 

  100.0% 100.0% 100.0% 

       X
2
 = 0.000 
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             Table 8 

Does or Does Not Play Video Games vs. Reduced Race Categories 

  Race  

  African American Caucasian Hispanic Total 

Does or Does Not Play  Yes 15 561 20 596 

Video Games  88.2% 89.2% 95.2% 89.4% 

 No 2 68 1 71 

  11.8% 10.8% 4.8% 10.6% 

Total  17 629 21 667 

  100% 100% 100% 100% 

            X
2
 = 0.669 

 

 

         Table 9 

Level of Weekly Days One 

Plays Video Games 

 Frequency Percent 

Low 150 24.3% 

Moderate 162 26.3% 

High 131 21.2% 

Extreme 174 28.2% 

Total 617 100% 

 

 

 

 
       Table 10 

Level of Daily Hours One Plays 

Video Games 

 Frequency Percent 

Low 165 26.7% 

Moderate 355 57.4% 

High 74 12% 

Extreme 24 3.9% 

Total 618 100% 
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      Table 11 

Level of Weekly Days One Plays Video Games vs. Reduced Race Categories 

  Race  

  African American Caucasian Hispanic Total 

Level of Weekly Days Low 3 136 8 147 

One Plays Video   20% 24.6% 40% 25% 

Games Moderate 7 141 5 153 

  46.7% 25.5% 25% 23.1% 

 High 2 115 3 120 

  13.3% 20.8% 15% 20.4% 

 Extreme 3 160 4 167 

  20% 29% 20% 28.4% 

Total  15 552 20 587 

  100% 100% 100% 100% 

     X
2
 = 0.410 

 

 

     Table 12 

Level of Daily Hours One Plays Video Games vs. Reduced Race Categories 

 

  Race  

  African American Caucasian Hispanic Total 

Level of Daily Hours Low 4 150 7 161 

One Plays Video  26.7% 27.1% 35% 27.4% 

Games  Moderate 9 320 10 339 

   60% 57.9% 50% 57.7% 

  High 2 64 1 67 

   13.3% 11.6% 5% 11.4% 

  Extreme 0 19 2 21 

   0% 3.4% 10% 3.6% 

Total   15 553 20 588 

   100% 100% 100% 100% 

     X
2
 = 0.633 
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Family Disruption 

 It was necessary to define and operationalize family disruption so it could be easily 

articulated and measured. The events which could dramatically impact a family were parental 

marriage, parental divorce, adoption, and guardian death.  Each event was used as a unique 

measure and then later combined with the others to create a new variable, “Total Family 

Disruption.” Each disruption was based on a scale measure which began at zero. It was vital to 

see if a subject had experienced any of the family disruption variables and if so, how many times.  

These discrete events were then totaled so I was able to calculate a Total Family Disruption score 

which was the total number of family disruptions a subject encountered.  

 After each subject’s Total Family Disruption score was tallied it was then placed into one 

of four categories; low, moderate, high, and extreme. A low level of family disruption meant that 

a person experienced zero to one disruption, a moderate level experienced two to three 

disruptions, a high level experienced four to five disruptions, and an extreme level experienced 

six or more family disruptions. This scale was intended to be realistic measure instead of breaking 

the categories from quartiles; it would not have been realistic considering the total number of 

disruptions ranged from zero to twenty two.   

I thought it was appropriate to begin with measuring parental marriage and re-marriage 

rates because families generally begin with marriage and re-marriage especially can be disruptive 

to a family. As the study progresses, I gradually ask more sensitive questions about the subject’s 

experience with issues of divorce, adoption, and eventually guardian death.  I do take into account 

that there is a qualitative difference in experience between being adopted when one is an infant 

compared to being adopted as a small child or teenager.  However, it was not the purpose of this 

study to explore this issue, just the number of times one was adopted.   
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Parental Marriage 

 Even though marriage is generally thought of as a positive experience it can still have a 

dramatic affect on someone’s life; particularly if the marriage is including one’s biological parent 

and a non-biological parent. That is why it was necessary to include marriage as a disruption in 

this study; whether marriage is considered a positive experience or a negative one, its influence 

on someone’s life is still present. In some respects it could even be more overbearing than 

divorce, just for the fact that one now must include at least one other person in to his or her life 

compared to divorce where there are still the same number of people just the relationships have 

changed (Cavanagh, 2008) .   

 As Table 13 shows over 65% of the subjects’ parents are still currently married. That 

seems to be surprisingly low; however, that would parallel current studies that suggest divorce 

rates are on the incline.  If we look at individual rates beginning with the father’s marriage rate 

we can clearly see that 71% of all the fathers have only been married one time and just over 2% 

have never been married at all. Just barely over 19% of the fathers have been married twice, 3% 

have been married three times, and less than 1% have been married four or more times. However, 

4% of the participants were unsure or their father’s marriage rate. Overall, 75% of the fathers 

have been married no more than one time, and 25% have been married multiple times. 

Looking at the mothers’ marriage rates we can see that the percentages are extremely 

similar to that of the fathers’ marriage rates. The majority of the mothers, with a rate of almost 

73%, have only been married once, and just fewer than 3% have never been married. Almost 18% 

have been of the total mothers have been married twice, 4% have been married three times, and 

like the men less than 1% have been married four or more times. However, only 2% of the 

sampled population is unsure of the number of times that their mother has been married. 

Since people biologically have two parents, regardless of whether such parents are active 

or non-active, it would only be logical to combine the number of times each parent has been 
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married and create a particular scale to measure one’s level of total parental marriage rate. In 

doing so, those parents who have been married zero to one time are considered to have a low 

level marriage rate, those who have been married two to three times are considered to have a 

moderate level of marriage, and if a subject’s parents have been married more than four times are 

considered to have a high rate of marriage. It is important to note that while a child may have 

parents who have had many marriages, transitions for the noncustodial parents will possibly have 

less or an impact than marriages among custodial parents. 

Table 16 reports 64% of the subjects show a low level of parent marriage frequency, 27% 

had a moderate level, and just over 9% had a high level of parent marriage rates. As we look at 

Table 17 it concludes there is a moderate level of significance between a person’s sex and the 

total number of times their parents have been married. Males show to have the highest percentage 

of lower levels, while over 40% of females report to having moderate to higher levels of parent 

marriage rates. Table 18 statistics report there is a significant correlation between the level of 

parent marriages and race. Caucasians have the highest percentage of low level rates, Hispanics 

have the highest moderate level, and African Americans report to have the highest levels. 

Interestingly, the only race with increases in percentage as the level of marriage rates increase is 

African American; which increases from the moderate level to a high level doubling its 

percentage.  

The statistics in Table 19 report a significant correlation between the level of parental 

marriage and the level of days in which someone plays video games. A trend is shown across the 

table that as the level of total parent marriages increases the level of days one plays video games 

decreases, significantly. Interestingly, the same trend is shown for the effect that total parent 

marriage rates has on the amount of daily hours; however, Table 20 shows the correlation 

between the level of parental marriages and daily video game hours one plays is not statistically 

significant. 
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                                             Table 13 

Whether or Not Subjects 

Parents are Currently Married  

 Frequency Percent 

Yes 450 65.4% 

No 229 33.3% 

Unsure 9 1.3% 

Total 688 100% 

  

 

 

 
              Table 14 

Father's Marriage Rate 

 Frequency Percent 

0 Times 14 2.1% 

1 Time 479 71.1% 

2 Times 129 19.1% 

3 Times 22 3.3% 

4 or More Times 2 0.3% 

Unsure 28 4.2% 

Total 674 100% 

 

 

 

 

 
                                                   Table 15 

Mother's Marriage Rate 

 Frequency Percent 

0 Times 18 2.7% 

1 Time 485 72.7% 

2 Times 118 17.7% 

3 Times 28 4.2% 

4 or More Times 5 0.7% 

Unsure 13 1.9% 

Total 667 100% 
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                                                         Table 16 

Total Parent Marriage Rate 

Level 

 Frequency Percent 

Low 433 64% 

Moderate 182 26.9% 

High 62 9.2% 

Total 677 100% 

 

 

 
                            Table 17 

Total Parent Marriage Rate Level vs. Sex 

 

 

Sex  

 Female Male Total 

Total Parent Marriage Low 181 252 433 

Rate Level  58.8% 68.3% 64% 

 Moderate 94 88 182 

  30.5% 23.8% 26.9% 

 High 33 29 62 

  10.7% 7.9% 9.2% 

Total  308 369 677 

  100% 100% 100% 

                            X
2 
= 0.036 

  

 

 
            Table 18 

Total Parent Marriage Rate Level vs. Reduced Race Categories 

  

Reduced Race Categories  

African American Caucasian Hispanic Total 

Total Parent Marriage Low 8 395 12 415 

Rate Level  47.1% 64.8% 57.1% 64% 

 Moderate 3 166 6 175 

  17.6% 27.2% 28.6% 27% 

 High 6 49 3 58 

  35.3% 8% 14.3% 9% 

Total  17 610 21 648 

 100% 100% 100% 100% 

            X
2
 = 0.003 
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           Table 19 

Total Parent Marriage Rate Level vs. Level of Weekly Days One Plays Video Games 

    Total Parent Marriage Rate Level  

    Low  Moderate High  Total 

Level of Weekly Low 97 45 5 147 

Days One Plays  25.1% 28.3% 8.8% 24.4% 

Video Games  Moderate 93 41 22 156 

    24% 25.8% 38.6% 25.9% 

   High 88 32 9 129 

    22.7% 20.1% 15.8% 21.4% 

   Extreme 109 41 21 171 

    28.2% 25.8% 36.8% 28.4% 

Total    387 159 57 603 

    100% 100% 100% 100% 

          X
2 
= 0.030         

 

 

 

 
         Table 20 

Total Parent Marriage Rate Level vs. Level of Daily Hours One Plays Video Games 

    Total Parent Marriage Rate Level  

    Low  Moderate High  Total 

Level of Daily Low 106 44 9 159 

Hours One Plays  27.4% 27.5% 15.8% 26.3% 

Video Games  Moderate 223 88 38 349 

    57.6% 55% 66.7% 57.8% 

   High 45 20 7 72 

    11.6% 12.5% 12.3% 11.9% 

   Extreme 13 8 3 24 

    3.4% 5% 5.3% 4% 

Total    387 160 57 604 

    100% 100% 100% 100% 

         X
2
 = 0.575 
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Parental Divorce 

 The second form of disruption measured was divorce. This section is similar to that of 

marriage in the sense that the family structure is changed; however, in comparison to marriage, 

overall there is the same number of family members versus additional people coming into the 

family structure though most likely degree of contact and residential statuses have changed. Table 

21 shows us that nearly 60% of the participants’ fathers have never been divorced. Almost one 

third of all the fathers have been divorced one time, and only a little over 6% of the fathers 

reported to be divorced two or more times; just under 5% of the participants were unsure how 

many times their father had been divorced. Interestingly, the total number of participants’ 

mother’s divorce rate was extremely similar to the divorce rates of the reported fathers. However, 

the mothers had a slightly higher percentage of never being divorced at 62% and slightly lower 

percentage of only being divorced once compared to the fathers at barely over 25%.  The mothers 

also show a higher percentage rate of having multiple divorces then fathers by over 2%; mothers 

had a higher percentage of those who were unsure of how many times they were divorced 

compared to the fathers by 2% as well.  

 The same method to measure the level of parents total divorce rate was used to see if 

there was any correlation between the number of parental divorces one experiences and video 

game usage levels. The total parent divorce rate levels are measured the same way as the total 

parent marriage rate levels; zero to one divorce experienced is a low level, two to three is 

considered a moderate level, and four and above experiences of divorce is categorized at a high 

level. Table 24 reports there is no significant correlation that a person’s sex has on total parent 

divorce rates; 0.057 level of significance. Males hold a higher percentage of low level divorce 

rates compared to females, while females have higher percentages of moderate and higher levels 

of parental divorce rates. Race is reported to have a highly significant correlation with a person’s 

total parent divorce rate shown in Table 25. The table also shows that 47% of African Americans 
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report having a low level of parental divorce rates; that is nearly half of what the Caucasians and 

the Hispanics reported.  

Looking at Table 26, reports that the level of parental divorce rates is not significant with 

the level of days one plays video games. However, there is a trend in dependent variable; whereas 

the level of divorces increases the number of weekly days one plays video games decreases. On 

the other hand, Table 27 shows us that the level of parent divorce rates has a significant 

correlation with the amount of daily hours a person plays video games. The trend of gaming is 

very similar to that of the effect that the level of parental divorce has on weekly days, but in this 

case it is shown that the rates of those who play an extreme amount of hours a day with video 

games increases from a moderate level of divorce to a higher one. This is the only instance in the 

entire table, all of the other levels of the dependent variable decreases as divorce rate levels 

increase. 
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               Table 21 

Father's Divorce Rate 

 Frequency Percent 

0 Times 388 59% 

1 Time 194 29.5% 

2 Times 36 5.5% 

3 Times 7 1.1% 

4 or More Times 2 0.3% 

Unsure 31 4.7% 

Total 658 100% 

 

 

 
                               Table 22 

Mother’s Divorce Rate 

 Frequency Percent 

0 Times 398 62% 

1 Time 163 25.4% 

2 Times 49 7.6% 

3 Times 10 1.6% 

4 or More Times 3 0.5% 

Unsure 19 3% 

Total 642 100% 

 

 

 
                                                                     Table 23 

Total Parent Divorce Rate Level 

 Frequency Percent 

Low 535 80.8% 

Moderate 74 11.2% 

High 53 8% 

Total 662 100% 
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                                  Table 24 

Total Parent Divorce Rate Level vs. Sex 

 

 

Sex  

 Female Male Total 

Total Parent Divorce Low 232 303 535 

Rate Level  76.8% 84.2% 80.8% 

 Moderate 41 33 74 

  13.6% 9.2% 11.2% 

 High 29 24 53 

  9.6% 6.7% 8% 

Total  302 360 662 

  100% 100% 100% 

                            X
2 
= 0.057 

 

 

 

 
             Table 25 

Total Parent Divorce Rate Level vs. Reduced Race Categories 

  

Reduced Race Categories  

African American Caucasian Hispanic Total 

Total Parent Divorce Low 8 486 17 511 

Rate Level  47.1% 81.5% 85% 80.7% 

 Moderate 3 67 1 71 

  17.6% 11.2% 5% 11.2% 

 High 6 43 2 51 

  35.3% 7.2% 10% 8.1% 

Total  17 596 20 633 

 100% 100% 100% 100% 

            X
2
 = 0.000 
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         Table 26 

Total Parent Divorce Rate Level vs. Level of Weekly Days One Plays Video Games 

    Total Parent Divorce Rate Level  

    Low  Moderate High  Total 

Level of Weekly Low 118 16 7 141 

Days One Plays  25.1% 23.2% 14.6% 24% 

Video Games  Moderate 115 22 17 154 

    24.4% 31.9% 35.4% 26.2% 

   High 101 15 11 127 

    21.4% 21.7% 22.9% 21.6% 

   Extreme 137 16 13 166 

    29.1% 23.2% 27.1% 28.2% 

Total    471 69 48 588 

    100% 100% 100% 100% 

         X
2 
= 0.446 

 

 

 

         Table 27 

Total Parent Divorce Rate Level vs. Level of Daily Hours One Plays Video Games 

    Total Parent Divorce Rate Level  

    Low  Moderate High  Total 

Level of Daily Low 132 21 4 157 

Hours One Plays  28% 30.4% 8.3% 26.7% 

Video Games  Moderate 264 39 34 337 

    55.9% 56.5% 70.8% 57.2% 

   High 56 9 6 71 

    11.9% 13% 12.5% 12.1% 

   Extreme 20 0 4 24 

    4.2% 0% 8.3% 4.1% 

Total    472 69 48 589 

    100% 100% 100% 100% 

         X
2
 = 0.030 
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Adoption 

 The third disruption measured was adoption. Adoption, even in positive contexts, can be 

quite disruptive. Table 28 reports that nearly 4% of the entire sampled population was adopted 

and only one third of a percent was adopted more than one time. Table 29 reports that females 

have doubled the rate of males of being adopted only one time; 4% compared to 2%. However, 

both sexes reported only one occurrence of being adopted multiple times. There were no 

instances reported of a participant being adopted more than twice in either sex.  Table 30 reports 

there is absolutely no correlation between adoption rate and race. There is a trend between all the 

races however; as adoption rates increase the population rates decrease. It was also the intent of 

the Principle Investigator intended to run analyses of adoption rates levels against video gaming 

variables, however there was not enough data available on adoption to do so. There was no 

significant correlation between adoption and the level of weekly days one plays video games. 

There was also no significant correlation between adoption and the level of daily hours one plays 

video games either. Therefore tables showing the correlations were not included. 
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                               Table 28 

Adoption Rate 

 Frequency Percent 

0 Times 676 96.4% 

1 Time 23 3.3% 

2 Times 2 0.3% 

Total 701 100% 

 

 

 
                                              Table 29 

Adoption Rate vs. Sex 

 

 

Sex  

 Female Male Total 

Adoption Rate 0 Times 302 374 676 

  95% 97.7% 96.4% 

 1 Time 15 8 23 

  4.7% 2.1% 3.3% 

 2 Times 1 1 2 

  0.3% 0.3% 0.3% 

Total  318 383 701 

  100% 100% 100% 

                                      X
2 
= 0.149 

 

 
                     Table 30 

Adoption Rate vs. Reduced Race Categories 

  

Reduced Race Categories  

African American Caucasian Hispanic Total 

Adoption Rate Low 16 611 20 647 

  94.1% 97% 95.2% 96.9% 

 Moderate 1 17 1 19 

  5.9% 2.7% 4.8% 2.8% 

 High 0 2 0 2 

  0% 0.3% 0% 0.3% 

Total  17 630 21 668 

 100% 100% 100% 100% 

                 X
2
 = 0.908 
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Guardian Death 

 The fourth and final disruption could be one on the most traumatic experiences a person 

can have, particularly as a child or young adult, and that is the death of a parent or guardian. 

Unfortunately there was not sufficient data on this particular variable much like adoption. The 

statistics in Table 31 report that there were no instances of multiple guardian death and that just 

over 5% of the sampled population experienced the passing of a guardian. Table 32 shows us that 

females experience guardian death more so then males; however, the reality of it is that the 

numbers are too small and close together to say females fall subject to guardian death more than 

males. Both sexes reported having a 5% experience of guardian death, but the females’ rate was 

higher than the males’ by only 0.3%. Also, it is reported in Table 33 that race is not correlated 

with guardian at all. Overall, there was just not enough data to have any sort of variance to 

conclude significant findings between race or sex against guardian death. There was no 

significant correlation between guardian death and the level of weekly days one plays video 

games. There was also no significant correlation between guardian death and the level of daily 

hours one plays video games either. Therefore tables showing the correlations were not included. 
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                              Table 31 

Death Rate 

 Frequency Percent 

0 Times 665 94.9% 

1 Time 36 5.1% 

Total 701 100% 

 

 

 
                                              Table 32 

Death Rate vs. Sex 

 

 

Sex  

 Female Male Total 

Death Rate 0 Times 301 364 665 

  94.7% 95% 94.9% 

 1 Time 17 19 36 

  5.3% 5% 5.1% 

Total  318 383 701 

  100% 100% 100% 

                                      X
2 
= 0.475 

 

 
 
                     Table 33 

Death Rate vs. Reduced Race Categories 

  

Reduced Race Categories  

African American Caucasian Hispanic Total 

Death Rate 0 Times 16 596 20 632 

  94.1% 94.6% 95.2% 94.6% 

 1 Time 1 34 1 36 

  5.9% 5.4% 4.8% 5.4% 

Total  17 630 21 668 

 100% 100% 100% 100% 

                 X
2
 = 0.988 
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Total Disruption 

 As Table 34 reports, almost 87% of the subjects have had a low to moderate experience 

of disruption in their life; in which just over 62% experienced a low level. On the other hand, just 

over 15% of the sampled population report to having a higher to an extreme amount of disruption 

in their life; only 5% report to have an extreme level of disruption.  The statistics in Table 35 

show us that there is a moderate correlation between the total amount of disruption one has in 

their life and sex. Generally, females at all levels of disruption report a higher percentage than 

men except for the lowest level of disruption.  

 The statistics in Table 36 provides the information that there is a correlation between total 

disruption and race. However, the findings are suspect since the cell distributions are small. 

Looking at the trends of the table we find that Caucasians have the highest percentage of reported 

low levels of disruption at 63%, Hispanics a close second at 55%, and lastly African Americans at 

41%. The table also shows us that all three categories decrease in percentage as the level of 

disruption increase from a low level of disruption to a moderate one. However, in the Hispanic 

column the rates rise from a high level of disruption to an extreme. The table also shows us that 

African Americans decrease in percentage from the low level of disruption to a moderate 

paralleling the Hispanics and Caucasians, but then as the levels of disruptions increases so do the 

rates of occurrences. 
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     Table 34 

Total Disruption Rate Level 

 Frequency Percent 

Low 413 62.3% 

Moderate 162 24.4% 

High 57 8.6% 

Extreme 31 4.7% 

Total 663 100% 

 

 
                             Table 35 

Total Disruption Rate Level vs. Sex 

  Sex  

  Female Male Total 

Total Disruption Rate Low 173 240 413 

Level  57.1% 66.7% 62.3% 

 Moderate 83 79 162 

  27.4% 21.9% 24.4% 

 High 28 29 57 

  9.2% 8.1% 8.6% 

 Extreme 19 12 31 

  6.3% 3.3% 4.7% 

Total   303 360 663 

  100% 100% 100% 

                             X
2
 = 0.052 

 

            Table 36 

Total Disruption Rate Level vs. Reduced Race Categories 

  Reduced Race Categories  

  African American Caucasian Hispanic Total 

Total Disruption Rate Low 7 376 11 394 

Level  1.2% 63% 55% 62.1% 

 Moderate 2 18 6 156 

  11.8% 24.8% 30% 24.6% 

 High 3 51 1 55 

  17.6% 8.5% 5% 8.7% 

 Extreme 5 22 2 29 

  29.4% 3.7% 10% 4.6% 

Total   17 597 20 634 

  100% 100% 100% 100% 

           X
2
 = 0.000 
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Total Disruption Levels vs. Video Game Levels 

 Now we come to the main analysis of the study. Is the level of days and hours one 

engages in playing video games determined by the level of disruption one has in his or her life? 

As we look at the Table 37, we see there is no significant correlation between the total level of 

disruption and the amount of days per week a person plays video games; at a significance level of 

0.723. The statistics of the table show a consistent trend however for each column, that as the 

level of disruption one experiences in their life increases, the rate of each level of daily gaming 

decreases. As we look at Table 38, we can see that there is no significant correlation either 

between a person’s level of disruption and the amount of daily hours one engages in playing 

video games. There is the same trend that as disruption increases the amount of time gaming 

decreases similar to the previous table, however, in this particular table, the statistics show that 

those who play an extreme level of daily hours of video games increases as the level of disruption 

increases from a higher level to an extreme.  

 If we look closely again at Table 37 we are able to find another trend which shows that in 

each of the disruption levels that generally the rates either stay consistent or increase from the 

lower level of weekly days one plays video games to a moderate level. However, as the level of 

weekly days increase to a high level all of the percentages drop and then immediately increase by 

an average of 10% to the extreme level of daily gaming. Also examining Table 38 again, we find 

a consistent trend in all of the levels of disruption; as the level of daily gaming days increase from 

a lower level to moderate the percentages increase significantly at their peak, then drastically 

decrease to the higher level of daily hours and also the extreme level.  

That said, the results of these two tables provide the insight that the amount of time one 

plays video games in not significantly influenced by the level of disruption one has in their life. If 

anything, these tables have provided us with a general trend though, with one exception, which is 

as disruption increases the amount of time one engages playing video games decreases.  
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  Table 37 

Total Disruption Rate Level vs. Level of Weekly Days One Plays Video Games 

  Total Disruption Rate Level  

  Low  Moderate High Extreme Total 

Level of Weekly Low 91 36 12 3 142 

Days One Plays  24.7% 25.9% 22.2% 10.7% 24.1% 

Video Games Moderate 90 36 18 10 154 

  24.5% 25.9% 33.3% 35.7% 26.1% 

 High 83 29 10 5 127 

  22.6% 20.9% 18.5% 17.9% 21.6% 

 Extreme 104 38 14 10 166 

  28.3% 27.3% 25.9% 35.7% 28.2% 

Total  368 139 54 28 589 

  100% 100% 100% 100% 100% 

  X
2 
= 0.723 

 

  Table 38 

Total Disruption Rate Level vs. Level of Daily Hours One Plays Video Games 

  Total Disruption Rate Level  

  Low  Moderate High Extreme Total 

Level of Daily Low 104 38 14 1 157 

Hours One Plays  28.3% 27.1% 25.9% 3.6% 26.6% 

Video Games Moderate 206 81 32 19 338 

  56% 57.9% 59.3% 67.9% 57.3% 

 High 44 15 7 5 71 

  12% 10.7% 13% 17.9% 12% 

 Extreme 14 6 1 3 24 

  3.8% 4.3% 1.9% 10.7% 4.1% 

Total  368 140 54 28 590 

  100% 100% 100% 100% 100% 

  X
2 
= 0.244 
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Discussion 

 As the results show us, 90% of all of the subjects play video games. Interestingly, the 

levels of weekly days people play are exceptionally similar, around 25%. However, the highest 

percentage of the participants played an extreme level of days during the week, which is every 

day. When looking at the level of daily hours, the majority of the subjects play only a moderate 

level of hours per day; that is three to four hours a day. In fact, over 84% of all the subjects play 

one to four hours of video games a day. The results also show that sex is significantly correlated 

with playing video games. As expected, almost all males play video games, but surprisingly, over 

80% of the female participants play as well. While this could be a selection bias, the more 

structured pilot study produced similar results demonstrating that the majority of the people who 

play video games started playing before or in elementary school. And, the fact that a great 

percentage of females play video games can only suggest that the dynamics of video games have 

and are changing to comply with everyone’s needs instead of just males.  

While selection bias may also be in effect the data also shows that race is not 

significantly correlated with whether someone plays video games or not. The results in addition 

report that race and the level of weekly days one plays video games is not significantly correlated. 

There is no significant correlation between race and the number of daily hours one plays video 

games as well. This information can suggest that video games are accessible to all people and that 

it doesn’t matter who you are, generally people play video games.  

Looking at the marriage trends of the sampled population, 65% of the subjects’ parents 

are still currently married and that mothers’ and fathers’ marriage rates are extremely similar, 

they are almost exactly the same. The majority of the subjects have a low level of total parent 

marriage rates, 27% are moderate, and only 9% have a high level. The statistics show that race is 

significantly correlated with marriage rate levels. On the other hand, the statistics on a subject’s 
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parental marriage rate has no significant correlation with the number of days a week one plays 

video games, but on the other hand, there is a correlation between marriage and the amount of 

daily hours one plays video games. One of the tables only shows that one is significant, but the 

trends are very similar. The trends show that as marriage rates increase both the number of days 

and hours one plays video games decrease. It is not surprising that race is correlated with 

marriage rates, but one would have thought that with the difference in cultures maybe there would 

be some distinction between groups and video game practices. 

The divorce trends of the subjects’ parents are exceptionally similar as well as their 

marriage trends. The majority of the parents had a low level of divorce while 11% had a moderate 

level, and only 8% reported a high level. It seems that sex has a moderate level of significance 

correlated with the total amount of times a subjects parents were divorced, race on the other hand 

had a very significant correlation. Minorities appear to have increased rates of higher levels of 

divorce compared to Caucasians. Looking at the effects that divorce rates have on video gaming, 

there’s no correlation between race and the amount of weekly days people play video games, but 

race is moderately correlated with the amount of hours. Both have decreasing video game trends 

as the level of divorce increases, however, the only difference appears in the amount of daily 

hours one plays in the extreme category. Once again it is not surprising to see that race is 

correlated with matters of divorce, but it was interesting to see that divorce doesn’t appear, in this 

study anyway, to have an effect on video gaming practices. 

The results of adoption show that females are adopted more than double the rate of 

males; specifically at one adoption. The statistics appear to show that there is no correlation 

between sex and adoption, and that race is not significant at all with adoption as well. The tables 

also report that there isn’t any correlation with sex and race with guardian death as well. The 

numbers were too few to do any sort of analyses so that maybe something to look into for future 

studies.  
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The majority of the subjects reported to have a low level of total disruption in their life. 

The statistics also show that that there is a moderate level of correlation between total disruption 

rates and sex; women’s disruption rates are reported to have higher percentages than the men 

except for a low level of total disruption. One could suggest that women experience these 

hardships due to social inequalities evident in almost all societies; or it could be the fact that 

women are socialized to be more expressive than men, and may report suffering more liberally. 

Other data concludes a correlation between race and total disruption. As one would expect, 

Caucasians reported to have the largest percentage of low level total disruptions, while both 

minority groups had bigger percentages in the moderate to high levels of total disruption. These 

conclusions are not surprising considering minorities have, for the most part, been the victim of 

social inequalities which have led to increased personal problems; such as professional, political, 

and economic issues. As for the main purpose of the study, we found that total disruption had no 

significance on the amount of weekly days or daily hours people play video games. Interestingly 

though, they had similar trends; as the level of disruption increases the amount of time one 

engages in video games decrease. This could suggest that people who experience disruption don’t 

have as much time as those who do not to dedicate to video games. I originally thought that 

family disruption would have the reverse affect of what the statistics show, which as disruption 

increases video game engagement increases as well, suggesting that people would be looking for 

an escape from their problems or as a source of non-familial social connections; obviously, that is 

not the case. 

 

Recommendations 

 One of the things that should be noted for future research on the subject of video gaming 

and family disruption would be to have greater numbers for race. Caucasians dominated the 

sample, and unfortunately there were other races that had to be excluded from the study because 
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their numbers were so low it wouldn’t have been logical to include them. There is also an issue of 

selection bias.  Students were invited to participate in a survey about video game usage.  

Individuals not interested in video games probably did not participate, though data from the pilot 

suggests that the findings are not significantly different. One thing that I would have done 

differently is to run a focus group or multiple groups to see how qualitative data matched -up 

against the quantitative data. It would also be interesting to research people of all education levels 

and not just those in college to see if education plays a role in video game engagement and family 

disruption.  Similarly, an analysis of why and how the participants use video games would lend 

insights into the degree to which family disruption impacts play patterns.  
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Appendix A 

 

Survey Pilot 

 

1. What is your age? ______ 

 

2. What is your sex? 

a. Female 

b. Male 

 

3. What is your ethnicity? 

 

a. African American 

b. Asian 

c. Caucasian 

d. Hispanic 

e. Native American 

f. Prefer Not to Answer 

g. Other: ___________ 

 

4. What is your class status? 

 

a. Freshman (First Year) 

b. Sophomore (Second Year) 

c. Junior (Third Year) 

d. Senior (Fourth or Greater Year) 

e. Graduate Student 

 

5. Do you play video games? 

 

a. Yes (If yes, proceed to question 

6) 

b. No (If no, proceed to question 

10) 

 

6. About how many days a week do you 

play video games? 

 

a. Less than 1 Day 

b. 1 Day 

c. 2 Days 

d. 3 Days 

e. 4 Days 

f. 5 Days 

g. 6 Days 

h. 7 Days 

 

7. On the days that you do play video 

games, about how many hours do you 

play? 

 

a. Less than 1 Hour 

b. 1 Hour 

c. 2 Hours 

d. 3 Hours 

e. 4 Hours 

f. 5 Hours 

g. 6 or More Hours 

 

8. When you are spending time with your 

friends, how often do you incorporate 

video games into your activities? 

 

a. All the time 

b. Most of the time 

c. Sometimes 

d. Rarely 

e. Never 

 

9. At what stage of your life did you start 

playing video games? 

 

a. Before you began kindergarten  

b. Kindergarten 

c. Elementary School 

d. Middle School 

e. High School 

f. College 

 

10. Were your biological parents ever 

married to each other? 

 

a. Yes  

b. No 

c. Unsure 
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11. Have you ever been legally adopted by a 

guardian who was not a biological 

parent? 

 

a. Yes (If yes, proceed to question 

12) 

b. No (If no, proceed to question 

15) 

 

12. Who were you adopted by? (CIRCLE 

ALL THAT APPLY) 

 

a. Foster family 

b. Step parent 

c. Grandparent 

d. Relative 

e. Other:__________ 

 

13. How many times have you been legally 

adopted? 

 

a. 1 Time 

b. 2 Times 

c. 3 Times 

d. 4 Times 

e. 5 or More Times 

 

14. At what stages of your life have you 

been adopted?  

 

a. Before you were born 

b. Before kindergarten 

c. Kindergarten 

d. Elementary School 

e. Middle School 

f. High School 

g. College 

 

15. Are your biological parents currently 

married to each other? 

 

a. Yes  

b. No 

c. Unsure 

 

 

 

 

16. How many times has your biological 

father been married? 

 

a. Less Than 1 Time 

b. 1 Time (to your biological 

mother) 

c. 1 Time (to someone other than 

your biological mother) 

d. 2 Times 

e. 3 Times 

f. 4 or More Times 

g. Unsure 

 

17. How many times has your biological 

father been divorced? 

 

a. Less Than 1 Time 

b. 1 Time (from your biological 

mother) 

c. 1 Time (from someone other 

than your biological mother) 

d. 2 Times 

e. 3 Times 

f. 4 or More Times 

g. Unsure 

 

18. During what stage(s) of your life did 

your biological father get MARRIED? 

(CIRCLE ALL THAT APPLY) 

 

a. Before you born 

b. Before Kindergarten 

c. Kindergarten 

d. Elementary School 

e. Middle School 

f. High School 

g. College 

h. Unsure 
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19. During what stage(s) of your life did 

your biological father get DIVORCED? 

(CIRCLE ALL THAT APPLY) 

 

a. Before you born 

b. Before Kindergarten 

c. Kindergarten 

d. Elementary School 

e. Middle School 

f. High School 

g. College 

h. Unsure 

 

20. How many times has your biological 

mother been married? 

 

a. Less Than 1 Time 

b. 1 Time (to your biological 

father) 

c. 1 Time (to someone other than 

your biological father) 

d. 2 Times 

e. 3 Times 

f. 4 or More Times 

g. Unsure 

 

21. How many times has your biological 

mother been divorced? 

 

a. Less Than 1 Time 

b. 1 Time (from your biological 

father) 

c. 1 Time (from someone other 

than your biological father) 

d. 2 Times 

e. 3 Times 

f. 4 or More Times 

g. Unsure 

 

 

 

 

 

 

 

 

 

22. During what stage(s) of your life did 

your biological mother get MARRIED? 

(CIRCLE ALL THAT APPLY) 

 

a. Before you born 

b. Before Kindergarten 

c. Kindergarten 

d. Elementary School 

e. Middle School 

f. High School 

g. College 

h. Unsure 

 

23. During what stage(s) of your life did 

your biological mother get 

DIVORCED? (CIRCLE ALL THAT 

APPLY) 

 

a. Before you born 

b. Before Kindergarten 

c. Kindergarten 

d. Elementary School 

e. Middle School 

f. High School 

g. College 

h. Unsure 

 

24. Have you had a parent or guardian pass 

away in your lifetime? 

 

a. Yes (If yes, proceed to question 

25) 

b. No (If no, proceed to question 

27) 

c. Unsure (If unsure, proceed to 

question 27) 

 

25. Which of your parents or guardians have 

passed away in your lifetime? (CIRCLE 

ALL THAT APPLY) 

 

a. Biological mother 

b. Biological father 

c. Step mother 

d. Step father 

e. Adoptive female guardian 

f. Adoptive male guardian 

g. Foster mother 

h. Foster father 
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26. At what stage(s) of your life have you 

had a parent or guardian pass away? 

(CIRCLE ALL THAT APPLY) 

 

a. Before you were born 

b. Before Kindergarten 

c. Kindergarten 

d. Elementary School 

e. Middle School 

f. High School 

g. College 

 

27. Do you have any siblings? 

 

a. Yes (If yes, proceed to question 

28) 

b. No (If no, proceed to question 

32) 

 

28. How many siblings do you have? 

 

a. 1 Sibling 

b. 2 Siblings 

c. 3 Siblings 

d. 4 Siblings 

e. 5 Siblings 

f. 6 or More Siblings 

 

29. What relation are your siblings to you? 

(CIRCLE ALL THAT APPLY) 

 

a. Full blood 

b. Half blood 

c. Step 

d. In-law 

e. Adopted 

f. Foster 

 

 

 

 

 

 

 

 

 

30. How often do you spend time with your 

sibling(s)? (On average in the past 12 

months) 

 

a. Less than 1 Day a week 

b. 1 Day a week 

c. 2 Days a week 

d. 3 Days a week 

e. 4 Days a week 

f. 5 Days a week 

g. 6 Days a week 

h. 7 Days a week 

 

31. On the days that you do spend with your 

sibling(s), how often do you incorporate 

playing video games? 

 

a. All of the time 

b. Most of the time 

c. Sometimes 

d. Rarely 

e. Never 

 

32. What is your relationship status? 

 

a. Single (If single, proceed to 

question 35) 

b. Boyfriend/Girlfriend (If 

boyfriend/girlfriend, proceed to 

question 33) 

c. Engaged (If engaged, proceed to 

question 33) 

d. Married (If married, proceed to 

question 33) 

e. Divorced (If divorced, proceed 

to question 35) 

f. Widowed (If widowed, proceed 

to question 35) 
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33. How often do you spend time with your 

significant other? 

 

a. Less than 1 Day a week 

b. 1 Day a week 

c. 2 Days a week 

d. 3 Days a week 

e. 4 Days a week 

f. 5 Days a week 

g. 6 Days a week 

h. 7 Days a week 

 

34. On the days that you do spend with your 

significant other, how often do you 

incorporate playing video games? 

 

a. All of the time 

b. Most of the time 

c. Sometimes 

d. Rarely 

e. Never 

 

35. Do you have any children? 

 

a. Yes (If yes, proceed to question 

36) 

b. No (If no, proceed to question 

40) 

 

36. How many children do you have? 

 

a. 1 Child 

b. 2 Children 

c. 3 Children 

d. 4 Children 

e. 5 Children 

f. 6 or More Children 

 

37. What relation are your children to you? 

(CIRCLE ALL THAT APPLY) 

 

a. Full blood 

b. Step 

c. Adopted 

d. Foster 

 

 

 

38. How often do you spend time with your 

child(ren)? 

 

a. Less than 1 Day a week 

b. 1 Day a week 

c. 2 Days a week 

d. 3 Days a week 

e. 4 Days a week 

f. 5 Days a week 

g. 6 Days a week 

h. 7 Days a week 

 

39. On the day(s) that you spend with your 

child(ren), how often do you incorporate 

video games? 

 

a. All of the time 

b. Most of the time 

c. Sometimes 

d. Rarely 

e. Never 

 

40. While living at home, how often do you, 

or did you, eat meals with your family? 

 

a. Always 

b. Most meals 

c. Some meals 

d. Special occasions 

e. Never 

 

41. While living at home, how often do you, 

or did you, take “family vacations?” 

 

a. Multiple times a year 

b. Once a year 

c. Every few years 

d. Once or twice in your whole life 

e. Never 
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42. How often do you spend time with your 

family? 

 

a. Less than 1 Day a week 

b. 1 Day a week 

c. 2 Days a week 

d. 3 Days a week 

e. 4 Days a week 

f. 5 Days a week 

g. 6 Days a week 

h. 7 Days a week 

 

43. On the day(s) that you spend with your 

family, how often do you incorporate 

video games? 

 

a. All of the time 

b. Most of the time 

c. Sometimes 

d. Rarely 

e. Never 

44. Please submit any comments or 

suggestions about the survey you just 

participated in 

below:___________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________

________________________________
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