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ABSTRACT (English)

Mahais,M.I. (2022).Effects of mobile gaming on Physical Activity and Emotinoal Health
Aggression in University Students of Rahim Yar Khan, Pakistan. Yeditepe University,
Institute of Health Sciences, Department of Physiotherapy and Rehabilitation, MSc.
thesis, Istanbul

The aim of the study was to determine the effects of playing games on physical and emotional
health by excessive usage of mobile. The study includes 385 participants (212F,173M;) from
Khawaja Fareed University of Engineering and Information Technology, Rahim Yar Khan,
Pakistan. In this study IPAQ, Aggression and smartphone addiction short version
questionnaire were used. According to the results 26.8% found that their work missed due to
excess usage of mobile phone, 19.2% strongly agreed that they had very tough to concentrate
in class, 24.2% felt strain in wrist and neck region while 15.8% strongly agreed that they
could not do any work without having smartphone. On the other hand, 22.6% strongly agreed
that their mood change without smartphone, 17.1% strongly agreed that they still thought
about mobile while holding in hands, 24.2% strongly agreed that they scroll their mobile
again and again not to overlook gossips while on the other hand 218(56.2%) were too
energetic. The study gives knowledge to people to decrease in mobile gaming time and
aggression thus increase their physical activity.

Keywords: Physical Activity, Mobile Gaming, Emotinoal Health Aggression

xii



OZET

Mahais, M.1. (2022) Pakistan, Rahim Yar Khan Universitesi Ogrencilerinde mobil oyun
oynamanin, fiziksel aktivite ve duygusal saghk iizerindeki saldirganlik etkisi.Yeditepe
Universitesi Saghk Bilimleri Enstitiisii Fizyoterapi ve Rehabilitasyon Anabilim Dals,

MSc. tez, istanbul.

Bu calismanin amaci telefonda oyun oynayanlarin, asir1 derecelerde mobil oyun
oynamalariin fiziksel ve duygusal sagliklar1 iizerindeki etkilerini arastirmaktir. Caligma,
Pakistan, Rahim Yar Khan, Khawaja Fareed Universitesi’nin Miihendislik ve Bilisim
Teknolojileri boliimiinden 385 katilimce1 (212K,173E) ile gerceklestirigsmistir. Bu ¢alismada
IPAQ, Saldirganlik ve telefon bagimlilig1 anketi kisa versiyonu sorulart kullanilmigstir. Elde
edilen sonuglara gore, 26.8% ‘lik kesim asir1 telefon kullanimindan islerine geg kaldiklarini,
19.2% ‘lik kisim derslerine odaklanmada zorlandiklarini, 24.2% ‘lik kisim bilek ve boyunda
gerginlik hissettiklerini, 15.8% ‘lik kisim ise telefonlar1 olmadan herhangi bir is
yapamadiklarini belirttiler. Diger bir taraftan, 22.6% ‘lik bir kesim akilli telefonlar
olmadiginda ruh hallerinin degistigini, 17.1% ise telefonlar1 elindeyken bile hala telefonlarini
diistindiiklerini, 24.2% kesim ise herhangi bir seyi kagirmamak icin telefonda strekli olarak
gezindiklerini sfyledi, Bunun yaninda 218 (56.2% ‘lik kesim) ise ¢ok enerjikti.

Sonug olarak telefon oyunlarina ayrilan siirenin ve agresyonun azaltilmasi fiziksel

aktivitelere ayrilabilecek zamani arttiracakdir.

Anahtar kelimeler

Fiziksel Aktivite, Mobil Oyun, Duygusal Saglik Saldirganlig1
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1. INTRODUCTION

Mobile gaming is the most common leisure activity of today era. This enhance the sedentary life
style of the young generation of university going student. They spend much more time on mobile
gaming, which decrease their physical activity and alters the emotional health of the young
generation.Now a day’s mobile gaming addiction is worse than any other addiction. In different
studies, the association between the mobile gaming and aggression is positively associated. It
changes the psychological behavior of the young generation, which leads them to aggressive

behavior.!

The major part of adult population using multimedia like mobile phones, laptops,these all the gadgets
had bad effects on their physical and mental well-being. It also decreases the physical activity due to

more time spend on using mobile phone for gaming.?

Anger issues were most causes for referring to cure within the growing population. Many childhood
problems are related to these technologies. (ADHD; prevalence of 5%),(CD; prevalence of 4%), and
(ODD; prevalence of 3.3%), these all features are related to the anger and anger or aggression like
feelings in young adults.

In today’s world, the substantial usage of online gaming is becoming a trend for which it became

necessary now to study its consequences on humans.®

Daily physical fitness program increase chances in the prevention of heavy weight gain and mortal
diseases; however, in the American population the less than half population is active. Play stations,
laptops, TV and cell phones, increase the sitting posture life style of the people and their physical
activity reduced due to all time spend on mobile devices. When a person use mobile waste much
more time on it and his physical outdoor activity is decreased which cause decline in its quality of
life.*



Gamification may enhance the personal physical activity and work ability it may increase the
intellectual health of the mobile gamer. Gamification may reduce the physical activity of the gamer.
Mobile gaming may change the emotional changes in mobile gamer. The aggression is produced in

people who are addicted to mobile gaming.®

Mobile game players had decreased moderate to vigorous PA. The player having more sedentary life

style having more chance to increase the chances of disease in future. ®

Being active is important for health. Mankind who were operative minister to increase their life span,
have low risk of many diseases including cardiac problems, CVA, type 2 diabetes and anxiety. In

addition different stages of cancer, and were apt to carry in good shape.

In ex researches, the relationship b/w online gaming and its outcome on PA and aggression was
studied and it shows that the online gaming had major reaction on the PA and it can changed the
mental state of well-being. IGD was uncontrolled and repetative make use of gadgets such as mobile

phones, tablets, and computers,develop in notable settlement of day-to-day task and discomfort.’

In Pakistan there were recently many cases reported against the online gaming like PUBG but no
research study was established for the effects of online gaming in Pakistan changing the behavior of
young population,so this was the main gap of my study. The handy and easy to handle device design
increase their harming use, and strong evidence had suggested that mobile technology disturb
important social relationship and youth participation in games and activities. (e.g.,creative play,

gathering in nearby homes, and lunch or dinner time activities.®



2. LITERATURE REVIEW

Sema can, et al conducted a study in 2019.on effects of gaming on physical activity. Study was
descriptive analytical design. There were 387 peoples recruited in that study was the students of
hitit university. The goal of that study was to assess relation b/w mobile gaming and physical
activity. The IPAQ was used to collect data of the study, which was pretested for validity. This
study concludes that the increase in mobile gaming time decrease the physical activity.®

Jeffery g ONG et al, conducted a clinical experimental study in 2019.72 students were recruited
in this study. The role of that study was to assess the correlation between mobile gaming and the
aggression. The reactive-proactive aggression questionnaire was used to collect data. This study

concluded that the mobile gaming demise the proactive aggression.°

Tim althoff, et al, (2016) pilot a cross-sectional review, the objective of study was to quantify the
impression of gaming on PA program. The data of pokeman-go peformer was prevail by web
browser queries and the physical activity was manoeuvre by means of accelerometer. This study
concluded that the game increased the minor level physical activity.®

Juyeon oh et al, conducted a cross-sectional survey in Korea in 2019. The main purpose of that
research s was to determine the mobile phone dependency effects on mental health like
aggressive behavior. Data was collected from 1937 through self-administered questionnaire. This
study concluded that students having allergic problem with aggression having more dependency

on mobile phone.?

S.M GRUSSER, et al conducted a study in 2017 was held in university students. Descriptive
study was performed and there were 7069 students playing games recruited in that study. The
study aimed to check the relationship in between mobile gaming addiction and aggression in
adults. The buss parry aggression questionnaire used to obtain data. This study concludes that

the mobile gamers have more aggression than non-gamers do.*

Mehwash mahroof, et al lead overview in 2016 to check the relationship between mobile
addiction games and physical traits like aggression. The population of study was the university
students. The sample size was 123 students. The aggression questionnaire was used to collect
data. This study concludes that there was the relation between personality traits and mobile

gaming addiction is associated.?



Denis Pasco, et al conducted a study in 2016 on outcomes of mobile gaming addiction on physical
activity. The study design was experimental. The population of that study was university
students. The sample size was 163. The purpose of that study was to associate the mobile game
addiction and physical activity. The IPAQ was use to collect data. This study concludes that bike
active video game may increase physical activity.®

Petr kweton, et al conducted study on 128 students to check the aggression and violence among
mobile video gamers. The study aimed to check the connection b/w aggression and mobile
gaming. Survey come to an end that the mobile may enhance the intellectual behavior of the

player.'®



3. MATERIALS AND METHODS

3.1. Subjects

The study was Descriptive cross-sectional study. The population of study was Students of KFUEIT,
Rahim Yar Khan, Pakistan. A total of 385 students (155M,205F;17-30years) who met inclusion

criteria were included in the study.

For determination of sample size with confidence interval approach is calculated by Cochran’s

formula given below 4

Z*pq
E2
where Z was confidence level which was 95%and mentioned as 1.95

P was level of precision which if known by authentic website use it otherwise standard value is 0.5
Qisl-p

E was margin of error which was standard use 5% or 0.05

By putting values in formula Sample size was 385

Another method was by using epi tool calculator with values

With true proportion value is P =0.5

Desired precision was e= 0.05 also known as margin of error z Confidence interval z=0.95
Convenient sampling technique was used

3.2.1. Inclusion criteria

» University students using mobile and playing online games on mobile more than 2-4
hours/day.

» Having inactive life style
» Willingly and volunteer to respond in research
> Age between 17-30 years’ old

» Having use of mobile for more than 1 year



3.2.2. Exclusion criteria
» Emotionally intelligent students were excluded from the study.
» Students having less use of mobile on online gaming not more than half an hour.
» Any health-related problems history or diagnosed pathology
» Any history of traumatic or surgery related to upper and lower limbs

> Received any medical attention or treatment in the last six months because of a health

problem
» Any diagnosed neuro problems
» Incomplete questionnaires
3.3. Study Process

After the approval of authorities and ethical reviewer board of the concerned university study was
conducted. An informed consent from KHWAJA FAREED UNIVERSITY OF ENGINEERING
AND INFORMATION TECHNOLOGY was signed to confirm the proceeding of study in Rahim
Yar Khan, Pakistan. Data collection was begun from the consent to the data provider. In this study,
three different questionnaire forms were implemented to collect data from the student population.
The IPAQ, aggression questionnaire and the smartphone addiction scale® were used to collect data
for above variables. The data collection procedure was only proceeding once the informed consent
form was filled. The particulars of the research explained to the participants before the data collection

and any query regarding questionnaire was answered on the spot.
3.4. Study Protocol

First, the International Physical Activity Questionnaire was used, and then the Aggression

Questionnaire and (SAS-SV) were applied to all participants respectively.
3.5. Data Analysis

Statistical Package Analyze for Social Sciences (SPSS) version 23 was used for analysis and
calculation of data. Mean and standard deviation was calculated for quantitative variables and

frequency or percentages for categorical variables.



4. RESULTS

In this study the mean age of the respondents was 20.61+1.45 years with minimum and maximum

ages of 17-30 years respectively.

] Mean = 20.62
| Std. Dev. = 1453
125 N =385

100

Frequency
o
]
|

50

257

e

I ] I I I
15.00 2000 2500 3000 35.00
Age (Years)

Fig 1; Distribution of age (years)

In this study 173(44.9%) patients were male and 212(55.1%) patients were females.

Gender
Omale
ElFemale
55.06% ﬁ-%‘%
212

Fig 2; Distribution of gender



According to this study, 103(26.8%) respondents strongly agreed that they missed planed work due
to smartphone use, 74(19.2%) respondents strongly agreed the they had a hard time concentrating
in class while doing assignment, 93(24.2%) respondents strongly agreed that they felt pain in the

wrists or at the back of the neck while using and 61(15.8%) respondents strongly agreed that they

will not be able to stand not having a smartphone.

Table 1 Frequency distribution of 1-4 question of mobile gaming and physical activity tool

Strongly Strongly
Agree Neither Disagree

agree Disagree
Missing planed work due to smartphone n 103 196 28 20 38
use % 26.8 50.9 7.3 5.2 9.9
Having a hard time concentrating in class | n 74 181 60 49 21
while doing assignment % 19.2 47.0 15.6 12.7 55
Feeling pain in the wrists or at the back of | n 93 147 65 53 27
the neck while using % 24.2 38.2 16.9 13.8 7.0
Will not be able to stand not having a n 61 155 60 88 21
smartphone % 15.8 40.3 15.6 22.9 5.5

In this study 87(22.6%) respondents strongly agreed that they felt impatient and fretful when they
are not holding their smartphone, 66(17.1%) respondents strongly agreed that they had smartphone

in their mind eve when they are holding their smartphones. 93(24.2%) respondents strongly agreed

with the statement that they constantly checking their smartphone so as not to miss conversation.

Table 2 Frequency distribution of 5-8 question of mobile gaming and physical activity tool

Strongly
Strongly agree |  Agree Neither Disagree
Disagree
Feeling impatient and fretful when I am not| n 87 129 51 76 42
holding my smartphone % 22.6 335 13.2 19.7 10.9
Having my smartphone in my mind even| n 66 122 73 81 43
when I holding my smartphone % 17.1 31.7 19.0 210 11.2




I will never give up using my smartphone | n 64 121 67 89 44
even when my daily life % 16.6 314 174 23.1 114
Constantly checking my smartphone soasnot| n 93 132 58 82 20
to miss conversation % 24.2 343 15.1 21.3 52

In this study 69(17.9%) respondents strongly agreed that using their smartphone longer that they

had intended, 71(18.4%) respondents strongly agreed that the people around them tells that they use

their smartphone too much, 26(6.8%) respondents strongly agreed that given enough provocation

they may hit another person and 33(8.6%) respondents strongly agreed with the statement that they

had become so mad that they have broken things.

Table 3 Frequency distribution of 9-12 question of mobile gaming and physical activity tool

Strongly Strongly
Agree Neither Disagree
agree Disagree
Using my smartphone longer than | had| n 69 178 57 48 33
intended % 17.9 46.2 14.8 125 8.6
The people around me tell me that I use| n 71 110 92 58 54
my smartphone too much % 18.4 28.6 23.9 15.1 14.0
Given enough provocation | may hit| n 26 96 144 69 50
another person % 6.8 24.9 37.4 17.9 13.0
I have become so mad that | have broken| n 33 87 92 83 90
things % 8.6 22.6 23.9 21.6 234

According to this study 56(14.5%) respondents reported that they often find themself disagreeing
with people, 29(7.5%) respondents strongly agreed that their friends says that they are somewhat
argumentative, 45(11.7%) respondents strongly agreed with the statement that when they frustrated,
they let their irritation show and 37(9.6%) respondents strongly agreed that some of their friends

thought that they are a hothead.



Table 4 Frequency distribution of 13-16 question of mobile gaming and physical activity tool

Strongly Strongly
Agree Neither Disagree
agree Disagree
I often find myself disagreeing with| n 56 120 84 82 43
people % 14.5 31.2 21.8 21.3 11.2
My friends say that | am somewhat| n 29 179 96 54 27
argumentative % 7.5 46.5 24.9 14.0 7.0
n 45 144 91 57 48
When frustrated | let my irritation show
% 11.7 374 23.6 14.8 12.5
n 37 119 86 87 56
Some of my friends think I am a hothead
% 9.6 30.9 22.3 22.6 14.5

The study results showed that 41(10.6%) respondents strongly agreed that they had trouble

controlling their temper, 38(9.9%) respondents strongly agreed with the statement that at tome they

felt they had gotten a raw deal out of life, 30(7.8%) respondents strongly agreed that other people

always seem to get the breaks, 60(15.6%) respondents strongly agreed that they are suspicious of

overly friendly stranger.

Table 5 Frequency distribution of 17-20 question of mobile gaming and physical activity tool

Strongly
Strongly agree Agree Neither Disagree
Disagree
n 41 119 94 85 46
| have trouble controlling my temper
% 10.6 30.9 24.4 22.1 11.9
n 38 117 104 96 30
At times | feel | have gotten a raw deal out of life
% 9.9 30.4 27.0 24.9 7.8
n 30 133 107 70 45
Other people always seem to get the breaks
% 7.8 345 27.8 18.2 11.7
n 60 160 57 71 37
| am suspicious of overly friendly strangers
% 15.6 41.6 14.8 184 9.6

10



In our study the mean total score of mobile gaming tool was 54.62+13.97 with minimum and

maximum values if 20 & 100 scores respectively.

Table 6 Descriptive statistics of total score of mobile gaming and physical activity tool

N 385
Mean 54.62
Total Score Std. Deviation 13.97
Minimum 20.00
Maximum 100.00

According to this study 57(14.8%) respondents reported that they had a job or do any unpaid work

outside.

Do you currently have a job or do any unpaid work
400 outside vour

(]
o
(an ]

1

Frequency

1007

| 57(14.8%) I

U T T
Yes MNo

Fig 3; Distribution of “do you currently have a job or do any unpaid work outside
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In this study one- and two-day vigorous activity was found in 15(3.9%) and 14(3.6%) respondents

respectively, three-day activity was found in 12(3.1%) respondents and 4 days activity was noted in

16(4.2%) respondents.

Table 7 Distribution of “During the last 7 days vigorous physical activities as part of your

work” of the respondents

During the last 7 days vigorous physical activities as part of your
Frequency Percent
work

1 15 3.9

2 14 3.6

Days/ week 3 12 3.1

4 16 4.2

No 328 85.2
Total 385 100.0

In our study no moderate activity during last 7 days related to job was found in 328(85.2%)

respondents.

Table 8 Distribution of “last 7 days moderate activity as part of your work days per week” of

the respondents

Last 7 days moderate activity as part of your work days per
Frequency Percent
week

2 10 2.6

3 16 4.2

4 9 2.3

Days/week 5 12 3.1

6 10 2.6

No 328 85.2
Total 385 100.0

12



One hours/ day moderate activity was noted in 22(5.7%) respondents, two and three hours/day
moderate physical activity was noted in 17(4.4%) and 18(4.7%) respondents respectively. The mean
time of moderate activity as part of work/job was 24.65+13.91 minutes.

Table 9 Distribution of “moderate physical activities as part of your work” of the

respondents

Moderate physical activities as part of your work Frequency Percent

1 22 5.7

2 17 4.4

Hours/day 3 18 4.7

No 328 85.2
Total 385 100.0

Minutes/day Mean+SD 24.65+13.91 minutes

No job-related walk at least 10 minutes was noted in 328(85.2%) respondents. The mean work-

related walk 10 minutes of the respondents was 109.47+42.61 minutes.

Table 10 Distribution of “walk at least 10 minutes as part of work” of the respondents

Walk at least 10 minutes as part of work Frequency Percent
1 20 5.2
2 27 7.0
Hours/day
3 10 2.6
No Job-related walking 328 85.2
Minutes/day Mean+SD 109.47+42.61

In this study 186(48.3%) respondents travel of motor vehicle. One hour traveling was noted in
81(43.5%) respondents, two hours traveling was noted in 88(47.3%) respondents and three hours
travelling was noted in 17(9.1%) respondents. The mean travelling on motor vehicle was noted in

99.35+38.45 minutes/week.

13



Table 11 Distribution of “last 7 days travel on motor vehicle” of the respondents

Last 7 days travel on motor vehicle Frequency Percent

Yes 186 48.3

Travel of motor vehicle No 199 51.7
Total 385 100.0

One 81 435

Travel on bicycle (Hours/week) Two 88 47.3

Three 17 9.1

Minutes/week Mean+SD 99.35+38.45

During last 7 days 205(53.2%) respondents reported that they walk for atleast 10 minutes from one
place to other. The mean walks for atleast 10 minutes from one place to other of the respondents was
0.55+0.17 hours/day and it the mean walk for atleast 10 minutes from one place to other of the

respondents was 9.8+14.66 minutes/day.

Table 12 Distribution of “last 7 days travel on motor vehicle” of the respondents

Frequency Percent
Yes 205 53.2
Last 7 days walk for atleast 10 minutes from one
No 180 46.8
place to other
Total 385 100.0
Hours/day Mean+SD 0.55+0.17
Minutes/day Mean+SD 9.8+14.66

According to this study the vigorous activity like lifting chopping shoveling in garden yard during
last 7 days was noted 179(46.5%) respondents. The mean time of this activity was 1.56+0.49

hours/day and the mean time of this activity 12.84+5.39 minutes/day.
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Table 13 Distribution of “last 7 days vigorous activity lifting chopping shoveling in garden

yard” of the respondents

Frequency Percent
Yes 179 46.5
Last 7 days vigorous activity lifting chopping shoveling etc
No 206 53.5
in garden yard
Total 385 100.0
Hours/day Mean£SD 1.56+0.49
Minutes/day Mean+SD 12.84+5.39

According to this study moderate physical activity atleast 10 minutes was noted in 202(52.5%)

respondents in which <3 hours/day was noted in 72(35.6%) respondents.

Table 14 Distribution of “last 7 days moderate physical activity atleast 10 minutes” of the

respondents
Frequency Percent
Yes 202 52.5
Last 7 days moderate physical activity atleast 10
No 183 47.5
minutes etc
Total 385 100.0
<3 72 35.6
Hours/day
>3 130 64.4

The mean time of spending on walking days of the respondents was 12.84+5.39 minutes. Moderate

activity during last 7 days was found in 220(57.1%) respondents, < 3days moderate activities was

noted in 88(22.9%) respondents and walk atleast 10 minutes during last 7 days was noted in

216(56.1%) respondents.
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Table 15 Distribution of moderate activity questions of the respondents

Frequency Percent

Yes 220 57.1
Moderate activity during last 7 days

No 165 42.9
Last 7 days on how many days did you do moderate < 3 days 88 22.9
activities >3 days 132 343

Yes 216 56.1
Last 7 days walk atleast 10 minutes

No 169 43.9
How much time did you spend on walking days Mean+SD 12.84+5.39

According to this study during last 7 days vigorous physical activity (sports, leisure time etc) was

noted in 133(34.5%) In this study <3 Days vigorous physical activity (sports, leisure etc) during last

7 days was noted in 71(18.4%) respondents. Last 7 days moderate activity like sports etc was noted

in 168(43.6%) respondents in which moderate physical activity <3 days was noted in 71(18.4%)

respondents.

Table 16 Distribution of vigorous physical activity (sports, leisure etc) questions of the

respondents
Frequency Percent
Yes 133 345
Last 7 days vigorous physical activity/days
No 46 11.9
<3 Days 71 18.4
Last 7 days on how many days did you do vigorous physical activity >3 days 108 28.1
Total 179 100.0
Yes 168 43.6
Last 7 days on did you do moderate physical activity
No 217 56.4
Last 7 days on how many days did you do moderate physical <3 71 184
activity >3 97 25.2
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In these study 126(75.0%) respondents during last 7 days <3 hours usually spend on sitting on a

weekday.

Table 17 Distribution of “Last 7 days how much time did you usually spend on sitting on a

weekday” respondents

Frequency Percent
Up to 3 Hours 126 75.0
Last 7 days how much time did you usually spend on
>3 Hours 42 250
sitting on a weekday
Total 168 100.0

The mean total Met score of the respondents was 5574.83+£6149.44 with minimum and maximum

scores of 0.00 & 41741.70 respectively.

Table 18 Descriptive statistics of total Met score

Total Met Score

N 385
Mean 5574.83
Std. Deviation 6149.44
Minimum 0.00
Maximum 41741.70

There was week negative correlation found between the total score

activity and total Met Score of the respondents. i.e., r=-0.076.
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According to this study 57(14.81%) respondents were inactive, 110(28.57%) respondents were

minimally active and 218(56.62%) respondents were very active.

2507 Level of Activity on Met Score
218
2004 56.62%
g 150+
[ -]
3
o
s
s
100 119
2657%
507 57
14 81%
0 T T |
Inactive Minimally Active Very Active

Fig 5 Frequency distribution of level of activity on the basis of Met score
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5. DISCUSSION

Mobile gaming is the amusement activity of current day period. It increases the sedentary life style
of the young generation of university going student. Now-a-days the young generation are more
gadgets addicted. They spend their most of time on playing different games. When a person utilizes
his time on sitting his physical activity reduced due to sedentary life style and their psychological

health altered with time when he or she was addicted to mobile gaming.

The study aimed to determine the effects of mobile gaming on the physical activity and aggression.
This study showed week negative correlation with mobile gaming and physical activity. The entire

data of study was analyzed by SPSS version 23.

In this study, the populations mean age was min 20.61+1.45, max 17-30 years and their gaming time
was 3 hours per day. This study showed the results according to response given by population. In
Physical aggression level. 74.1%, were having moderately aggressive level 20.6% were having
extremely aggressive behavior and 5.7% were having mild aggression so this showed strong

correlation with mobile gaming.

In IPAQ 56.62% were found having high level of physical activity. 28.57% were having low level
of physical activity and 14.81% were having no physical activity. These results showed that the major
population of this study was having high physical activity level.

In previous studies the significant relation between anger and online Game addiction showed that
aggressive behavior might increase mobile gaming addiction. Many studies gave results that young
males play violent games rather than non-violent ones both online and offline.!2

In previous studies, males was more dominant in spending time on online gaming as compared was
found that males spend more time playing video games as compared to females and that was the
reason why males having high aggression, whereas females spend less time playing video games and
found to have low aggression.3so with correlation to the previous studies the male population gamers
were having more aggression as compared to females.

In past studies held in Canada it doesn’t show any association between the mobile gaming and
aggression but the study discussed showed strong correlation between these two factors.®

In this study 17.9% strongly agreed that their usage more than they thought, 18.4% strongly agreed
that the other people told using smartphone more than usual, 6.8% strongly agreed that they had more
action such that they smash the other person without having smartphone, 8.6% strongly agreed that
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they shatter items during insane activity,14.5% respondents felt contradict with people,7.5% strongly
agreed that their companion says they had difference of opinion,11.7% strongly agreed that they got
irritated when in frustration mood, 9.6% strongly agreed that their friends told them they had low
temperament. The study outcomes show that 10.6% strongly agreed that they had very tough to
control their temper, 9.9% strongly agreed that in home they felt no aim of life, 7.8% strongly agreed
that the other persons always in mood of taking breaks, 15.6% strongly agreed that they are doubtful
of too friendly unknowns. In this study 1-2 days strong activity was found in 3.9% participants while
3.1% vigorous were found in three days and 4.2% was found in 4 days activity,85.2% were found in
no moderate activity during last seven days, 5.7% were found in 1 hr./day,4.4% were found in 2-3
hrs./day moderate activity, 85.2% were found in no walk-in during job least for ten minutes. 48.3%
respondents use motorcycle for work. In this 1-hr travelling was noted in 43.5% participants while
47.3% were noted in two hours and 9.1% was noted in three hours/day. Study showed that 57(14.8%)
participants were stagnant and 110(28.7%) were inconsequentially able to work. From previous
seven days 53.2% respondents walk at least 10 minutes from one to another place.48.1% participants
were involved in vigorous activity like uplifting heavy objects in lawn, 52.5% individuals were
involved in moderate physical activity while 57.1% were involved in moderate during last seven
days. Previous 7 days moderate activity like sports was seen in 168(43.6%) participants in which
moderate physical activity <3 days was noted in 71(18.4%) respondents. In this research 126(75.0%)
respondents during last 7 days <3 hours usually spend on sitting on a weekday.
In this context another literature, suggest that the aggression is related with addiction of online
gaming but it showed less association between these two factors.
In another past study it shows that the mobile gaming addiction changes the emotional and physical
behavior of both gender playing games for more than three hours per day with correlation to my
study the study showed high correlation between aggression and mobile gaming.*’
In previous studies, their results were showing non-significant relation between physical activity and
mobile gaming. That study gave evidences that if we reduce our time on sitting and using mobile
phones might increase the physical fitness program time. the person having more sedentary lifestyle
using mobile phone playing games have low level of physical activity and vice versa. ?
In another past study it showed that a game poke man was having positive impact to increase the
physical activity.?®
In this study, the results were showing the week negative correlation between the mobile gaming and
physical activity level of mobile gamer. The study was self-administered and included the modest
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and young population of gamers. The main reason for the small number of participants in that study
was the action not paid and no incentives given to the peoples playing games. The recent study results
that specific personal qualities might be important within the creation, and consistency of mobile
gaming addiction. This study also results that further studies are required to extend the findings of

variables.
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6. CONCLUSION

The study concluded that people who decrease their mobile gaming time and aggression thus increase

their physical activity.
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APPENDIX 8.2. Informed Written Consent Form

INFORMED CONSENT FORM:

Respected participant, the study you are going to participate is “Effects of mobile gaming
on Physical activity and Emotional Health aggression in university students of

Rahim yar Khan, Pakistan.”

Please give approval of your contribution by filling the form.

DI confirm that | have read and understand the information for the study.
DI understand that taking part is voluntary.

DI agree to take part in this study and researcher having the following personal

details.

Name;

Gender; Age; Date;

Signature;
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Appendix 8.3. Data Collection Approval

KHWAJA FARLED ! u

UEI T Depértment of ORIC

RAMIM YAR KHAN

a

Mr. Muhammad Irfan Mahais, with registration number, 20193034003-2D at
Yeditepe University, Istanbul, Turkey has conducted the survey of rescarch
work entitled *‘Effects of mobile gaming on Physical Activity and Emotional
Health Aggression in University students of Rahim Yar Khan, Pakistan’’ as part
of his Master's thesis program (Physiotherapy & Rehabilitation Sciences). He
assured to use this data only for his research work and aSsured to not disclose
publicly. This letter is issued on his request for future information and only
submission to Yeditepe University, Istanbul, Turkey.
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Appendix 8.4. Structured Questionnaire

EFFECTS OF MOBILE GAMING ON PHYSICAL ACTIVITY AND EMOTIONAL HEALTH AGGRESSION
IN UNIVERSITY STUDENT OF RAHIM YAR KHAN PAKISTAN

Name: Date of Birth:
Gender: Cell No:
q q Strongi
Strongly Agree  Neither  Diseagree Bl
Agree Disagree
Missing planned work due to smartphone use (] (| ] (] (|
Having a hard time conentrating in class, while doing assignments, O O
or while working due to smartphone use. = o (=
Feeling pain in the wrists or at the back of the neck while using a ] O
smartphone = = =
Will not be able to stand not having a smartphone O | O 0 [}
Feeling impatient and fretful when | am not holding my smartphone O O ] O [}
Having my smarphone in my mind even when | holding my O
smartphone = = - m
| will never give up using my smartphone even when my daily life is O
already greatly affected by it e = ) )
Constantly checking my smartphone so as not to miss
conversations between other people on whatsapp, facebook or 0 O (| O O
instagram
Using my smartphone longer than | had intended O | O (| [}
The people around me tell me that | use my smartphone too much O (| ] O [}
Given enough provocation, | may hit another person. O (] (] 0O O
| have become so mad that | have broken things. O (] (] (] (]
| often find myself disagreeing with people. O (] [ (] (]
My friends say that I'm somewhat argumentative. O O [ ] (] (]
When frustrated, | let my irritation show. O [} [} (] (]
Some of my friends think I'm a hothead. O (] (] (] (]
I have trouble controlling my temper. O (] (] (] (]
At times | feel | have gotten a raw deal out of life. O (] (] O O
Other people always seem to get the breaks. O O O (] (]
| am suspicious of overly friendly strangers O O O O O




APPENDIX 8.5. International physical activity questionnaire

PART 1: JOB-RELATED PHYSICAL ACTIVITY

The first section is about your work. This includes paid jobs, farming, volunteer work, course
work, and any other unpaid work that you did outside your home. Do not include unpaid work

you might do around your home, like housework, yard work, general maintenance, and caringfor

your family. These are asked in Part 3.

1.

Do you currently have a job or do any unpaid work outside your home?

Yes

No =P Skip to PART
TRANSPORTATION

The next questions are about all the physical activity you did in the last 7 days as part of your
paid or unpaid work. This does not include traveling to and from work.

2.

During the last 7 days, on how many days did you do vigorous physical activities like
heavy lifting, digging, heavy construction, or climbing upstairs as part of your work?
Think about only those physical activities that you did for at least 10 minutes at a time.

days per week

No vigorous job-related physical activity —> Skip to question 4

How much time did you usually spend on one of those days doing vigorous physical
activities as part of your work?

hours per day

minutes per day

2:

Again, think about only those physical activities that you did for at least 10 minutes at a
time. During the last 7 days, on how many days did you do moderate physical activities

like carrying light loads as part of your work? Please do not include walking.

days per week

No moderate job-related physical activity - Skip to question 6
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5. How much time did you usually spend on one of those days doing moderate physical
activities as part of your work?

hours per day

minutes per day

6. During the last 7 days, on how many days did you walk for at least 10 minutes at a time
as part of your work? Please do not count any walking you did to travel to or from work.

days per week

No job-related walking - Skip to PART 2: TRANSPORTATION

7. How much time did you usually spend on one of those days walking as part of your
work?

hours per day
minutes per day

PART 2: TRANSPORTATION PHYSICAL ACTIVITY

These questions are about how you traveled from place to place, including to places like work,
stores, movies, and so on.

8. During the last 7 days, on how many days did you travel in a motor vehicle like a train,
bus, car, or tram?

days per week

No traveling in a motor vehicle —p Skip to question 10

9. How much time did you usually spend on one of those days traveling in a train, bus,
car, tram, or other kind of motor vehicle?

hours per day

minutes per day

30



Now think only about the bicycling and walking you might have done to travel to and from
work, to do errands, or to go from place to place.

10. During the last 7 days, on how many days did you bicycle for at least 10 minutes at a
time to go from place to place?

days per week

No bicycling from place-to-place ~ ==jp» Skip to question 12
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11. How much time did you usually spend on one of those days to bicycle from place to
place?

hours per day

minutes per day

12. During the last 7 days, on how many days did you walk for at least 10 minutes at a time

to go from place to place?

days per week

No walking from place to place =g  Skip to PART 3: HOUSEWORK,

HOUSE MAINTENANCE,
ANDCARING FOR FAMILY

13. How much time did you usually spend on one of those days walking from place to
place?

hours per day
minutes per day

PART 3: HOUSEWORK, HOUSE MAINTENANCE, AND CARING FOR FAMILY

This section is about some of the physical activities you might have done in the last 7 days in
and around your home, like housework, gardening, yard work, general maintenance work, and
caring for your family.

14.  Think about only those physical activities that you did for at least 10 minutes at a time.

During the last 7 days, on how many days did you do vigorous physical activities like
heavy lifting, chopping wood, shoveling snow, or digging in the garden or yard?

days per week

No vigorous activity in garden or yard - Skip to question 16

15. How much time did you usually spend on one of those days doing vigorous physical
activities in the garden or yard?

hours per day

minutes per day
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16.

Again, think about only those physical activities that you did for at least 10 minutes at a
time. During the last 7 days, on how many days did you do moderate activities like
carrying light loads, sweeping, washing windows, and raking in the garden or yard?

days per week

No moderate activity in garden or yard — Skip to question 18
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17. How much time did you usually spend on one of those days doing moderate physical
activities in the garden or yard?

hours per day

minutes per day

18.  Once again, think about only those physical activities that you did for at least 10 minutes
at a time. During the last 7 days, on how many days did you do moderate activities like
carrying light loads, washing windows, scrubbing floors and sweeping inside your home?

days per week

No moderate activity inside home - Skip to PART 4: RECREATION,

SPORT AND LEISURE-
TIME PHYSICAL
ACTIVITY

19. How much time did you usually spend on one of those days doing moderate physical
activities inside your home?

hours per day

minutes per day

PART 4: RECREATION, SPORT, AND LEISURE-TIME PHYSICAL ACTIVITY

This section is about all the physical activities that you did in the last 7 days solely for
recreation, sport, exercise or leisure. Please do not include any activities you have already
mentioned.

20. Not counting any walking you have already mentioned, during the last 7 days, on how
many days did you walk for at least 10 minutes at a time in your leisure time?

days per week

No walking in leisure time > Skip to question 22

21. How much time did you usually spend on one of those days walking in your leisure
time?

hours per day

minutes per day
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22.

Think about only those physical activities that you did for at least 10 minutes at a time.
During the last 7 days, on how many days did you do vigorous physical activities like
aerobics, running, fast bicycling, or fast swimming in your leisure time?

days per week

No vigorous activity in leisure time > Skip to question 24
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23. How much time did you usually spend on one of those days doing vigorous
physicalactivities in your leisure time?

hours per day

minutes per day

24.  Again, think about only those physical activities that you did for at least 10 minutes
at a time. During the last 7 days, on how many days did you do moderate physical
activitieslike bicycling at a regular pace, swimming at a regular pace, and doubles
tennis in your leisure time?

days per week

No moderateactivityinIeisuretime} Skip to PART 5: TIME
SPENT

SITTING
25. How much time did you usually spend on one of those days doing moderate
physicalactivities in your leisure time?
hours per day

minutes per day

PART 5: TIME SPENT SITTING

The last questions are about the time you spend sitting while at work, at home, while doing
course work and during leisure time. This may include time spent sitting at a desk, visiting
friends, reading or sitting or lying down to watch television. Do not include any time spent
sittingin a motor vehicle that you have already told me about.

26. During the last 7 days, how much time did you usually spend sitting on a weekday?
hours per day

minutes per day

27. During the last 7 days, how much time did you usually spend sitting on a
weekendday?

hours per day
minutes per day

This is the end of the questionnaire, thank you for participating.



APPENDIX 8.5.1. Evaluation of the IPAQ Questionnaire
International Physical Activity Questionnaire provides information on time spent

walking, moderate and vigorous activities, and time spent sitting.

Calculation of the total score of the short form includes the sum of the duration
(minutes) and frequency (days) of walking, moderate-intensity activity, and
vigorous activity. The energy required for activities is calculated with the MET-
minute score. Standard best available techniques for these activities

values have been created. These;

Sitting 1.5 Met
Walk 3.3 Met
Moderately Physical Activity 4.4 Mets
Vigorous Physical Activity 8.8 Mets

By using these values, daily and weekly physical activity level is calculated.

Example: Walking MET-min/week score of a person walking for 3 days, 30 minutes.
It is calculated as 3.3 X 3 X 30 = 297 MET-min/week.

Walking MET-min/week = 3.3 X walking minutes X number of walking days

Moderate-intensity MET-min/week = 4.0 X minutes of moderate-intensity

activity X number of days ofmoderate-intensity activity

Vigorous MET-min/week = 8.0 X minutes of vigorous activity X vigorous activity

number of days

Total, MET-min/week = (walking + moderate + vigorous + sitting) MET-min/week

In addition to this continuous scoring, classification according to the

numerical data obtained wasdone.



Accordingly, there are 3 activity levels:

1. Inactive (Category 1): It is the lowest level of physical activity. into
categories 2 and 3Cases that cannot be included are considered inactive.

2. Minimally Active (Category 2): Those who meet any of the following
criteria are minimallyactive.

a) Doing vigorous activity for at least 20 minutes on 3 or more days

b) 5 or more days of moderate-intensity activity or walking for at least 30 minutes per
day
c) A combination of 5 or more days of walking and moderate-intensity activity

providing a minimumof 600 MET-min/week
3. Very Active (Category 3): This measurement equates to approximately one
hour or more of moderate-intensity activity per day. This category is the level

required to provide health benefits.

a) At least 3 days of vigorous activity or more days providing a minimum of 1500 MET-
min/week
b) A combination of 7 or more days of walking, moderate-intensity or vigorous

activity providing aminimum of 3000 MET-min/week
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APPENDIX 8.5.2. Approval of IPAQ Questionnaire use

>

. Home

Dear collecgue,

Welcome to the website For the Internotional Physical
Activity Questionnaire. Here you will find information
about the use of the questionnaire and Llinks to the
questionnaire itself, in multiple Llangucges.

This physical activity questionhaire is publicly
available, it is open access, and no permissions are
required to use it. So we encourage ahy researchers to
use it where it will be an appropriate measwe of
physical activity, particularly in Large population
studies or in the context of physical activity
surveiliance for which this measure waos desighed.,

Regarding Scoring of the IPAQ: Over the past 10—15
years, we have had many requests that have asked for
support with the IPAQ algorithm or scoring_ protocol.
and other methodological issues, For mony vyears, a
group of Fowr or Five oFf us that initially developed and
tested the IPAQ measure hauve responded to all these
enquiries, but the volume of them has contihued to
increase in recent vears, Most of the requests come
Ffrom students or graduates doing pieces of research
using the IPAQ, and where students are aoble to ask a
Local senior researcher for help, particulorly ohe with
physical activity experience or a Local biostotistician,
they usually find that the scoring problems can be
resclued.

After mony hundreds of such enquiries we have decided
that we have served the IPAQ measwe and its
development well, but that we no longer can provide
the individual support to answer all these queries, and
we would prefer to refer students to their Local
statisticians ond physical activity experts. We are happy
to collaborate in IPAQ projects that answer innouvative
and population—focused research questions, but it is
difficult for us to continue to prouvide an un—Funded
advisory service.

It's not thaot we dont want to help, it's _just that we
dont houe the time to answer each of these requests
individually in the detail thot they require. We think
that the IPAQ measureprotocols are reasonably straight
forward and most researchers mancge tc use them, but if
you have continuing problems, please consult youwr local
research experts.

We hope that IPAQ is o useful mecsure for you. and
one that meets your needs,

Yours sincerely,



APPENDIX 8.6. The Aggression Questionnaire

Rate each of the following items in terms of how characteristic they are of you. Use the
following scale:

12345

Aggression Factor |

1. Once in a while, I can’t control the urge to strike another person.

. Given enough provocation, I may hit another person.

. If someone hits me, | hot back.

. | get into fights a little more than the average person.

. If I have to resort to violence to protect my rights, I will.

. There are people who pushed me so far that we came to blows.

. I can think of no-good reason for ever hitting a person. *

. I have threatened people | know.

© 0 N o o~ WD

____ Total (*Reverserating1=5,2=4,3=3.4=2,5=1)

Aggression Factor |1

1. 1tell my friends openly when | disagree with them.

___ 2.1 often find myself disagreeing with people.

______ 3. When people annoy me, | may tell them what I think of them.
4.1 can’t help getting into arguments when people disagree with me.
5. My friends say that ’'m somewhat argumentative.

Total
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Aggression Factor 11

_ 1.1 flare up quickly but get over it quickly.

____2.When frustrated, I let my irritation show.

__ 3.1 sometimes feel like a powder keg ready to explode.
______4.1aman even-tempered person. *

5. Some of my friends think I’m a hothead.

_____ 6. Sometimes | fly off the handle for no good reason.
______T.1have trouble controlling my temper.

___ Total (*Reverserating1=5,2=4,3=3.4=2,5=1)
Aggression Factor IV

______ 1.1 am sometimes eaten up with jealousy.

2. Attimes | feel I have gotten a raw deal out of life.

_____ 3. Other people always seem to get the breaks.

_____ 4.1 wonder why sometimes | feel so bitter about things.
5.1 know that “friends” talk about me behind my back.
______ 6. lam suspicious of overly friendly strangers.
_____T.1sometimes feel that people are laughing at me behind my back.
__ 8. When people are especially nice, | wonder what they want.
____ Total



APPENDIX 8.6.1. Approval of BPAQ Questionnaire use

main | s library | copyright

Introduction

Run the demo

Legal stuff

Technically

The survey code for PsyToolkit

References

Buss-Perry Aggression Questionnaire (BPAQ)

Introduction

The Buss-Perry Aggression Questionnaire (BPAQ) is a popular measure of aggression in adults. Men show a higher level of
aggression than women (Archer, 2004).

Q Type "aggression psychology" in the YouTube search box and notice many interesting documentaries
about psychological discoveries about human aggression, such as this one.

Q See also the adolescent aggression scale implemented in PsyToolkit.

The BPAQ has 29 items, subdivided in four factors (which resulted from factor analysis):

1. Physical aggression (9 items)
2. Verbal aggression (5 items)
3. Anger (8 items)

4. Hostility (8 iterns)

The average scores from the original Buss and Perry (1992) paper are shown below.

Table 1. Average scores of men and women (612 men and 641 women).

Scale Range Men Women
Physical aggression 9-45 24.3 17.9
Verbal aggression 5-25 15.2 13.5
Anger 7-35 17.0 16.7
Hostility 8-40 21.3 20.2
Total score 29-145 77.8 68.2
The subscales differ in range because they have different numbers of questions. For example, there are 9
Q questions related to physical aggression, each ranked on a 1-5 scale.

main | surveylibrary|co

Introduction

Run the demo

Legal stuff

Technically

The survey code for PsyToolkit

References

Legal stuff

On page 453 of the Buss and Perry (1992) paper it states:

" No permission is needed if the questionnaire is used for research purposes. Users make up their own mimeographed or

m

printed version by scrambling the items so that items from any one factor do not pile up.
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APPENDIX 8.7. Smartphone Addiction Scale

SMARTPHONE ADDICTION SCALE-SHORT VERSION
Below are explanations containing various feelings and thoughts about smartphone use.
Express the extent to which you agree with each statement on a scale from 1 to 6. there are numbers.
1-Strongly disagree, 2-Disagree, 3-Partly disagree, 4-Partlyl agree, 5-1 agree, 6-1 totally agree.

Please evaluate how well each explanation fits you and choose the most appropriate option. Put it in a

1 Missing planned work due to smartphone use 123456

2 Having a hard time concentrating in class, while | 123456
doing assignments, or while working due to
smartphone use

3 Feeling pain in the wrists or at the back of the 123456
neck while using a smartphone

4 Will not be able to stand not having a 123456
smartphone
5 Feeling impatient and fretful when I am not 123456

holding my smartphone
6 Having my smartphone in my mind evenwhen!l | 123456
am not using it
7 | will never give up using my smartphone even 123456
when my daily life is already greatly affected by it
8 Constantly checking my smartphone so as not 123456
to miss conversations between other people on
WhatsApp, Facebook or Instagram

9 Using my smartphone longer than | had 123456
intended
10 The people around me tell me that | use my 123456
smartphone too much
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APPENDIX.8.7.1. Approval of SAS-SV Questionnaire use

- ™M™

RE: FW: Need permission to use smartphone addiction scale

Mon, Apr 4, 2022 at 4:59 AM

I'm Min Kwon, first author of the SAS and SAS-SV.

Thank you for the interest in Smartphone Addiction Scale.

You can use my tools.
The SAS consists of 33 questions and is grouped into six subscoles oll weighted equolly on o &—point scale.

The six subscoles’ scores are summed up to vield a total SAS score with a 33-198 range. where a higher score
indicates more sericus smartphone addiction.

Cut—off of the SAS has not been proven yet, and you can do the comparison on the smartphone addiction severity.

The SAS-SV consists of 10 ouestions without subscales and oll weighted equally on a &—point scale. And the scale
is cut—off value of 3l in boys and cut—off value of 33 in girls.

I atrach the material you ask me and you con review this information through to attach paper
Please let me know about the results of futwe studies.

Good luck for your study and keep me posted of your progress.

Best Regaords.

MIN KWON, RN. PHD.
Assistant Professor

Department of Nursing, The University of Suwon

17 Woauan—gil, Bongdam—eup, Hwaseong—si. Gyeonggi—do, Korea
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APPENDIX 9. Curriculum Vitae

Personal Informations

Name Muhammad Irfan Surname Mahais
Education
Degree Department The name of the Institution Graduated From Graduation year

Master Phy5|o.ther‘f1 py and Yeditepe University, Istanbul, Turkey 2022
Rehabilitation

University Dot <Py The Superior College 2018
(DPT)

High school P cal (LGl Punjab College 2013

Chemistry,Physics)

# All the grades must be listed if there is more than one (KPDS, UDS, TOEFL; IELTS vs),

Languages

Grades (%)

IELTS

6.5,6,5.5,6=6

Work Experience (Sort from present to past)

Position

Duration (Year - Year)

Institute

Internship Jinnah Burn.& Reconstructive Surgery Centre, March 2019-August 2019
Lahore, Pakistan

Internship Rehab Cure Clinic September 2019-January

2020

Computer Skills

Program Level
Microsoft Word, Microsoft PowerPoint Good
SPSS, Adobe Photoshop, Writing Average

*Excellent, good, average or basic
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