
Accepted Manuscript

An empirical study on gender, video game play, academic success and complex
problem solving skills

Muhterem Dindar

PII: S0360-1315(18)30132-5

DOI: 10.1016/j.compedu.2018.05.018

Reference: CAE 3361

To appear in: Computers & Education

Received Date: 4 December 2017

Revised Date: 25 May 2018

Accepted Date: 27 May 2018

Please cite this article as: Dindar M., An empirical study on gender, video game play, academic
success and complex problem solving skills, Computers & Education (2018), doi: 10.1016/
j.compedu.2018.05.018.

This is a PDF file of an unedited manuscript that has been accepted for publication. As a service to
our customers we are providing this early version of the manuscript. The manuscript will undergo
copyediting, typesetting, and review of the resulting proof before it is published in its final form. Please
note that during the production process errors may be discovered which could affect the content, and all
legal disclaimers that apply to the journal pertain.

https://doi.org/10.1016/j.compedu.2018.05.018


M
ANUSCRIP

T

 

ACCEPTE
D

ACCEPTED MANUSCRIPT
 

An empirical study on gender, video game play, academic success and complex problem 

solving skills 

 

Muhterem Dindar 

University of Oulu, Faculty of Education 

 

 

Corresponding author:  

Dr. Muhterem Dindar 

Learning and Educational Technology Research Unit 

Faculty of Education 

University of Oulu, FI-90014, Oulu, FINLAND 

Phone: +358 (45) 505964521 

E-mail: muhterem.dindar@oulu.fi 

 

 

 

 

Abstract 

This study investigated the video gaming behaviours of 479 high school students with respect to 

gender-based differences, as well as the relationship between video gaming, academic success 

and Complex Problem Solving skills (CPS). Video gaming was measured under the gaming 

experience, gaming time, gaming frequency, perceived gaming skills, playing alone vs. playing 

with a team, and game genre dimensions. The Programme for International Student Assessment 

(PISA) 2012 Creative Problem Solving test was utilized to measure CPS. Findings showed that 

the sampled males had more experience and skills in video gaming and spent more time on video 
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