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Abstract 

The main objective of this study is to examine the impact of computer games and software on the identity 

formation of middle school students in the city of Karaj. This research is applied in terms of purpose and 

descriptive-survey in terms of methodology. The statistical population consists of all middle school 

students in Karaj during the academic year 2024-2025. A stratified random sampling method (based on 

middle school levels in Karaj) was used for sampling. Based on Cochran's formula, 257 students were 

selected as the sample. However, to increase the confidence level, data was collected from 320 students. 

The data collection tool was a questionnaire, including the standardized identity dimensions questionnaire 

(Fallah et al., 2013) with a reliability coefficient of 0.79. The F-test analysis of variance (ANOVA) was 

used for data analysis and hypothesis testing. The descriptive findings indicate that most participants use 

computer games and software for 2 to 4 hours per day. Sports games were the most preferred, followed 

by war and shooting games. Additionally, most participants preferred playing computer games at home 

under parental supervision. Regarding identity formation, the identity level of middle school students in 

Karaj was above average. National identity formation ranked highest among identity components, 

followed by family identity. Furthermore, the hypothesis test results revealed that the type of games and 

computer software, the extent of their usage, and the conditions under which they are used significantly 

impact students' identity formation. 

Keywords: Computer games, computer software, identity formation, Karaj. 
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Introduction 

Computer Games" in today's world are considered a part of the "entertainment industry." Over the past 

decade, the expansion of these games has led to their recognition as one of the most significant sectors 

within the entertainment industry. Due to their complexities and diverse characteristics, computer games 

are designed and produced through a complex process involving various individuals and different tools, 

following the principles of mass production. The production of computer games connects different 

professional fields, technological aspects, and various factors in trade and industry, which is why the term 

'industry' is commonly used to describe them (Shamsi & Jalali, 2013). 

Identity has become one of the central concepts and topics in research, influenced by various social and 

individual factors, one of which is the media. In today's era, the role of media is so substantial that it is 

impossible to envision human societies without them. Moreover, these media play a significant role in 

many aspects of both social and individual activities. The expansion and development of mass 

communication tools in human life have reached such an extent that the present age is referred to as the 

"age of communication" (Haghverdi Taghanki, 2014). 

Visual and computer-based media play a fundamental role in identity formation, particularly during 

childhood and adolescence. These media are responsible for transmitting and directing a wide range of 

symbols, norms, values, beliefs, messages, and thoughts within societies. Some scholars even argue that 

the entire cultural and social life is transformed through mass media and computer software (Thompson, 

2001). 

Computer and video games, like all other games, are both entertaining and contribute to social skill 

development. Additionally, playing and discussing games are essential aspects of children's and 

adolescents' lives. The two main aspects of video games—entertainment and education versus ethical 

concerns—lead to profound psychological conflicts. However, within this mental framework, elements of 

violence, sexuality, and death are intertwined, with the ultimate goal being victory, the destruction of the 

enemy, and overcoming challenges within the game. These portrayals dictate specific moral principles to 

the player, which then influence their real-life values. The objective is not just reaching the end of the 

game, but rather, the goal is instilled in the player during gameplay. Elements such as violence, fear, 

horror, sexuality, and immorality directly impact the highly active subconscious mind, shaping the 

player's behavior in a particular direction (Khakzad Shahan Dashti, 2011). 

Given the increasing use of new media, including computer games, particularly among children and 

adolescents in our country, they are increasingly surrounded by a complex and vast media landscape. It 

appears that these media significantly impact their identity formation. Thus, the central question of this 

research is: To what extent have computer games and software influenced the identity transformation of 

students? 

Research Objectives 

Main Objective: 
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The primary objective of this study is to identify the impact of computer games and software on the 

identity formation of middle school students in Karaj and to provide appropriate strategies for educational 

administrators and policymakers. 

Secondary Objectives: 

Identifying the impact of the duration of computer game and software usage on students' identity 

formation. 

Identifying the impact of the type of computer games and software on students' identity formation. 

Identifying the impact of the conditions under which computer games and software are used on students' 

identity formation. 

Comparing the impact of the duration of computer game and software usage on identity formation across 

different grade levels. 

Comparing the impact of different types of computer games and software on identity formation across 

different grade levels. 

Identifying the impact of the conditions under which computer games and software are used on students' 

identity formation across different grade levels. 

Identifying differences in the impact of the duration of computer game and software usage on different 

types of identity formation in students." 

lecture review 

Domestic Background 

Haghverdi Taqanaki and colleagues (2015) conducted a study titled "Computer Games and Cultural 

Identity." The results showed a significant difference between the religious, national, and global identities 

of students who played computer games and those who did not. However, no significant difference was 

observed between the academic fields and ages of students who played and did not play computer games. 

Mousavi (2015), in a study titled "The Role of Western Mass Media in Identity Formation Among Iranian 

Youth," found that the average negative impact of media on identity from the youth's perspective was 

3.87, the average impact of the lack of attractiveness of domestic media on identity formation was 3.94, 

and the average impact of Western media on identity formation among young people in Karaj was 4.01. 

These results indicate that the role of Western media in identity formation is even greater than the lack of 

attractiveness of domestic media. 

Fallahi and colleagues (2014), in their study "The Impact of Computer Games on Identity Formation and 

Lifestyle of Students," found a negative and significant relationship between computer games and identity 

formation in male students, as well as between computer games and the lifestyle of female students. 
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However, no significant relationship was found between computer games and identity formation in 

female students or between computer games and the lifestyle of male students. 

Falah and colleagues (2013), in their study titled "The Impact of Non-Native Computer Games on the 

Identity Change of Students," concluded that computer games significantly affect students' national, 

religious, familial, and gender identities but do not significantly impact their personal identities. 

Moreover, a significant difference was found between boys and girls regarding the influence of computer 

games on identity variables (religious, familial, gender, and personal), with boys being more affected. The 

impact of computer games on students' identities showed no significant difference based on their grade 

level or academic field. 

Abdollahi and Rasouli Zadeh Tabatabai (2013) conducted a study titled "The Impact of Computer Games 

on Personality Traits and Adaptation Among Adolescents." The results indicated that: 

Neuroticism in male adolescents was lower than in female adolescents. 

Academic adaptation among adolescents with a history of playing games was lower than among those 

without such a history. 

Extraverted adolescents were more inclined toward playing computer games than introverted adolescents. 

A difference existed between boys and girls who had experience with computer games regarding 

academic adaptation. 

Doran and colleagues (2012) conducted a study titled "The Role of Computer Games in Youth Identity 

Formation." The findings revealed that computer games have a significant impact on youth identity 

formation. 

Heratian and Nozari (2011), in a study titled "The Impact of Computer Games on the Level of Empathy 

Among Adolescents," found that computer games had a negative correlation with perspective-taking but 

showed no relationship with empathy-related subscales, such as personal distress and empathic concern. 

Students who played computer games for more than 52 minutes daily, on average, exhibited lower levels 

of perspective-taking. Gender played a role in the correlation between computer games and empathy. 

Doran (2010), in a study titled "The Role of Computer Games in Youth Identity Formation," compared 

the identity of gamers and non-gamers (or those with limited gaming experience). The results indicated 

that while both groups demonstrated emotional attachment, behavioral commitment, and identity 

dedication, the commitment among gamers was conditional and temporary. The study examined the 

predictive role of personality traits, parenting styles, and computer gaming in identity status changes, 

showing that parental warmth, conscientiousness (a personality trait), parental structure, and computer 

gaming significantly influenced identity achievement. Gamers had a positive evaluation of computer 

games, but they did not differ significantly from the comparison group in any of the five major 

personality traits or parenting dimensions. 
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International Background 

Owaldsen et al. (2012), in a study titled "The Role of Multiplayer Video Games in Social Behavior," 

found that violent video games played in a competitive multiplayer setting significantly influenced group 

behavior. 

Kimpa and Mokonen (2012) conducted a study titled "The Role of Online Computer Games in User 

Identity Formation." The results indicated that the type of computer games (online vs. offline) influences 

identity formation, with users of online multiplayer games exhibiting a higher level of identity formation. 

Fox (2012), in a study titled "Mass Media, Lifestyle, and Identity Reflection in Windhoek," examined the 

role of mass media in youth-adult relationships and youth identity formation. The findings revealed a 

significant difference in the degree of agreement and understanding of media-presented information 

between local and international media. Respondents showed a more positive response to lifestyles and 

news presented by international media than by traditional local media, with young people displaying a 

greater preference for international media. 

Bowers (2011), in a study titled "Video Games as a Supplement to Identity," concluded that video games 

significantly influence identity formation, particularly athletic identity among athletes. 

Dew (2010), in a study titled "Identity Formation and Differences in Mass Media: A Content Analysis of 

Television Programs," found that television programs and network-based computer games shape youth 

identity by influencing gender, class, ethnic, and racial values. 

Richards (2010), in a study titled "The Relationship Between Mass Media and Adolescent Values and 

Maturity Behaviors," analyzed educational data from 2002 to 2006 to examine the effects of various mass 

media types. The results showed that different types of media do not have a uniform impact. Television 

and video games significantly correlated with adolescent values, but the influence of internet usage was 

more substantial. The findings also indicated that when parents consider their children as "significant 

others" and do not reject them, they are better able to counteract the negative effects of media. 

Chen et al. (2010), in a study titled "The Impact of Educational Computer Games on Students' Cultural 

Identity," found that educational and academic-oriented computer games significantly impact children's 

cultural identity. 

Galli and Fanelli (2010) conducted a study titled "Games and Narratives," which concluded that video 

games significantly influence gender identity formation through gendered imagery and narratives. 

Shaw (2010), in a study titled "Identity, Identity Formation, and Media in Video Games: A Study of 

Audience Reception," found that video games significantly contribute to pluralistic identity formation 

among the studied youth population. 

Methodology 
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This research is applied in terms of purpose and descriptive-survey in terms of research type. The study 

aims to describe the conditions and examine the impact of computer games and software on the identity 

change (national, religious, familial, gender, and personal) of male elementary school students in Karaj. 

The researcher collects and analyzes data through a survey based on students' perspectives. 

Additionally, in terms of data collection method, this study falls under survey research. 

The statistical population consists of all male students in the second stage of elementary school (fourth, 

fifth, and sixth grades) in Karaj during the academic year 2023-2024, totaling 1,330 students. 

The sample size, determined using Cochran's formula to increase confidence levels, was set at 320 

students, ensuring data collection from fourth, fifth, and sixth-grade students. 

Finding 

affects the level of identification of First hypothesis: The amount of use of computer games and software 

male students in the second year of elementary school in Karaj city.  

To examine this hypothesis, since the measurement level of the independent and dependent variables of 

is ordinal, Spearman's correlation coefficient test was usedthe research .  

Student identification ) Correlation between the use of computer games and software and1Table (  

 

 

 

 

 

Spearman  statistic ) was used to examine this relationship. The results of theχ correlation coefficient ( 

that there is a significant correlation between these two variables (the amount of use correlation test show 

confidence level. The  99%of games and computer software with the student identification variable) at a 

intensity of this correlation is evaluated at a very strong and negative level according to Spearman's 

). This means that with an increase in each of the variables, the other variable also 0.63-coefficient (

decreases, and conversely, with a decrease in one, the other also increases. Therefore, the above 

hypothesis is confirmed in terms of the existence of a relationship between the independent variable (the 

amount of use of games and computer software) and the dependent variable (student identification). The 

result is that the more the amount of use of games and computer software increases, the more it will have 

a negative and inverse effect on student identification .  

Second hypothesis: The type of games and computer software affects the level of identification of male 

students in the second year of elementary school in Karaj city.  

is nominal and the measurement Since the measurement level of the independent variable of the research 

level of the dependent variable is interval, first the dependent variable was converted to an ordinal and 

then Cramer's v test was used to examine the second hypothesis .  

Independent variable 

Dependent variable 
nd softwareAmount of use of computer games a  

Student identification 

0.63- Spearman correlation coefficient 

0.000  level of significance of correlation  

320  total number of respondents  
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Student identification ) Correlation: Type of games and computer software and2Table (  

To examine this relationship, the correlation coefficient (statistics ) v  Cramer was used. The results of the 

v that there is a significant correlation between these two variables (type of Cramer correlation test show 

confidence level. The  99%games and computer software with the student identification variable) at a 

intensity of this correlation is evaluated at a weak and direct level according to the  v Cramer coefficient 

)0.28  (  .This means that with an increase in each of the variables, the other variable also increases, and 

conversely, with a decrease in one, the other also decreases. Therefore, the above hypothesis is confirmed 

in terms of the existence of a relationship between the independent variable (type of games and computer 

software) and the dependent variable (student identification). The result is that the more the type of games 

be on the student identification and computer software increases, the more direct the effect will .  

 
students' identification) Relationship between types of games and computer software and 1Chart (  

affect the level of identification Third hypothesis: The conditions for using computer games and software 

of male students in the second year of elementary school in Karaj city.  

is nominal and the measurement Since the measurement level of the independent variable of the research 

level of the dependent variable is interval, first the dependent variable was converted to an ordinal and 

then Cramer's v test was used to examine the second hypothesis .  

students' identification) Correlation: Conditions for using computer games and software and 3Table (  

Independent variable 

Dependent variable 
Types of computer games and software 

Student identification 

0.28 Cramer 's v correlation coefficient 

0.000 level of significance of correlation  

320 total number of respondents  

Independent variable 

Dependent variable 
Terms of use of computer games and software 
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To examine this relationship, the correlation coefficient (statistics ) v  Cramer was used. The results of the 

v Cramer correlation test show that there is a significant correlation between these two variables 

 95%(conditions for using games and computer software with the student identification variable) at a 

according to theis evaluated at a weak and direct level confidence level. The intensity of this correlation   

v ) . This means that with an increase in each of the variables, the other variable 0.17Cramer coefficient (

e above also increases, and conversely, with a decrease in one, the other also decreases. Therefore, th

hypothesis is confirmed in terms of the existence of a relationship between the independent variable 

(conditions for using games and computer software) and the dependent variable (student identification). 

e direct The result is that the more the conditions for using games and computer software increase, the mor

the effect will be on student identification .  

 
students' ) Relationship between the conditions of using games and computer software with 2Chart (

identification 

Fourth Hypothesis: The effect of the use of computer games and software on the level of identification of 

male students varies among the grades of the second year of elementary school .  

) Comparison of the rate of identification based on the use of games and computer software 4Table (

among educational levels 

Amount of use of 

computer games and 

software 

Educational background Sample Average 

identification 

 

hours 2Less than  

 

First, guidance .  17 3/91  

Second guidance 11 59/3  

Third, guidance 13 82/3  

 

2 hours 4to  

First, guidance .  35 3/46  

Second guidance 25 3/23  

Third, guidance 32 07/3  

Student identification 

0.17 Cramer 's correlation coefficient 

0.005 level of significance of correlation  

320 total number of respondents  
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4 hours 6to  

 

First, guidance .  12 3/36  

Second guidance 28 3/15  

Third, guidance 40 3/27  

 

hours 6More than  

First, guidance .  20 07/2  

Second guidance 9 38/2  

Third, guidance 15 01/2  

) Results of the MANOVA test5Table (  

Index Sum of 

squares 

Degree of 

freedom 

Mean squares F  Meaningfulness 

Modified model 716/84548  11 247/7686  187/25  0/000  

Width from origin 200/5981992  1 200/5981992  012/19602  0/000  

Amount of game use* 

Educational level 

457/4190  6 410/698  289/2  0/035  

Dependent variable: Level of identification 

and the level of ) show that the combination of the amount of use of computer games 5The data in Table (

) is less 0.035education has an effect on the level of identification. Because the significance obtained (

. This means that the effect of the amount of use of computer games 0.05than the standard error level of 

of male students is different among the levels of education of and software on the level of identification 

the first year of secondary school. Thus, the hypothesis of the study  ) H1  (dis confirme .  

computer software on the level of identification of Fifth Hypothesis: The effect of the type of games and 

male students varies among the grades of the first year of secondary school .  

based on the type of games and computer software among ) Comparing the rate of identification 6Table (

educational levels 

computer games and software Educational background Sample identificationAverage  

War and shooting 

First, guidance .  16 3/31  

Second guidance 15 3/34  

Third, guidance 20 3/13  

Sports 

First, guidance .  25 3/30  

Second guidance 29 3/15  

Third, guidance 6 00/3  

Mystery 

First, guidance .  6 05/3  

Second guidance 9 3/27  

Third, guidance 26 00/3  

playing-Strategic and role  

First, guidance .  18 64/3  

Second guidance 10 3/35  

Third, guidance 17 3/21  

Educational 

First, guidance .  13 84/3  

Second guidance 6 59/3  

Third, guidance 16 3/48  

A competition 

First, guidance .  6 94/3  

Second guidance 4 3/31  

Third, guidance 15 85/3  

) Results of the MANOVA test7Table (  

Index 
Sum of 

squares 

Degree of 

freedom 
Mean squares F Meaningfulness 

Modified model 023/35038  17 060/2061  337/4  0/000  
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Width from origin 200/5981992  1 200/5981992  948/12588  0/000  

Game Type* 

Educational Level 
477/6104  10 448/610  285/1  238/0  

Dependent variable: Level of identification 

and the amount of ) show that the combination of the type of use of computer games 7The data in Table (

use of games does not have a difference on the level of identification. Because the significance obtained 

)0.238  (. This means that the effect of the type of use of 0.05is greater than the standard error level of 

computer software on the level of identification of male students does not differ among the games and 

grades of the first secondary school. Thus, the hypothesis of the study  ) H1  (is rejected .  

computer games and software on the level of identification of male : The conditions of using 6Hypothesis 

students differ among the grades of the first year of secondary school .  

computer software among ) Comparing the rate of identification based on the type of games and 8Table (

educational levels 

Terms of computer games and software Educational background Sample Average identification 

Alone 

First, guidance .  16 3/30  

Second guidance 13 3/13  

Third, guidance 23 3/32  

At home and with family 

First, guidance .  26 3/19  

Second guidance 26 3/23  

Third, guidance 32 3/15  

At home and with friends 

First, guidance .  25 73/3  

Second guidance 20 3/46  

Third, guidance 26 3/24  

At the club with friends 

First, guidance .  17 57/3  

Second guidance 14 3/43  

Third, guidance 19 3/35  

) Results of the MANOVA test9Table (  

Index Sum of 

squares 

Degree of 

freedom 

Mean squares F  Meaningfulness 

Modified model 953/17169  11 905/1560  979/2  0/001  

Width from origin 200/5981992  1 200/5981992  441/11417  0/000  

Game conditions* 

Educational level 

895/4759  6 316/793  514/1  173/0  

Dependent variable: Level of identification 

and the ) show that the combination of the conditions of using computer games 9The data in Table (

educational level does not have a difference in the level of identification. Because the significance 

. This means that the effect of the 0.05) is greater than the standard error level of 0.173obtained (

of male students does not conditions of using computer games and software on the level of identification 

tudydiffer among the educational levels of the first year of secondary school. Thus, the hypothesis of the s 

 )H1  (is rejected .  

computer software on the types of Seventh Hypothesis: The impact of the amount of use of games and 

student identification varies.  

based on the amount of use of games and computer ) Comparison of identification levels 10Table (

software 

Amount of use of computer games and software Number Average Standard deviation 

hours 2Less than  92 76/3  765/17  

2 hours 4to  112 3/26  193/21  
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4 hours 6to  98 3/25  071/15  

hours 6More than  18 11/2  944/12  

) Results of11Table ( F ANOVA test 

Test type 
F- 

statistic 

Degree of 

freedom 

Mean 

square 
Meaningfulness 

Confidence 

level 

Standard 

error level 

way -One

analysis of 

variance 

41/16  3 390/327  0/000  %95  %5  

) Tukey12Table ( HSD test results 

Comparison groups  Average difference Standard deviation Meaningfulness 

hours 2Less than  

2 hours 4to  504/20  546/2  0/000  

4 hours 6to  654/20  627/2  0/000  

hours 6Over  466/67  663/4  0/000  

2 hours 4to  
4 hours 6to  151/0  503/2  1/000  

hours 6Over  962/46  595/4  0/000  

4 hours 6to  hours 6Over  812/46  640/4  0/000  

of students who use computer games and above tables show that the average level of identification 

, the average level of identification of students who use 3.76hours a day is  2software for less than 

, the average level of identification of students 3.26hours a day is  4to  2computer games and software for 

, and for students who use computer games for 3.25hours a day is  6to  4who use computer games for 

. Since the significance level of the2.11hours a day, it is  6more than   F statistic is less than the 

significance level (0.05), i.e. P-value  =0.000 confidence  95%, it can be said with 0.05and is smaller than 

between the above groups is significant and the amount of that the difference in the level of identification 

use of games and computer software has a difference in the level of identification of male students in the 

first year of high school in Karaj. In other words, the opposite hypothesis is rejected and the research 

hypothesis is confirmed. The results of the Tukey test have shown that the difference between the first 

and the third and fourth groups was significant and the average identification was  and second groups

higher in students who use a lower amount of games and computer software .  

Conclusion 

Hypothesis 1: 

The extent of using computer games and software affects the identity formation of male students in the 

first year of secondary school in Karaj. 

Statistical Results: 

The results of Spearman’s correlation test indicate a significant correlation between these two variables 

(the extent of using computer games and software and students’ identity formation) at a 99% confidence 

level. The strength of this correlation, according to the Spearman coefficient (-0.63), is evaluated as very 

strong and negative. This means that as one variable increases, the other decreases, and vice versa. 

Therefore, the above hypothesis, which suggests a relationship between the independent variable (extent 

of using computer games and software) and the dependent variable (students' identity formation), is 

confirmed. The conclusion is that the higher the usage of computer games and software, the more 

negatively and inversely it affects students' identity formation. 
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Statistical Conclusion: 

With a significance level of 0.000 and 95% confidence, it can be stated that the difference in identity 

formation levels between the groups is significant. The extent of using computer games and software has 

had a very strong negative impact on the identity formation of male students in the first year of secondary 

school in Karaj. The average identity formation score was higher in students who used computer games 

and software less frequently. 

Comparison with Other Studies: 

This result aligns with the findings of Hagverdi Taghanki et al. (2015), Fallah (2013), Doran et al. (2012), 

Doran (2010), and Shaw (2010), which examined the impact of computer games on various dimensions of 

youth identity. In Taghanki et al.'s (2015) study, a comparison was made between individuals who never 

or rarely played games (non-users) and those who were frequent users. The findings emphasized the 

strong negative impact of computer games on religious, national, and global identity dimensions. 

Interpretation: 

To explain this result, as Erikson’s identity theory suggests, young people strive for a stable and strong 

identity as they approach adulthood. They actively seek sources for identity formation. Additionally, 

identity formation is not an instant process but rather a gradual, time-dependent phenomenon. The 

captivating nature of computer games and software keeps young individuals engaged for long periods, 

especially during their crucial identity-forming years. Since they rely on any available model for identity 

formation, prolonged exposure to games limits their opportunity to derive identity from other sources 

such as family, friends, and books. Consequently, these games and their characters become dominant 

models for the identity formation of adolescents. 

Hypothesis 2: 

The type of computer games and software affects the identity formation of male students in the first year 

of secondary school in Karaj. 

Statistical Results: 

The results of Cramer’s V correlation test indicate a significant correlation between these two variables 

(type of computer games and software and students’ identity formation) at a 99% confidence level. The 

strength of this correlation, according to the Cramer’s V coefficient (0.28), is evaluated as weak and 

positive. This means that as one variable increases, the other also increases. Therefore, the above 

hypothesis, which suggests a relationship between the independent variable (type of computer games and 

software) and the dependent variable (students’ identity formation), is confirmed. The conclusion is that 

the type of computer games and software has a direct effect on students' identity formation. 

Statistical Conclusion: 
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With a significance level of 0.001 and 95% confidence, the difference in identity formation levels among 

different groups is statistically significant. The type of computer games and software influences the 

identity formation of male students in the first year of secondary school in Karaj. The highest positive 

identity formation score was observed in students who played racing games, while the lowest score was 

found in those who played shooting and combat games. 

Comparison with Other Studies: 

This finding is consistent with the studies of Fallahi (2014) (impact of boys' computer games), Kimppa & 

Mukonen (2012) (impact of online games), Oldson et al. (2012) (negative impact of violent games), 

Bowers (2011) (impact of sports video games), Chen et al. (2011) (impact of educational games on 

cultural identity), Galli & Fanelli (2010) (impact of sexually explicit games), and Dewe (2010) (impact of 

networked games). These studies similarly highlight the influence of different types of computer games 

on youth identity formation. 

Interpretation: 

Based on Erikson’s theory, an individual's perception of their surroundings influences their identity and 

choice of identity-forming sources. If computer games and software serve as identity formation sources, 

the choice of games depends on the individual’s perception of reality. The widespread broadcasting of 

youth-friendly sports and competitive events in mass media has led to racing and competitive games 

being the preferred choice for identity acquisition. According to Demol’s "playful identity formation" 

theory, in interactive and virtual games, users actively internalize the game structure, shaping their 

identity accordingly. Beyond simple character imitation and influence from game narratives and 

competitions, players are affected by the flexibility, reversibility, and unpredictability of these games. As 

a result, they continuously experience winning and losing states. In such games, users may assume the 

role of a football player, adopt their personality, transfer them to a club, eliminate them from competition, 

and ultimately align their behavior, movements, and clothing with the game's character, developing a 

virtual identity in harmony with it. 

Hypothesis 3: 

The conditions of using computer games and software affect the identity formation of male students in the 

first year of secondary school in Karaj. 

Statistical Results: 

The results of Cramer’s V correlation test indicate a significant correlation between these two variables 

(conditions of using computer games and software and students’ identity formation) at a 95% confidence 

level. The strength of this correlation, according to the Cramer’s V coefficient (0.17), is evaluated as 

weak and positive. Therefore, the above hypothesis, which suggests a relationship between the 

independent variable (conditions of using computer games and software) and the dependent variable 

(students’ identity formation), is confirmed. The conclusion is that better conditions for using computer 

games and software have a direct effect on students' identity formation. 
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Statistical Conclusion: 

With a significance level of 0.000 and 95% confidence, the difference in identity formation levels among 

different groups is statistically significant. The conditions under which students use computer games and 

software influence their identity formation... 

(Translation continues based on further text provided.) 
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