
Abstract 
 

The current study examined the contribution of online virtual gamming 

success to social intelligence. 152 undergraduate students, predominantly 

Caucasian and middle-class, completed measures of virtual game playing 

and social intelligence.  Approximately a third of sample played virtual 

games. Males were more likely play World of Warcraft and females were 

more likely to play Farmville. Virtual game playing was related to social 

intelligence. Interestingly, controlling for amount of daily play success, World 

of Warcraft emerged as a significant correlate of social processing.  Success 

in Farmville was not related to social intelligence. 

Measures  

Introduction 

Method 

Participants 

• 152 undergraduate students (38 male and  114 females) from a small private suburban commuter college.  

•Average age : 20.33 years, SD=3.46. 

•88% Caucasian (n=133) 

• Year in college: 18% freshman (n=27); 23% sophomore (n=35); 34% juniors (n=52); 25% seniors (n=38) 

Results 

Social Intelligence: Descriptive Statistics  

Variable n+ M SD  α Range 
 

Potential 

Range 
 

Actual 

Skew 

Social Intelligence 152 100.91 15.98 .93 21-147 61-132 -.69 

 Social Awareness 152 35.23 5.32 .87 7-49 15-47 -.91 

 Social Processing 152 35.89 6.68 .87 7-49 22-49 -.48 

 Social Skills 152 35.79 5.97 .85 7-49 19-45 -.61 

Conclusions 

Differences between Non-Players and Players on Social Intelligence 

Massive online communities are forged and maintained by millions of individuals of all ages around 

the globe (Maehler 2009, Oakland 2005). Most research shows that time spent in the virtual gaming 

correlates negatively with real world success including addiction to such games,psychological 

disorders and poor academic performance (Holahan,1999).  

 

Social intelligence refers to the ability to appreciate the complexities of social relationships including 

understanding people’s thoughts, feelings, intentions, taking the perspective of others and having 

good relationships. Research has suggested that virtual media sources can teach cooperation, 

sharing, and complex problem solving skills all of which have real world applications (Oliver, 2009; 

Bell: 2009;Wen, 2010).    

 

The primary purpose of the present study was to examine the influence of virtual game playing on 

social intelligence. The most popular games include World of War Craft, Second Life and Farmville. 

World of Warcraft is a achievement role playing game in which individuals interact with a large group 

of people.  Second Life is a role playing, life simulation game in which individuals form relationships 

with a close group of people similar to “Real Life”. Farmville is a achievement based game which can 

be played alone or which others.  

 

Previous research has focused on the amount played in these games. In this study, we were 

interested in Success rather than time.  We expected that a skilled player would be better at social 

relationships.  Moreover, we wanted to examine the influence of type of game on social intelligence. 

 

 

 

Research Hypotheses 

 

Virtual media success be related to social intelligence 

1. Virtual game players would exhibit better social intelligence that non-players 

2. Success in games would be related to social intelligence, beyond amount of play time.  

*p <  .05 

 

 

• Virtual Game playing was not very common within the sample. Virtual game playing was 

more common among males than females.    

 

• Game playing was gender specific, with more males playing World of Warcraft and more 

females playing Farmville.  No one in the sample played Second Life. For those who 

played, playing time was very high.   

 

• Males and females did not differ in social intelligence. 

 

• As hypothesized, game playing was related to social intelligence.  Game players 

received higher social intelligences scores than non-players.  Longitudinal studies are 

needed to elucidate the direction of influence (i.e. Game playing           Social 

Intelligence or Social Intelligence          Game playing). 

 

• Interestingly, playing World of Warcraft which necessitates strategic skills, predicting 

opponents’ behaviors and interacting with a team, was related to the ability to predict 

other peoples’ behavior and understanding how one’s actions will make others 

feel. It was not related to other aspects of social awareness or social skills. 

 

•  Interestingly, playing Farmville was not related to social intelligence suggesting 

all virtual games may not be equal in their influence on social intelligence. Future 

research should examine the pertinent game features related to enhancing 

different aspects of social intelligence. 

 

•  Future research needs to further investigate the relations between types of 

virtual games and the ability to  effectively understand and negotiate complex 

social relationships.  Moreover, such research needs to include non-college 

populations. 

 
 

 
1No one in the sample played Second Life. 

Variable  

 

Social Intelligence  

Non-Player 

n=98 

Player 

n=54 

Non-player Player 

M SD M SD 

Social Intelligence  .32  .49* 101.59 15.44 116.56 12.01 

 Social Awareness  .23  .97* 33.33 6.92 38.69 4.53 

 Social Processing  .09  .44* 34.32 5.20 38.74 4.28 

 Social Skills  -.02  .46* 33.95 5.77 39.13 4.77 
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Success Scale 
(Judge rated) 

World of Warcraft 
 

Second Life 
 

Farmville 
 

Goal Players control an avatar within a 
game world exploring the 
landscape, fighting various 
monsters, completing quests, 
and interacting with other 
players 

Pretending to be someone or 
something to simulate an 
experience, usually 
interacting with others doing 
the same.  

The player works with others  
to advance in levels to 
purchase farm equipment, 
raise animals, and grow crops. 

 
Success Criteria 

 
• Duration of Play 
• # of characters 
• Levels of characters 
• Guild responsibilities 
• Participation in guilds  
• Interactions with players (not 

reflected i 

 
• Duration of Play 
• Relationship satisfaction 

with virtual relationship  
 

 
•Duration of Play 
•Business effectiveness (e.g., 
virtual money earned, virtual 
money spent, hard currency 
spent) 
•Social interaction (e.g., gift 
giving) 

 
1= Unsuccessful 

<1  2 hrs/day; Low average 
Character level (1-50); 0- 2 
avatars; does not participate in a 
guild.  

<1hr/day; No virtual 
relationships. 

 <1hr/day play; small farm; 
low amount of virtual money 
spent or earned($0-20)); low 
gift giving and receiving(0-5 
gifts) 

 
2= Low Success 

1 -3 hrs/day; Moderate to high 
average character level (50-60); 
2-3 avatars, participates in  guild 
infrequently (1-6xmonth). 

1-2hrs/day; No virtual 
relationships. 

>1hrs/day; small to moderate 
farm ( low amount of virtual 
money spent (21-40) or 
earned (21-40) low gift giving 
(0-10)/receiving (0-10) 

3=Moderate Success 2-5 hrs /day; high average 
character level (60-80) ; 2-5 
avatars,  participates in guild 
regularly (1-2xwk).  

1-4hrs/day; virtual 
acquaintances. 

1-2hrs/day ; moderate farm; 
average amount of virtual 
money spent or earned ($21-
60);  low amount of real 
money spent ($0-15); average 
gift giving and receiving (11-
15 gifts) 

4= High Success 4->7 hrs/day; Max level 
character (80); 3 or more 
avatars; participates with guild 
as often as possible; 3-4xwk or 
every raid 

5->7 hrs/day; involved in 
happy virtual relationship,. 

3->7hrs/day ; large farm; High 
amount of virtual money 
earned or spent($ 61->100); 
average amount of real 
money spent ($0->15); high 
gift giving and receiving (16-
>20 gifts) 

Social Intelligence 
 

The Tromso Social Intelligence Scale (TSIS, Silver,Martinusessen, & Dahl, 2001) 
21 items rated on 7 point Likert Scale (1= unlike me; 7= very much like me) 

 

Social Awareness Social Processing  Social Skills 

• I often feel that it is difficult to 
understand others’ choices.  

  
• People often surprise me with 

the things they do.  

• I can predict other peoples’ 
behavior.  
 

• I know how my actions will 
make others feel.  

 

• I often feel uncertain around 
new people who I don’t know  
 

• I fit in easily in social situations  
 

Game players 35.5% (n=54) 1 

Males Females 

% Played 

Total 
Mean Hours (SD)  Played 

58% (n=22)  28% (n= 32) 

 
50%(n=19) 

 
10%(n=8) 

 Hours Played M=4.74, SD=1.15 
Md=5.0 (7 hours/day) 

M=3.40, SD=1.43 
Md=3.5 (3-4 hours/day) 

Success M=3.05, SD=1.05 
Md=3.00 (Moderate) 

M=2.83 SD=1.13 
Md=3.00 (Moderate) 

 
 

  

11%(n=4) 
 
24%(n=27) 

Mean Hours (SD)  Played M= 2.75, SD=1.50, Md=3.0 (3-4 
hours/day) 

M= 3.26, SD=1.06,  
Md=3.0 (3-4 hours/day) 

Success M=3.00, SD=1.41 
Md=3.50 (Moderate) 

M= 3.22, SD= .89 
Md=3.00 (Moderate) 

Video- Game Playing 

 

Variables 

 

WARCRAFT 

SUCCESS 

FARMVILLE 

SUCCESS 

Social Intelligence  .17  .16 

 Social Awareness  .04  .02 

 Social Processing  .40*  .21 

 Social Skills  .09  .19 

Partial Correlations: Relations between Success and Social Intelligence 

Controlling for Daily Play Time 

*p <  .05 

 


