
Playing video games can have positive effects on cognitive functions, problem-
solving skills, hand-eye coordination, and moods. They require abstract and
high-level thinking that may not be taught in school and can bring instant
happiness or relaxation. However, it's important to note that excessive gaming
can have negative effects on physical and mental health.

Video game addiction is the
uncontrolled use of video games which
can be easily accessed through
various devices like computers, tablets,
and smartphones. It is a problem for
students of this generation, as it can
be embedded into websites they visit,
including social networking sites.

Gaming addiction is the excessive
and compulsive use of video or
internet games that leads to
impairment in various life areas
over a long period. It can result in
social isolation, mood swings,
decreased creativity, and hyper-
focus on in-game achievements, to
the exclusion of other life events.

The effects of gaming addiction on students'
academic performance and daily lives are
significant; thus, it is important to study both the
negative and positive impacts on behavior and the
mind.



Preliminary Literature Review

Hayley Tsukayama (2018) 
Stated Simply playing a lot of video games does not automatically
mean that someone has a problem. The hallmark of the disorder is
that playing games overtakes other desires, and that it continues or
escalates despite negative consequences. A diagnosis would have to
include evidence of this type of behavior lasting for more than 12
months, the organization said.

Mehroof, M et al. (2010) 
Stated that Regions of the brain associated with cravings in substance
abuse also appear to be activated in gaming addicts when they view
images of video games.

Hussain et al. (2009) 
Stated that Excessive use of technology is relatively rare. Compared
to females, males are more likely to develop a gaming addiction. Boys
are more likely to play aggressive or violent games while girls are
more likely to play platform and puzzle games.

King et al. (2010) 
Stated that In a large German study (more than 15,000 participants)
3% of male students and 0.3% of female student were viewed as
having a computer gaming addiction.

Rehbein et al. (2009) 
Stated that It is possible that excessive video game play is caused by
poor time management skills and an avoidance of other problems,
rather than inherent addictive qualities of the games.
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A study on the impact of gaming addiction on
academic performance shows that excessive gaming
can have negative impacts on scholastic
achievement. The study emphasizes the significance
of parental involvement and educational programs
in promoting healthy gaming habits and responsible
use of technology. Open communication between
parents, educators, and students about the risks
associated with excessive gaming can help mitigate
its negative effects on academic performance.
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