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This study examined the knowledge of the health consequences of excessive gaming among engineering students at Abia State University, Uturu. With the increasing prevalence of video gaming among university students, concerns have emerged about its potential impact on academic performance, physical health, and mental well-being. The study employed a descriptive cross-sectional design involving 310 engineering students selected through a stratified convenience sampling method. Data were collected using a structured questionnaire and analyzed using descriptive and inferential statistics. Findings revealed that while a majority of respondents (81.0%) were aware that excessive gaming could lead to sleep disorders, fewer students demonstrated comprehensive knowledge of other health-related consequences. Many participants (44.2%) reported gaming for 1–3 hours daily, with 13.5% exceeding 5 hours per day. Nighttime gaming (57.1%) and gaming during busy academic periods (65.5%) were common. Although 64.2% of students used self-regulation methods such as time limits, 44.8% reported no preventive strategies. Peer influence (35.5%) and internet access (46.8%) significantly shaped gaming behaviors. Departmental differences were statistically significant (p = 0.014), with students in Computer and Mechanical Engineering more prone to longer gaming sessions. Despite high awareness of health risks, there was a noticeable gap between knowledge and actual behavior, with many students continuing excessive gaming despite understanding its consequences. The study concludes that interventions must move beyond awareness to include behavioral and institutional strategies. Recommendations include peer-led digital health education, integration of counseling services, and promotion of alternative recreational activities to support balanced gaming practices among students.
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1.0 INTRODUCTION
The rapid growth of digital gaming has transformed entertainment, education, and social interaction, particularly among university students (André et al., 2021). While moderate gaming can enhance cognitive skills and provide stress relief (Kowal et al., 2021), excessive engagement has been linked to significant health risks, including sleep deprivation, musculoskeletal disorders, anxiety, depression, and academic decline (Alzahrani & Griffiths, 2024; Kumar et al., 2021). The World Health Organization (WHO, 2020) formally recognized gaming disorder as a behavioural addiction, characterized by impaired control over gaming, prioritization of gaming over other activities, and continued use despite negative consequences. Despite this recognition, many university students remain unaware of the potential health implications of prolonged gaming (Hebebci et al., 2022), necessitating further research into their knowledge levels and gaming behaviours.
Engineering students, due to their rigorous academic schedules and exposure to technology, may be particularly susceptible to excessive gaming (Palal et al., 2022). Studies indicate that students in technical disciplines often engage in extended gaming sessions, sometimes as a coping mechanism for academic stress (Bu & Ding, 2024). However, research on gaming behaviours among Nigerian engineering students remains scarce, with existing studies focusing primarily on medical students (Chime et al., 2021) or secondary school populations (Aguocha & Uwakwe, 2023). This gap underscores the need for targeted investigations into gaming patterns and awareness levels among engineering undergraduates in Nigeria, particularly at institutions like Abia State University, Uturu.
Gaming behaviours are influenced by multiple factors, including gender, peer influence, accessibility to high-speed internet, and academic workload (Jamil et al., 2023; Moustafa et al., 2020). Male students, for instance, are more likely to engage in competitive and prolonged gaming sessions compared to females (Taechoyotin et al., 2020). Additionally, social reinforcement and the immersive nature of modern video games contribute to compulsive gaming habits (Király et al., 2023). Furthermore, the factors influencing gaming behaviours and awareness levels among Nigerian engineering students remain poorly documented. While international studies have identified key determinants such as peer influence, gender differences, internet accessibility, and academic workload (Jamil et al., 2023; Moustafa et al., 2020), it remains unclear how these factors manifest in the specific cultural and institutional context of Nigerian universities. Despite these findings, little is known about the specific factors shaping gaming behaviours and health awareness among Nigerian engineering students. Understanding these dynamics is important for developing effective interventions to promote balanced gaming habits.
This study seeks to bridge this gap by examining the extent of knowledge regarding the health consequences of excessive gaming, gaming patterns (including frequency, duration, and preferred game genres) and factors shaping gaming behaviours, including academic stress, social interactions, and accessibility to gaming devices. By addressing these objectives, this research will contribute to the broader discourse on gaming disorder and inform university policies, awareness campaigns, and mental health interventions tailored to engineering students. Given the increasing integration of digital entertainment in academic environments, findings from this study could help mitigate the adverse effects of excessive gaming while promoting healthier recreational habits (Salleh & Ghani, 2022).
2.0 METHODOLOGY
This study adopted a cross-sectional, descriptive research design to examine the knowledge of health consequences, gaming patterns, and associated factors among engineering students at Abia State University. The cross-sectional approach was selected to capture data at a single point in time, providing a snapshot of gaming behaviours and awareness levels within the target population. This design was particularly appropriate given the study's objectives to assess current knowledge levels, document existing gaming habits, and identify influencing factors rather than track changes over time. The descriptive component of the design focused on systematically characterizing the extent of students' awareness regarding gaming-related health risks, their gaming frequency and duration, and the various personal and environmental factors shaping these behaviours.
Population of study
The target population for this study comprised all undergraduate engineering students enrolled at Abia State University, Uturu, during the 2023/2024 academic session to give a total population of 1030. This included students across all five academic levels (100 to 500 level) in the Faculty of Engineering, spanning departments such as Electrical/Electronic Engineering, Mechanical Engineering, Civil Engineering, and Computer Engineering. The population was selected based on their heightened vulnerability to excessive gaming behaviours due to the technology-intensive nature of their academic program, significant screen time requirements for coursework, and demographic characteristics (predominantly male, aged 18-25 years) associated with higher gaming participation. This specific population was chosen because their unique combination of academic demands and recreational interests creates a critical need for understanding gaming-related health awareness and behaviours in Nigerian engineering education contexts.
Sample and Sample Size
Since the total population for the study is known – 1,302 engineering students, the sample size was determined using Taro Yamane's formula for finite populations at 95% confidence level with 5% margin of error. Therefore, the final sample size for the study was 337 students. This ensured statistically reliable results generalizable to the entire engineering student population at the university.
Instrument for Data Collection	
This study employed a structured questionnaire to collect quantitative data aligned with the research objectives. The questionnaire used closed-ended questions for quantifiable analysis. The instrument comprised five sections: Demographics (age, gender, academic level, and department); Health Knowledge – awareness of gaming-related physical/mental health impacts using adapted ICD-11 criteria (WHO, 2020) and GDSQ items (Zhang et al., 2022); Gaming Patterns – measured frequency, duration, platforms, and genres via modified IGDS-SF9 items (Pontes et al., 2019); Influencing Factors and Preventive measures – documented existing self-regulation strategies (Lei et al., 2025).
Method of Data Analysis
This study employed a paper-based survey method for primary data collection. Printed copies of the structured questionnaire were physically distributed to the sampled engineering students across all academic levels (100-500 level) and departments (Electrical/Electronic, Mechanical, Civil, Computer Engineering and Information Technology) at Abia State University. The collected data were analysed using a combination of descriptive and inferential statistical techniques to address the study objectives. Quantitative responses from the questionnaires were first coded and entered into IBM SPSS Statistics software (Version 27) for systematic processing.
Ethical Clearance
Ethical approval was obtained from the Abia State University Research Ethics Committee. Verbal informed consent was secured from all participants, emphasizing voluntary participation and confidentiality. Data were anonymised using coded identifiers, with physical forms stored securely and digital data encrypted. The study adhered to institutional and international ethical guidelines, minimizing risks while maximizing benefits through planned dissemination of findings to participants. Research assistants received ethics training to ensure proper protocol implementation.
3.0 RESULTS AND DISCUSSION
Table 1: Socio-demographic Characteristics of the Respondents
	Variables
	Frequency (n = 310)
	Percentages (%)

	Age
	
	

	16-20 years
	71
	22.9

	21-25 years
	185
	59.7

	26-30 years
	46
	14.8

	Above 30 years
	8
	2.6

	Gender
	
	

	Male
	217
	70.0

	Female
	93
	30.0

	Academic Level
	
	

	100 level
	29
	9.4

	200 level
	89
	28.7

	300 level
	91
	29.4

	400 level
	80
	25.8

	500 level
	21
	6.8

	Engineering Department
	
	

	Electrical/Electronic
	62
	20.0

	Mechanical
	69
	22.3

	Civil
	49
	15.8

	Computer
	77
	24.8

	Information & Communication Technology
	53
	17.1

	Monthly Pocket Money/Income
	
	

	< 10,000 Naira
	109
	35.2

	10,000 – 50,000 Naira
	154
	49.7

	50,000 – 100,000 Naira
	35
	11.3

	100,000 Naira
	12
	3.9


Table 2: Extent of Knowledge of the Health Consequences of Excessive Gaming among Engineering Students in Abia State University, Uturu. 
	Variables
	Frequency (n = 310)
	Percentages (%)

	Excessive gaming can lead to sleep disorders
	
	

	True
	251
	81.0

	False
	30
	9.7

	Don't know
	29
	9.4

	Likeliness of gaming disorder to cause academic performance decline
	
	

	Very likely
	154
	49.7

	Somewhat likely
	85
	27.4

	Neutral
	31
	10.0

	Unlikely
	21
	6.8

	Very unlikely
	19
	6.1

	Physical problems that can result from excessive gaming (*Multiple response)
	
	

	Eye strain
	180
	58.1

	Back/neck pain
	153
	49.4

	Obesity
	96
	31.0

	Carpal tunnel syndrome
	83
	26.8

	None of the above
	12
	3.9

	WHO recommendation of maximum daily gaming time
	
	

	1 hour
	57
	18.4

	2 hours
	75
	24.2

	4 hours
	42
	13.5

	No official recommendation
	97
	31.3

	Don't know
	39
	12.6





Fig. 1: Frequency of Playing Video Games among Engineering Students
	Variables
	Frequency (n = 310)
	Percentages (%)

	Frequency of Playing Video Games
	
	

	Daily
	110
	35.5

	3-6 times/week
	87
	28.1

	1-2 times/week
	63
	20.3

	Rarely
	50
	16.1




Fig. 2: Average Gaming Session Duration per Day among Engineering Students
	Variables
	Frequency (n = 310)
	Percentages (%)

	Average gaming session duration per day
	
	

	<1 hour
	54
	17.4

	1-3 hours
	137
	44.2

	3-5 hours
	77
	24.8

	>5 hours
	42
	13.5



Table 3: Other Gaming Patterns among Engineering Students in Abia State University, Uturu. 
	Variables
	Frequency (n = 310)
	Percentages (%)

	Time you usually play games
	
	

	Morning
	41
	13.2

	Afternoon
	74
	23.9

	Night
	177
	57.1

	After midnight
	18
	5.8

	Find the time to play games when busy (e.g. having classes or studying)
	
	

	Yes
	203
	65.5

	No
	107
	34.5

	Primary gaming platform
	
	

	Mobile (eg. phones, tablets)
	199
	64.2

	PC (desktops or laptops)
	49
	15.8

	Console
	34
	11.0

	Multiple platforms
	28
	9.0

	Main game genres played (*Multiple Response)
	
	

	First-Person Shooter (FPS)/Shooters
	119
	38.4

	Multiplayer Online Battle Arena (MOBA)
	81
	26.1

	Sports
	102
	32.9

	Role-Playing Game (RPG)
	58
	18.7

	Strategy
	76
	24.5

	Puzzle
	29
	9.4

	Survival
	47
	15.2

	Adventure
	34
	11.0

	None 
	0
	0.0

	Money spent on online games (for the past 12 months)
	
	

	< 10,000 Naira
	193
	62.3

	10,000 – 50,000 Naira
	89
	28.7

	50,000 – 100,000 Naira
	17
	5.5

	> 100,000 Naira
	11
	3.5




Fig 3: Main Game Genres Played
Table 4: Perceptions of the Effects of Gaming among Engineering Students in Abia State University, Uturu. 
	Variables
	Frequency (n = 310)
	Percentages (%)

	Playing games affect my time to study
	
	

	Most times
	147
	47.4

	Sometimes
	126
	40.6

	Not all
	37
	11.9

	Gaming takes priority over performing daily task
	
	

	Most times
	119
	38.4

	Sometimes
	107
	34.5

	Not all
	84
	27.1

	Gaming affects my sleeping schedule
	
	

	Most times
	160
	51.6

	Sometimes
	111
	35.8

	Not all
	39
	12.6

	Playing games enhances my memory, brain’s speed and concentration
	
	

	Yes
	179
	57.7

	No
	80
	25.8

	Not Sure
	51
	16.5

	Playing games help me to get away from my problem in studying
	
	

	True
	143
	46.1

	False
	167
	53.9



Table 5: Preventive Practices of Excessive Gaming among Engineering Students in Abia State University, Uturu. 
	Variables
	Frequency (n = 310)
	Percentages (%)

	Current self-regulation methods (*Multiple response)
	
	

	Time limits
	199
	64.2

	App blockers
	114
	36.8

	Peer accountability
	56
	18.1

	None
	139
	44.8

	University should implement the following as a preventive measure
	
	

	Gaming awareness programs
	159
	51.3

	Counselling services
	77
	24.8

	Network restrictions
	48
	15.5

	No need
	26
	8.4


 
Table 6: Influence of Peer and Internet Access on Gaming Patterns among Engineering Students in Abia State University, Uturu. 
	Variables
	Frequency (n = 310)
	Percentages (%)

	How peers (friends) influence your gaming
	
	

	Encourage more
	110
	35.5

	Discourage
	40
	12.9

	No effect
	80
	25.8

	Play together
	80
	25.8

	Internet access affects my gaming
	
	

	Yes
	145
	46.8

	No
	85
	27.4

	Sometimes 
	80
	25.8



Table 7: Association Between Gaming Duration and Demographic/Knowledge Variables among Engineering Students in Abia State University, Uturu. 
	
	Average gaming session duration per day
	
	

	Variables
	<1 hour (n=54)
	1-3 hours (n= 137)
	3-5 hours (n=77)

	>5 hours (n=42)

	Total (n=310)
	Chi-Square

	Age
	
	
	
	
	
	

	16-20 years
	10 (3.2)
	37 (11.9)
	16 (5.2)
	8 (2.6)
	71 (22.9)
	X²= 4.094

	21-25 years
	34 (11.0)
	76 (24.5)
	49 (15.8)
	26 (8.4)
	185 (59.7)
	df = 9

	26-30 years
	9 (2.9)
	21 (6.8)
	9 (2.9)
	7 (2.3)
	46 (14.8)
	p = 0.905

	Above 30 years
	1 (0.3)
	3 (1.0)
	3 (1.0)
	1 (0.3)
	8 (2.6)
	

	Gender
	
	
	
	
	
	X²= 2.478

	Male
	41 (13.2)
	90 (29.0)
	55 (17.7)
	31 (10.0)
	217 (70.0)
	df = 3

	Female
	13 (4.2)
	47 (15.2)
	22 (7.1)
	11 (3.5)
	93 (30.0)
	p = 0.479

	Academic Level
	
	
	
	
	
	

	100 level
	1 (0.3)
	12 (3.9)
	11 (3.5)
	5 (1.6)
	29 (9.4)
	X²= 11.965

	200 level
	21 (6.8)
	39 (12.6)
	16 (5.2)
	13 (4.2)
	89 (28.7)
	df = 12

	300 level
	15 (4.8)
	40 (12.9)
	22 (7.1)
	14 (4.5)
	91 (29.4)
	p = 0.448

	400 level
	14 (4.5)
	36 (11.6)
	21 (6.8)
	9 (2.9)
	80 (25.8)
	

	500 level
	3 (1.0)
	10 (3.2)
	7 (2.3)
	1 (0.3)
	21 (6.8)
	

	Engineering Department
	
	
	
	
	
	

	Electrical/Electronic
	13 (4.2)
	30 (8.6)
	13 (3.7)
	6 (1.7)
	62 (17.7)
	X²= 29.393

	Mechanical
	12 (3.4)
	27 (7.7)
	16 (4.6)
	14 (4.0)
	69 (19.7)
	df = 12

	Civil
	7 (2.0)
	23 (6.6)
	14 (4.0)
	4 (1.1)
	48 (13.7)
	p = 0.014*

	Computer
	12 (3.4)
	33 (9.4)
	19 (5.4)
	12 (3.4)
	76 (21.7)
	

	Information & Communication Technology
	10 (2.8)
	24 (6.9)
	15 (4.3)
	6 (1.7)
	55 (15.7)
	

	Monthly Pocket Money/Income
	
	
	
	
	
	

	< 10,000 Naira
	14 (4.5)
	54 (17.4)
	32 (10.3)
	9 (2.9)
	109 (35.2)
	X²=13.592

	10,000 – 50,000 Naira
	28 (9.0)
	67 (21.6)
	33 (10.6)
	26 (8.4)
	154 (49.7)
	df=9

	50,000 – 100,000 Naira
	7 (2.3)
	12 (3.9)
	10 (3.2)
	6 (1.9)
	35 (11.3)
	p=0.138

	100,000 Naira
	5 (1.6)
	4 (1.3)
	2 (0.6)
	1 (0.3)
	12 (3.9)
	

	Excessive gaming can lead to sleep disorders
	
	
	
	
	
	

	True
	40 (12.9)
	114 (36.8)
	63 (20.3)
	34 (11.0)
	251 (81.0)
	X²=2.760

	False
	7 (2.3)
	13 (4.2)
	6 (1.9)
	4 (1.3)
	30 (9.7)
	df=6

	Don't know
	7 (2.3)
	10 (3.2)
	8 (2.6)
	4 (1.3)
	29 (9.4)
	p=0.838

	WHO recommendation of maximum daily gaming time
	
	
	
	
	
	

	1 hour
	12 (3.9)
	26 (8.4)
	7 (2.3)
	12 (3.9)
	57 (18.4)
	X²=13.185

	2 hours
	12 (3.9)
	30 (9.7)
	22 (7.1)
	11 (3.5)
	75 (24.2)
	df=12

	4 hours
	10 (3.2)
	19 (6.1)
	10 (3.2)
	3 (1.0)
	42 (13.5)
	p=0.356

	No official recommendation
	15 (4.8)
	47 (15.2)
	25 (8.1)
	10 (3.2)
	97 (31.3)
	

	Don't know
	5 (1.6)
	15 (4.8)
	13 (4.2)
	6 (1.9)
	39 (12.6)
	


*Percentages are in parentheses
This comprehensive study investigated gaming behaviours, health knowledge, and associated factors among 310 engineering students at Abia State University, Uturu, revealing several critical patterns and insights. The findings demonstrated that gaming is a prevalent activity among engineering students, with more than one-third of respondents (110 students, 35.5%) engaging in daily gameplay. The majority of students (137, 44.2%) reported moderate gaming sessions of 1-3 hours per day, while a concerning proportion (42 students, 13.5%) admitted to excessive gaming exceeding 5 hours daily. These extended gaming sessions were particularly concentrated among Mechanical Engineering students (14, 4.0%), suggesting departmental variations in gaming culture and habits.
Demographic analysis uncovered significant gender disparities in gaming patterns. Male students demonstrated substantially higher engagement across all duration categories, with 90 male respondents (29.0%) reporting 1-3 hours of daily gameplay compared to 47 female students (15.2%). The gender gap was most pronounced in the heaviest gaming category (>5 hours), where male students (31, 10.0%) outnumbered female students (11, 3.5%) by nearly three to one. While age and academic level did not show statistically significant associations with gaming duration, noteworthy patterns emerged, including higher proportions of heavy gamers among 200-level students (13, 4.2%) compared to other academic levels. Departmental differences proved statistically significant (p=0.014), with Mechanical Engineering students showing the highest vulnerability to excessive gaming behaviours.
The study revealed a concerning disconnect between health knowledge and actual gaming practices. While an encouraging majority of students (251, 81.0%) correctly identified sleep disorders as a potential consequence of excessive gaming, awareness of specific health guidelines remained alarmingly low. Only 57 students (18.4%) were aware of the WHO's recommended 1-hour daily gaming limit, with nearly one-third of respondents (97, 31.3%) completely unaware of any official recommendations. This knowledge gap was particularly troubling given that 114 students (36.8%) who recognized the health risks still engaged in 1-3 hours of daily gameplay, and 63 (20.3%) played for 3-5 hours, suggesting that awareness alone does not necessarily translate to behavioural modification.
Analysis of preventive practices and influencing factors uncovered several important findings. A substantial proportion of students (139, 44.8%) reported using no self-regulation methods to manage their gaming habits, while those who did primarily relied on basic strategies like time limits (199, 64.2%). Social influences emerged as significant factors, with 110 students (35.5%) reporting that peers encouraged more gaming, and 80 (25.8%) regularly playing games with friends. Technological accessibility also played a crucial role, as nearly half of respondents (145, 46.8%) stated that internet access directly affected their gaming patterns. Financial investment in gaming showed moderate levels, with most students (193, 62.3%) spending less than 10,000 Naira annually on games, though a small but notable group (11, 3.5%) reported expenditures exceeding 100,000 Naira in the past year.
The temporal patterns of gaming behaviour revealed that night-time was the most popular gaming period (177 students, 57.1%), potentially exacerbating sleep-related issues. Despite academic commitments, 203 students (65.5%) admitted finding time to play games during busy periods, highlighting potential impacts on academic performance. Regarding game preferences, mobile gaming dominated (199, 64.2%), with First-Person Shooters (119, 38.4%) and Sports games (102, 32.9%) being the most popular genres.
These findings collectively paint a complex picture of gaming culture among engineering students, characterized by:
1. High prevalence of gaming across all student subgroups
2. Significant gender and departmental disparities in gaming intensity
3. Inadequate knowledge of specific health guidelines despite general awareness of risks
4. Limited adoption of effective self-regulation strategies
5. Strong social and technological influences on gaming behaviours
4.0 CONCLUSION
This study explored the knowledge of the health consequences of excessive gaming, gaming patterns, perceptions, and influencing factors among engineering students at Abia State University, Uturu. The findings present a nuanced and multifaceted understanding of gaming behaviors in this population, revealing both positive awareness and troubling trends that warrant critical attention.
The study concluded that while a significant majority of respondents (81.0%) were aware that excessive gaming could lead to adverse health effects—such as sleep disorders, eye strain, and academic decline—this awareness did not consistently translate into safe gaming practices. Many students (44.2%) played for 1–3 hours per day, with a sizable portion (13.5%) exceeding 5 hours of daily gaming. Moreover, a large number (57.1%) played games at night, and 65.5% continued gaming even during academically demanding periods, indicating potential behavioral dependency or poor time management.
Mobile platforms emerged as the dominant mode of gaming (64.2%), while First-Person Shooter and Sports genres were most commonly played. These choices align with findings from global studies emphasizing the appeal of competitive and interactive games among youth. Peer influence and internet access significantly shaped gaming behaviors, with over one-third (35.5%) of students reporting encouragement from friends and nearly half (46.8%) citing internet accessibility as a contributing factor to their gaming patterns.
Despite a general understanding of health risks, nearly half of the students (44.8%) did not practice any form of self-regulation, and only 18.4% correctly identified the WHO-recommended maximum daily gaming time. Although many favored preventive measures such as awareness programs (51.3%) and counseling services (24.8%), institutional and behavioral support structures remain underutilized or absent.
Furthermore, while most demographic variables did not significantly predict gaming time, department affiliation was found to be a statistically significant factor (p = 0.014), with students in Computer and Mechanical Engineering more likely to exhibit prolonged gaming behavior. This suggests that academic environment and field-specific exposure to technology play a pivotal role in shaping gaming habits.
In essence, the study highlights a disconnection between knowledge and behavior: students understand the risks but continue to engage in unhealthy gaming practices. This calls for a multidimensional response—one that combines education, behavioral interventions, peer-driven awareness, and digital wellness programs—to bridge this gap. The findings also point to the importance of developing department-specific strategies, recognizing the varying levels of risk and exposure among different engineering disciplines.
Ultimately, the study underscores the growing normalization of gaming among students and the urgent need for proactive strategies to ensure that gaming remains a balanced and health-conscious recreational activity rather than a source of health and academic challenges.
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Main game genres played


First-Person Shooter (FPS)/Shooters	Multiplayer Online Battle Arena (MOBA)	Sports	Role-Playing Game (RPG)	Strategy	Puzzle	Survival	Adventure	None 	0.38400000000000001	0.26100000000000001	0.32900000000000001	0.187	0.245	9.4E-2	0.152	0.11	0	

Frequency of Playing Video Games


Daily	3-6 times/week	1-2 times/week	Rarely	0.35499999999999998	0.28100000000000003	0.20300000000000001	0.161	

Average gaming session duration per day


<	1 hour	1-3 hours	3-5 hours	>	5 hours	0.17399999999999999	0.442	0.248	0.13500000000000001	
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