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Abstract. Many countries, including China, have declared online video gaming 
addictions among children and young adolescents as a public health 
emergency. With these growing concerns about the number of times children 
and young adolescents of school-going age spend time playing online video 
games, this study seeks to examine the adverse effects of online video gaming 
among young adolescents aged 13-17. This article drew on the theory of online 
gaming addiction and employed a qualitative research design through in-depth 
interviews. This study has collected data from 40 respondents in five public 
junior high schools in the Chaoyang District of Beijing, China. The data 
analysis was done through consolidated thematic analysis. This study finds that 
online video gaming platforms have significantly resulted in excessive 
addictions and negatively affected students' educational achievements, social 
relations, and physical and mental health.  
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1. Introduction 

 

The global statistics of young adolescents that are addicted to online video games are 

alarming. Przybylski et al. (2017) surveyed four advanced countries, namely Germany, UK, 

Canada, and the US, and reported that 0.3% to 1% of the people studied could be described 

as “fit for video games addiction diagnosis” (Przybylski et al., 2017). In South Korea for 

instance, over 6000,000 children and young adolescents, are struggling with video games 

addictions. Available records show that about 8.4% of children(students) aged 11-15 years 

have become seriously addicted to gaming (Lal, 2021).  These findings from Lal (2021) are 

considered unacceptable and unprecedented that has compelled the government to declare 

the excessive online video gaming habit as a “public health emergency”. 

The State of Online Gaming report for 2020, sampled 4, 000 online video gamers 

from ten (10) technologically advanced countries of the world and conducted a study on the 

time spent by online video gamers and young adults under the age of 18 years. The findings 

of the study concluded that Chinese young video gamers were among the top three countries 

with the highest average of one hour or more playing video games per week. The study 

further reported that Chinese gamers spent between 12.4 hours per week on video games far 

above the global average of 8.5 hours per week. This score exceeds that of the United States 

of America, which recorded an average of 7.7 hours per week (Limelight Network, 2020).  

China has over 700 million people that actively play video games and 110 million of 

the active gamers in China are under 18 years of age (Reuters, 2021). Even though statistics 

on the percentage of young Chinese children and young adolescents who are addicted to 

online video games are unknown, many experts hold a strong position that the numbers of 

young students who are addicted to online video gamers might be very substantial. Experts 

believe young adults might be greatly be addicted to online games due to the daily media 

reportage on the rate of addictions (Fortune, 2021).  

In finding lasting solutions to the high rates of online video games addictions, the 

Chinese government recently promulgated a national policy aimed at regulating the hours 

children(students) spend playing video games. Per the new regulation parents, and school 

authorities are expected to monitor and allow children under 18 years to play video games 

for only three hours a week.  According to the new policy the ideal times for young 

adolescents to video games is between the hours of 8 and 9 PM as well as weekends (Friday, 

Saturday, and Sunday), and during public holidays (CGTN, 2021). Many scholars have 

described the playtime policy by the Chinese government as one of the most pragmatic and 

proactive gaming policies of the 21st century (Digital Watch, 2021).  This study, therefore, 
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seeks to examine the negative effects of online video gaming addictions among young 

adolescents aged 13-17 in junior high schools in Beijing China. 

 

2. Literature Review  

 

Online video games addictions undouble is one of the most challenging issues confronting 

many nations across the globe.  A study conducted recently about online video and 

addictions among adolescents concluded that regular video games lead to low scholastic 

performance and social low social competence among children of school-going age (Turel et 

al. 2016). Wang et al. (2018) detailed that high-frequency video gameplay may compromise 

the capacity for adolescents to pick up social skills which often-playing gamers display more 

social uneasiness than low-playing gamers. Be that as it may, a few consider having appeared 

that online gaming can have a positive socializing encounter where players create important 

friendships (Coyne et al., 2011); this may make strides in children and young adolescents ' 

connections with others in both the virtual and genuine world.  

A recent by Wonsun Shin and Jisu Huh (2011) suggest that social associations shaped 

online recreations to be able to lead to assembly face-to-face. A few reasons why online 

fellowships frame whereas playing online games exist. Moreover, progressed gaming abilities 

permit children and young adolescents to gain regard and notorieties among individual 

players (Farchakh et al.,2020). Subsequently, adolescents often prefer to share their game 

encounters with peers, instead of with guardians or teachers (Schneider et al.,2017). 

In reality, children and young adolescents have trouble isolating the negative impacts 

of online video games. The characters they represent when gaming or playing online video 

games is extremely difficult to these characters within the actual world context (Schneider et 

al.,2017). So, within the real world, social abilities may get to be indeed more awful, which 

can lead to uneasiness and discouragement. Victory in a few online video games frequently 

includes actions and behaviour that are unacceptable within real-world settings, like murder 

and burglary.  In our actual world, these unacceptable or anti-social actions exhibited during 

playing online video games could lead to human hostilities, cause pain, and a detached 

demeanor of enduring (Paulus et al., 2018). As the youngster gets to be increasingly addicted 

to playing video games online, the relationship between children and young adolescents and 

family and friends widens, which gradually leads to constant disagreements and ruins 

existing cordial relationships.  

Recently the proliferation of smartphones has further worsened the unreliable 

relations between children and young adolescents and their families.  The high rate of 

addictions to online video games among children and young adolescents has made it 
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extremely uncommon these days to find children and young adolescents engaging in face-to-

face interactions with their peers or families (Gros et al.,2020). 

A study conducted by Ruzic-Baf et al. (2015), on the addictions to online video games 

and social relationships, participation, and social skills of children and young adolescents in 

the first grade, concluded that the type of game played by adolescents, and factors such as 

location influence kid’s social relations. The study by Shi et al. (2019) further concluded that, 

adolescents who choose to play games at home turn to have very poor social relations than 

those who play the same game out home. Even though the focus of this present study is from 

a general perspective in terms of location, our findings are totally in line with the conclusions 

made by (Shi et al.2019; Ruzic-Baf et al. 2015).  

Many online video games cause physical harm and increments uneasiness and 

sadness in adolescents(students) (Paulus et al., 2018). Other studies report that most 

adolescents (aged 11-17) who are dependent on online video games have a tall pulse and 

blood weight due to as well much fervor and stretch (Paulus et al., 2018). Most of the 

children and young adolescents who include in these video games don't take note of the time 

passing and indeed disregard eating (Ward, 2020). It appears that making a cause-and-effect 

relationship between video games and physical wellbeing or more, for the most part talking, 

cause and impact the relationship between habit to computer diversions and mental and 

physical wellbeing is the disentanglement of the subject (Borgonovi, 2016). There are 

different causes for the relationship between addictions to video games and physical 

wellbeing, uneasiness, and sadness. To begin with, addictions to online video diversions can 

cause disarranges in physical wellbeing, increment uneasiness, and sadness. Moment, the 

clutter in physical and mental wellbeing may cause individuals to induce pulled-in to video 

games. The third way is that both addictions to online video games and disarranges in 

physical and mental wellbeing are made due to the impacts of other components (Lieberoth, 

and Fiskaali 2021; Malek et al.,2019). 

Most of the previous studies on internet gaming addictions centered generally on 

internet gaming and focused mainly on traditional online gaming addiction based on, 

desktop computers and other devices that are not potable. However, recent technological 

innovations have introduced new portable digital devices such as smartphones, pads, laptops 

for online video games. These new online video games devices have introduced some form of 

video games modalities or formats which have introduced a new form of behavioral 

addiction. Also, a careful reading on the subject under discussion shows that the available 

literature on online video games centers greatly on the health and educational consequences 

of online video games on children and young adolescents. Therefore, this study is mainly 

aimed at generally soliciting responses from respondents on their general understanding of 
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how online video games negatively affect children and young adolescents from across the 

board, without limiting them to a few negative variables such as education and health.  

Besides, Miles (2017), proposed seven core taxonomy of research gaps that are mostly 

associated with every scientific study. The seven core research gaps consist of; evidence gap, 

knowledge gap, practical-knowledge conflict gap, methodological gap, empirical gap, 

theoretical gap, and population gap. Though the first five taxonomy of research gaps are 

largely found in the literature reviewed for this study, the methodological gap is what is of 

interest to this current study. In terms of methodological gaps, most of the reviewed studies 

for this study conducted quantitative studies and adopted online questionnaire surveys for 

data collection and analysis. 

This study draws on the methodological gap in a study conducted by the CGTN in 

September 2021 on gaming addictions among children, young adolescents, and young 

adults. For instance, Chinese state media CGTN adopted a country-wide online survey 

(quantitative research design) in September 2021 to study addictions relating to video games 

among Children, young adolescents, and young adults. The quantitative study concluded that 

some 13.4%, that is approximately 10 million adolescents and children, young adolescents, 

and young adults spend about two hours a day during weekdays playing online video games.  

The CGTN (2021) further suggested that addictive habits are a source of worry to parents 

and have drastically affected the studies and normal life of many children and young 

adolescents of school-going age. Though quantitative studies are highly recommended, this 

current study intends to investigate online video games addiction among children and young 

adolescents through a limited sample size and adopted in-depth interviews as the method in 

qualitative studies.  The goal of adopting a qualitative research design is to enable the 

researcher to explore or understand, as well as gather rich, descriptive data about children 

and young adolescents’ experiences with online video games addictions phenomenon.  

Therefore, with the theory of online video gaming addiction as a theoretical guide, the 

researcher decided to conduct a case-specific study in 5 major public junior high schools in 

Beijing, to examine the negative effects of online video games addictions among young 

adolescents aged 13-17.  

Based on the objective of this study, the following Research Questions (RQs) below 

were considered: RQ 1.  What are the specific negative effects of online video gaming on 

young adolescents? RQ 2. What factors influence young adolescents to become addicted to 

online video gaming? 
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3. Methods 

 

This study employed qualitative research or study design through an in-depth interview. The 

qualitative method of research is usually concerned with not just the experiences and 

feelings, but also the attitudes of individuals who enable the researcher carrying out the 

study to understand better the issue being researched. After going through all the protocols 

and having had all the approval from the heads of the 5 public high schools, the students 

were cleared to take part. The respondents(students) consisted of students 13-17, who use 

online games and have considerable knowledge on how online games have influenced them. 

After explaining the rationale for the study to the participating students, the researcher 

solicited assistance from some teachers of the school, in seeking the opinions of the students.  

In sampling the respondents, a purposive sampling technique was employed through 

an in-depth interview to solicit students' views on online video games. In all, there were 

(N=40) respondents (young adolescents) from (5) public high schools within Chaoyang 

District of Beijing, China. The sampling of the N=40) respondents is backed by Cober & 

Adams (2020) who proposed that deciding on how many subjects to interview is a value 

judgment and requires an explanation. Baker & Edwards (2012) further suggested that, if a 

population is very homogeneous and the phenomenon narrow, aim for a sample size of 

around 10.  If the population is varied or the phenomenon is complex, aim for around 40 to 

50.  For this study, though the population was homogeneous(students), the impact 

phenomenon (academic performance and personal growth, and social relationships) varied 

and was a bit complex, hence, the researcher sampling of 40 participants. Also, the choice of 

public junior high schools for this study is anchored on the fact that public schools are 

representative and admits children and young adolescents from all class of the society, thus 

the higher, middle and lower-income families.   

The study was conducted for two months (April and May 2021). The research 

questions were designed as “semi-structured”, these particular questions offered the 

researchers ample flexibility to explore further responses, especially those that seemed to be 

inconclusive, a factor that is aimed at ensuring that the fundamentals of the issue under 

investigation were completely unearthed.  

Raw data that were gathered were well organized to ensure readability and electronic 

coding. To ensure data validity as well as readability, the services of an experienced Chinese 

transcriptionist were employed, with the transcriptionist playing the audiotaped responses 

together with the transcribed texts to verify the exactness. Also, to authenticate the 

contributions of the respondents who were accessible, the “member-checking” technique was 

employed, with the discrepancies that were discovered sorted out (Aspers and Corte, 2019). 
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The data was thereafter put through a process of identifying patterns, with the identified 

themes becoming important categories for the analysis through the act of coding (Baker et 

al., 2020; Aspers and Corte, 2019).  

After analyzing the data obtained from the study on online games addictions in 

children and young adolescents, the researcher obtained divergent responses from the 

students in Beijing, China. From the two main research questions, the study found eight (8) 

major consolidated or condensed themes under each of the two Research Questions (RQ). 

Six (6) major consolidated or condensed themes were found under RQ 1 and two (2) 

condensed themes for RQ 2.  

 

4. The specific negative effects of online video gaming on young 

adolescents  

 

This study sampled 40 participants, mostly students including 26 males (65%) and 14 

females (35 %) who regularly play online video games and can predict or know the negative 

effects of online video game addiction. The Mean age of the participants(adolescents) was 16 

years old. Based on the coding of the data and the research questions the researcher obtained 

eight (8) major consolidated or condensed themes from the respondents. The findings of the 

condensed themes are discussed in detail under each of the two RQs. 

The first research question was to test adolescents' knowledge of some of the negative 

consequences of excessive online video games usage.  The following four (6) condensed or 

consolidated themes and responses were recorded from the adolescents. The six (6) 

condensed themes include; Sleep deprivation; the choice of engaging in online games vs 

face-to-face interactions with family and friends; adolescents who constantly refuse to carry 

out school and home assignments; adolescents who exhibit violent reactions in attempts to 

limit online video game use; negative effects on education and personal growth; theme 

negative effects on social relationships. 

 

a. Consolidated theme 1: Sleep deprivation 

The issue of sleep deprivation and its attendant consequences on adolescents has 

highly projected in this study. Some adolescents (students) develop serious sleep 

deprivation symptoms when they become addicted to online video games. The 

addition of online video games has resulted in many children and young adolescents 

lacking the needed and sleep hours recommended by health experts.  The following 

are some comments from some of the adolescents (students);  
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“…For me, I cannot sleep […] My game is with me always and I need to play it 

deep into the night […] Any time I lose a game I become very worried and I keep 

playing until I win […] Sometimes I sleep at 3 or 4 am every night…” 
 

“…am always late to school because I stay awake deep into the night to 

finish wining all my games […] sometimes I get severe headache and fall 

asleep anytime am in class and my teacher asks me why…” 

 

These findings are supported by a study Turel et al. (2016) that concluded that 

addictions to online video games due to sleep deprivation led to cardio-metabolic 

health conditions such as cardiovascular, and obesity among adolescents.  

 

b. Consolidated theme 2: the choice of engaging in online games vs face-

to-face interactions with family and friends 

Online video games addictions impede adolescents' relationships with their peers and 

close family relations, including parents.  Many child-parent or friends’ relations are 

lost due to excessive addictions. students spend much of their time playing video 

games, instead of socializing and interacting with family and friends ais a clear sin of 

online video game addiction. Children and young adolescents who are addicted to 

online video games see gaming as an obligation and priority than spending time with 

their close associates. If these addictions persist for a long, it finally breaks a child’s 

social connections or relations, and later affect them in their adult ages. Too much 

addiction of children and young adolescents to online video games may affect 

students' self-esteem and social anxiety.  The following are some key comments from 

the students' interviewed; 

 

“…When am home, I prefer to play my video games, then to talk to my kid 

brother […]it gives me much satisfaction, and am always happy…” 

“…my parents do not have much time for me […]so I play my video games 

to be happy…”   

   “I always prefer to play my video game during break time in school, 

because my class makes do like me […] they sometimes insult me... the 

video game is my best friend now…” 

 

The findings raised by the students from this study bring forth some of the 

key remote causes of child online video games addictions. The role of critical 

stakeholders, such as schools, parents, and the state is central in finding lasting 

solutions to the state of video game addiction among children and young adolescents. 

Regaining a students' attention both in school and at home is crucial.  Conscious and 

pragmatic efforts or steps must be taken by parents and school authorities to repair 
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broken relationships with their children and young adolescents (Coyne et al., 2011; 

Wang et al., 2018; Wonsun Shin and Jisu Huh, 2011).  

 

c. Consolidated theme 3: adolescents who constantly refuse to carry out 

school and home assignments  

The issue of adolescents neglecting basic household chores, homework, other 

alternative hobbies and sometimes refusing to brush their teeth and even take their 

daily baths have come up strongly in this study as one of the key signs of online video 

game addiction among adolescents. The following were some of the comments from 

two of the students we interviewed;  

 

“…My mother sometimes has to shout at me several times before, I leave my 

video game to do my school homework….” 

“…At home, I leave with my mum alone […] and she sometimes calls me to 

help her out with some chores in the kitchen […] It is always difficult to leave 

my video game when am wining…”  

“…Sometimes I forget to take my bath […] am always playing my video game 

[…]my mun uses to bath me, but now she has stopped…” 
 

Per the outcome of this study, it is very clear that excessive online video 

games addictions negatively affect children and young adolescents' responsibilities at 

home. As part of the socialization process, it is the key responsibility of parents to 

train adolescents on how to carry out basic household chores. Adolescents are 

expected to be taught basic personal hygiene by their parents and other caregivers, 

but due to great disconnections and gross neglect from parents, these adolescents do 

get the right coaching which leads to children and young adolescents becoming 

victims of online video addictions. The findings from this study resonate with a study 

carried out by Schneider et al. (2017) on parental neglect and child addictions to 

computer games. 

 

d. Consolidated theme 4: adolescents who exhibit violent reactions in 

attempts to limit online video game use  

The fourth theme that this study identified under the signs of video games addictions 

among children and young adolescents is the critical issue relating to the violent and 

argumentative position or behavior children and young adolescents exhibit when 

parents and other caregivers make attempts to limit children and young adolescents' 

online video game use. The inability of children and young adolescents to distinguish 

the side effects of too much video games on their lives in the real-world situation 

generates aggressive reactions any time parents and other caregivers try to restrict 
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them from excessively engaging in video games. During the interview for this study, 

some of the students made the following remarks: 

 

“…I always get angry when my Mum tries to stop me from playing my video 

game […] It is annoying when you are about winning a game and you are 

asked to stop […] hmmm! […] I get absurd...” 

“…Playing my video game is always refreshing […] but I get annoyed when my 

dad unexpectedly orders me to stop and do my homework […] I can be very 

violent at this stage […] Hehe […] am happy when am wining…” 
 

As identified in this study, many adolescents feel the fictional character they 

play in video games has great relevance in the real world. When these special skills 

that children and young adolescents acquire become irrelevant or are impaired in the 

real-world situation, then anxiety and depression set in (Tortolero et al., 2014). A 

study conducted by Kaufman, and Libby (2012), reported that antisocial behaviors 

such as killings and robbery are mostly glorified when children and young 

adolescents play online video games. Another study by the Ohio State University in 

2012 concluded that such thoughts and imaginary characters adolescents emulate 

tend to negatively influence the thinking of many children and young adolescents in 

their real lives. Farchakh et al. (2020); Gros et al. (2020); Paulus et al. (2018) 

conducted studies on the signs of child video games addictions and concluded that 

when children and young adolescents engage too much in video games, they become 

addicted and tend to be very aggressive when caregivers try to stop them. This 

conclusion by (Farchakh et al. 2020; Gros et al. 2020; Paulus et al. 2018) affirms the 

findings of this current study.  

 

e. Consolidated theme 5: Negative effects Education and personal 

growth 

The researchers solicited views from the students interviewed to assess their 

understanding of the negative consequences of them engaging in excessive online 

video games One of the critical findings of this study is the effects of online video 

games on the academic achievements and performance of students at school. Online 

video addictions limit the time students are required to spend in carrying out their 

educational assignments, this includes doing homework, reading, and revising for the 

following day’s academic activities. The following were some condensed comments 

from the students we interviewed;  
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“When am home…am unable to read or do my homework because of my 

video game[...] I also spend so much time playing my video game and I think 

it is affecting school performance negatively…” 

“…My class teacher has reported to my parents that my course grades are 

not improving […] I think is because of the too much time I spend playing 

my video game […] I think I have to stop playing video games […] but is 

difficult for me to spend a day or hours without playing my game…” 
 

The findings from this study are in line with previous studies by Lieberoth, 

and Fiskaali (2021); Ward (2020); Malek et al. (2019); Borgonovi (2016), who 

suggested that excessive video game has a very great tendency to negatively impact 

the academic success of children and young adolescents in school. The study 

concluded that children and young adolescents who engage in excessive video games 

obsessively might fail to study, finish homework or participate in any academic 

activities. Children and young adolescents who are addicted to playing video games 

always get too tired in school and sleep during instructional hours.  

 

f. Consolidated theme 6: Negative effects on social relationships 

The findings from this study have identified that decreased social relations, increase 

isolation among children and young adolescents are greatly associated with high 

online video addictions. Face-to-face interactions that promote a great sense of 

belongingness have given way to human-machine interactions due to overuse and 

excessive addictions to technologies. These social disconnections are prevalent 

among children and young adolescents which impact negatively social development. 

The following are some comments from the students interviewed;  

 

“…I do not have many friends both at school and home […] I like playing my 

video games […]it gives me great joy…” 

“…At the moment am the only child of my parents […]my Mum is always 

busy and I do not have a brother or sister to talk to at home […]so I play my 

video games all the time and it makes me happy…” 

“…My friends sometimes insult and bully me […]so prefer playing my video 

games […] with video games…I always win and this is good for me […]am 

respected...” 

 

Children and young adolescents prefer the instant gratification they get from 

playing online video games to social relations. As cited in this study, one of the 

reasons why children and young adolescents become addicted to technology, 

especially video games is the lack of parental support, bullying, and loneliness. 

Previous studies by UNICEF (2017); Przybylski, and Weinstein (2017) have 

emphasized the need for schools, parents, and governments to put in place proactive 
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measures to reconnect and have children and young adolescents know the need for 

social connections.   

 

5. Factors influencing the addiction to online video gaming 

 

In finding answers to RQ 2, responses from the respondents(students) identified one (2) 

condensed or consolidated theme. These themes are the competition or reward involved in 

playing online video games with multiplayer characteristics, and prestige, power, and status 

among my friends. 

 

a. Consolidated theme 1: competition or reward in playing with 

multiplayer online video games  

The analysis and the findings show that majority of the students alluded to the fact 

that the competition associated with multiplayer online games is what drives them to 

become addicted. Multiplayer video games are designed to enhance competition 

between and among players. This design of the online video games makes children 

and young adolescents prone to competing in multiple games and results in the 

tendency of children and young adolescents wanting to excel in each game make 

them stick online to win all games (Shi et al., 2019). Some of the students remarked; 

 

“…I hate to lose a video game […] when I lose a video game, I cannot sleep the 

whole night. When am playing with my friend, I must win or else he will 

laugh at me […] the last time I lost a game He laughed at me throughout that 

day […] this makes me practice my video game all the time…”? 

 

This finding from this study reaffirmed previous studies by Ruzic-Baf et al. 

(2015) who conducted a study on the effects of online video games on children and 

young adolescents and concluded that multiplayer games are highly addictive. 

Another finding from this study is the reward aspect of online video games that make 

those categories very addictive to children and young adolescents. Below is a very 

insightful response from students to the reason why he thinks she is addicted to 

online video games;  

 

“…Am addicted to video games because I always want to get rewarded […] if I 

win every stage of the game, am given an electronic coin reward[...] As of 

now, I have finished level 12 of my video game and I have accumulated more 

than 3 million electronic coins[...] In my class, no student can beat me in this 

game[...]am the champion among my friends, and it makes me proud…”  
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The finding from this study confirms a study by Paulus et al. (2018), who 

suggested that, just like adults, children and young adolescents also want to be 

recognized and rewarded in whichever activities they involve themselves. Jones et al. 

(2014) further, conclude that the intrinsic satisfaction children and young 

adolescents get in playing video games, tends to boost their self-confidence and 

esteem among their peers, improve adolescents' IQ as well as their academic 

performance. Though these observations from this current study are backed by 

previous studies by Quwaider et al. (2019); Paulus et al. (2018; Ginige (2017) who all 

concluded that when they are positive benefits of video games are not controlled and 

regulated, online video games used by children and young adolescents might lead to 

great addictions, which have health and social implications for the growth of 

adolescents.  

 

b. Consolidated theme 2: Prestige, “soft power”, and status among my 

friends   

The second response from the students on what makes online video gaming addictive 

centered on the extraordinary prestige and “soft power” that children and young 

adolescents commend from friends and classmates. The findings from this study 

reported and identified that children and young adolescents enjoy considerable social 

status from their peers when they have increased abilities, specialized skills in playing 

online video games.  

 

“…In my class, I have defeated all my classmates in playing “Lord of the 

rings” […] Am number one in this class when my classmates mention “Lord 

of the rings” [...]they respect me for that and this gives me some sense of 

power and status…am so happy for that…” 

“…we are five friends in my area and we have formed a team […] we have 

defeated about five (5) other teams so far[...] My friends and I are very good 

at playing the PlayStation FIFA football game 2021[…] Am respected among 

my friends because of my special skills in playing the FIFA football game 

2021…” 

 

These findings from this study are backed by earlier research carried out by 

Wang et al. (2019) who argued that adolescents who have been addicted to online 

video games form teams to compete with others. This category of children and young 

adolescents is after by other teams which gives them a high level of satisfaction and 

“soft power” within the groups that they belong to (Wood, 2008; Griffiths, 2010).  
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6. Conclusion 

 

The central objective of this study is to critically probe how excessive utilization of online 

video games by adolescents’ results in addictive tendencies and negative impacts on children 

and young adolescents from the perspective of children and young adolescents mostly 

students in Beijing China. Some of the key negative impacts of online video games addictions 

reported in this study include; Sleep deprivation, negative effects on social relationships thus 

adolescents who prefer to engage in online games as against face-to-face interactions with 

family and friends, negative effects on education and personal growth in the form of 

adolescents who constantly refuse to carry out school and home assignments, adolescents 

who exhibit violent reactions in attempts to limit online video game use. The findings of this 

study reported direct and gross negative impacts of online video addiction on adolescents.  

The implications of the key findings include issues that negatively affect young 

adolescents' general educational performance, deteriorating social relations, as well as other 

health-related issues like physical health, anxiety, and depression among children and young 

adolescents. These findings are tangent with previous studies by (Paulus et al. 2018) that 

showed that online video games increase players'(students) heartbeats to a level more than 

their body requests. In the present study also, a major finding is that addiction to online 

video games greatly influences children and young adolescents' levels of anxiety and results 

in aggressive behavior.  

The respondents of this study ranked sleep deprivation as a major negative 

consequence of addictive behavior for online video games among children and young 

adolescents. This finding is in line with a 2019 study conducted by the American Academy of 

Pediatrics on the effects of online games and children and young adolescents. The study 

concluded that 48% of school children and young adolescents get up to 9 hours of sleep on 

most weeknights. The implications of this study show that 52% of children and young 

adolescents have issues with sleep deprivation due to excessive playing of online video games 

(Malek et al., 2019).  

In conclusion, the current study again identified low self-esteem, aggrieve 

behaviours, and social isolation as some of the negative impacts of online video games 

addictions among children and young adolescents. In terms of establishing cordial 

relationships, this study again found that children and young adolescents especially girls who 

are addicted to online video games find it extremely difficult to build a relationship with their 

peers. Scholars such as Quwaider et al. (2019 explained that children and young adolescents 

normally conform to the characters they represent when playing video games, this situation 

is related to the online games addictions cited by Kuss, Louws, & Wiers (2012); Kuss & 
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Griffiths (2012) and explains why some children and young adolescents act aggressively in 

the real world. The findings clearly show that excessive addictions to video games are the 

primary cause of social isolation among school-going-aged children and young adolescents in 

the sampled schools in Beijing, China.  

This study has the following limitations and suggestions for future studies. The 

researcher will also like to emphasize that, the opinions expressed by the participants 

(children and young adolescents) in this particular study undoubtedly reflect their 

perception of the impact of online video games on adolescents and might not be 

representative of the whole national outlook. Again, the findings of this study could not be 

generalized due to the sample size and the methodological approach adopted by the 

researcher. This study recommends that future studies on adolescents’ online video games 

addictions could adopt a large sample size with national characteristics. 

Finally, in finding lasting solutions to addictive tendencies among students, 

especially to improve their educational outcomes and to rebuild a strong social cohesion 

between adolescents and, their peers, families, and communities, regulation just like what 

the government China has initiated should be encouraged and supported by all citizens. 

However, to fully get the impact of the government’s policy such as regulation, there is the 

need for parents, caregivers, and school authorities to collaborate.  A close collaboration 

between these actors is believed to be the ultimate solution to reducing online video games 

addictions among children and young adolescents. 

 

 

Notes on contributor  
 
 John Demuyakor is a researcher at the Institute of Communication Studies, 

Communication University of China, Beijing. 

Email: tevezkanzo@outlook.com 

https://orcid.org/0000-0002-6084-6951 

https://orcid.org/0000-0002-6084-6951


Volume 5, Number 2, December 2021, 155-169 
 
 

 

 

166  

 

  

References 

 

American Academy of Pediatrics. (2019, October 25). Only half of US children get enough 
sleep during the week. ScienceDaily. Retrieved October 5, 2021, from 
www.sciencedaily.com/releases/2019/10/191025075604.htm  

Aspers, P., & Corte, U. (2019). What is qualitative in qualitative research? Qualitative 
Sociology, 42(2), 139–160. https://doi.org/10.1007/s11133-019-9413-7 

Bakker, E. A., Hartman, Y. A. W., Hopman, M. T. E., Hopkins, N. D., Graves, L. E. F., 
Dunstan, D. W., Healy, G. N., Eijsvogels, T. M. H., & Thijssen, D. H. J. (2020). 
Validity and reliability of subjective methods to assess sedentary behaviour in adults: 
A systematic review and meta-analysis. International Journal of Behavioral 
Nutrition and Physical Activity, 17(1), 75. https://doi.org/10.1186/s12966-020-
00972-1  

Baker, S. E., & Edwards, R. (2012). How many qualitative interviews is enough? Expert 
voices and early career reflections on sampling and cases in qualitative research. 
National Centre for Research Methods Review Paper. Retrieved December 2, 2021, 
from http://eprints.ncrm.ac.uk/2273/4/how_many_interviews.pdf  

Bergold, J., & Thomas, S. (2012). Participatory research methods: A methodological 
approach in motion. Forum Qualitative Sozialforschung/ Forum: Qualitative Social 
Research, 13(1).  http://www.qualitative-
research.net/index.php/fqs/article/view/1801/3334  

Borgonovi, F. (2016). Video gaming and gender differences in digital and printed reading 
performance among 15-year-olds students in 26 countries. Journal of Adolescence, 
48, 45–61. https://doi.org/10.1016/j.adolescence.2016.01.004  

Canlas, I. P., & Karpudewan, M. (2020). Blending the principles of participatory action 
research approach and elements of grounded theory in a disaster risk reduction 
education case study. International Journal of Qualitative Methods, 19, 
https://doi.org/10.1177/1609406920958964  

CGTN. (2021 September 12). China battles online game addiction among minors. Retrieved 
October 6, 2021, from https://news.cgtn.com/news/2021-09-12/China-battles-
online-game-addiction-among-minors-13uSC323aMg/index.html  

Cober, W., & Adams, B. (2020). When interviewing: How many is enough? International 
Journal of Assessment Tools in Education, 73–79. 
https://doi.org/10.21449/ijate.693217  

Coyne, S. M., Padilla-Walker, L. M., Stockdale, L., & Day, R. D. (2011). Game on… girls: 
Associations between co-playing video games and adolescent behavioral and family 
outcomes. Journal of Adolescent Health, 49(2), 160–165. 
https://doi.org/10.1016/j.jadohealth.2010.11.249  

Digital Watch. (2021 August 30). China passes a law to restrict video games for children. 
Retrieved October 6, 2021, from https://dig.watch/updates/china-passes-law-
restrict-video-games-children  

http://www.sciencedaily.com/releases/2019/10/191025075604.htm
https://doi.org/10.1007/s11133-019-9413-7
https://doi.org/10.1186/s12966-020-00972-1
https://doi.org/10.1186/s12966-020-00972-1
http://eprints.ncrm.ac.uk/2273/4/how_many_interviews.pdf
http://www.qualitative-research.net/index.php/fqs/article/view/1801/3334
http://www.qualitative-research.net/index.php/fqs/article/view/1801/3334
https://doi.org/10.1016/j.adolescence.2016.01.004
https://doi.org/10.1177/1609406920958964
https://news.cgtn.com/news/2021-09-12/China-battles-online-game-addiction-among-minors-13uSC323aMg/index.html
https://news.cgtn.com/news/2021-09-12/China-battles-online-game-addiction-among-minors-13uSC323aMg/index.html
https://doi.org/10.21449/ijate.693217
https://doi.org/10.1016/j.jadohealth.2010.11.249
https://dig.watch/updates/china-passes-law-restrict-video-games-children
https://dig.watch/updates/china-passes-law-restrict-video-games-children


John Demuyakor, Battling Underaged Online Video Gamers: Probing the Negative Effects of Online Video 
Gaming Addictions on Young Adolescents 

   
 

 

 167 

  

Farchakh, Y., Haddad, C., Sacre, H., Obeid, S., Salameh, P., & Hallit, S. (2020). Video 
gaming addiction and its association with memory, attention, and learning skills in 
Lebanese children. Child and Adolescent Psychiatry and Mental Health, 14(1), 46. 
https://doi.org/10.1186/s13034-020-00353-3  

Fortune. (2021, September 03). China’s gaming market was built on addictive games. Can 
Beijing stop kids from playing them? Retrieved October 6, 2021, from 
https://fortune.com/2021/09/03/china-video-gaming-mobile-smartphone-
addiction-free-to-play/  

Ginige, P. (2017). Internet addiction disorder. In M. H. Maurer (Ed.), Child and Adolescent 
Mental Health. InTech. https://doi.org/10.5772/66966  

Griffiths, M. D. (2010). The role of context in online gaming excess and addiction: Some case 
study evidence. International Journal of Mental Health and Addiction, 8(1), 119–
125. https://doi.org/10.1007/s11469-009-9229-x  

Gros, L., Debue, N., Lete, J., & van de Leemput, C. (2020). Video game addiction and 
emotional states: Possible confusion between pleasure and happiness? Frontiers in 
Psychology, 10, 2894. https://doi.org/10.3389/fpsyg.2019.02894  

Jones, C. M., Scholes, L., Johnson, D., Katsikitis, M., & Carras, M. C. (2014). Gaming well: 
Links between videogames and flourishing mental health. Frontiers in Psychology, 5. 
https://doi.org/10.3389/fpsyg.2014.00260  

Kaufman, G. F., & Libby, L. K. (2012). Changing beliefs and behavior through experience-
taking. Journal of Personality and Social Psychology, 103(1), 1–19. 
https://doi.org/10.1037/a0027525  

Kuss, D. J., & Griffiths, M. D. (2012). Internet and gaming addiction: A systematic literature 
review of neuroimaging studies. Brain Sciences, 2(3), 347–374. 
https://doi.org/10.3390/brainsci2030347  

Kuss, D. J., Louws, J., & Wiers, R. W. (2012). Online Gaming Addiction? Motives Predict 
Addictive Play Behavior in Massively Multiplayer Online Role-Playing Games. 
Cyberpsychology, Behavior, and Social Networking, 15(9), 480–485. 
https://doi.org/10.1089/cyber.2012.0034  

Lieberoth, A., & Fiskaali, A. (2021). Can worried parents predict the effects of video games 
on their children? A case-control study of cognitive abilities, addiction indicators, and 
wellbeing. Frontiers in Psychology, 11, 586699. 
https://doi.org/10.3389/fpsyg.2020.586699  

Lal, K. ( 2021). Video game addiction statistics 2021: Is the world addicted to video games? 
| healthy gamer.Retrieved October 6, 2021, from 
https://www.healthygamer.gg//blog/video-game-addiction-statistics  

Limelight Network. (2020). The state of online gaming. Retrieved October 6, 2021, from 
https://www.limelight.com/resources/white-paper/state-of-online-gaming-2020/  

Malek, A., Ninčević, M., & Jurić Vukelić, D. (2019). The role of playing video games on 
school achievement. Communication Management Review, 03(02), 54–71. 
https://doi.org/10.22522/cmr20180234  

 

https://doi.org/10.1186/s13034-020-00353-3
https://fortune.com/2021/09/03/china-video-gaming-mobile-smartphone-addiction-free-to-play/
https://fortune.com/2021/09/03/china-video-gaming-mobile-smartphone-addiction-free-to-play/
https://doi.org/10.5772/66966
https://doi.org/10.1007/s11469-009-9229-x
https://doi.org/10.3389/fpsyg.2019.02894
https://doi.org/10.3389/fpsyg.2014.00260
https://doi.org/10.1037/a0027525
https://doi.org/10.3390/brainsci2030347
https://doi.org/10.1089/cyber.2012.0034
https://doi.org/10.3389/fpsyg.2020.586699
https://www.healthygamer.gg/blog/video-game-addiction-statistics
https://www.limelight.com/resources/white-paper/state-of-online-gaming-2020/
https://doi.org/10.22522/cmr20180234


Volume 5, Number 2, December 2021, 155-169 
 
 

 

 

168  

 

Miles, D. A. (2017). A Taxonomy of Research Gaps: Identifying and Defining the Seven 
Research Gaps. In Doctoral Student Workshop: Finding Research Gaps-Research 
Methods and Strategies, Dallas, Texas. 

Nugraha, Y. P., Awalya, A., & Mulawarman, M. (2021). Video game addiction among 
students during covid-19 pandemic based on regulatory focus theory and 
interpersonal competence. Addictive Disorders & Their Treatment, Publish Ahead of 
Print. https://doi.org/10.1097/ADT.0000000000000262  

Paulus, F. W., Ohmann, S., Gontard, A. von, & Popow, C. (2018). Internet gaming disorder in 
children and adolescents: A systematic review. Developmental Medicine & Child 
Neurology, 60(7), 645–659. https://doi.org/10.1111/dmcn.13754  

Przybylski, A. K., & Weinstein, N. (2017). A large-scale test of the goldilocks hypothesis: 
Quantifying the relations between digital-screen use and the mental well-being of 
adolescents. Psychological Science, 28(2), 204–215. 
https://doi.org/10.1177/0956797616678438 

Ohio State University. (2012, May 7). 'Losing yourself' in a fictional character can affect your 
real life. ScienceDaily. Retrieved October 5, 2021, from 
www.sciencedaily.com/releases/2012/05/120507131948.htm  

Quwaider, M., Alabed, A., & Duwairi, R. (2019). The impact of video games on the player's 
behaviors: A survey. Procedia Computer Science, 151, 575–582. 
https://doi.org/10.1016/j.procs.2019.04.077  

Reuters. (2021, August 30). Three hours a week: Play time’s over for China’s young video 
gamers. https://www.reuters.com/world/china/china-rolls-out-new-rules-minors-
online-gaming-xinhua-2021-08-30/  

Ruzic-Baf, M., Strnak, H., & Debeljuh, A. (2015). Online video games and young people. 
International Journal of Research in Education and Science, 2(1), 94. 
https://doi.org/10.21890/ijres.19610  

Schneider, L. A., King, D. L., & Delfabbro, P. H. (2017). Family factors in adolescent 
problematic Internet gaming: A systematic review. Journal of Behavioral Addictions, 
6(3), 321–333. https://doi.org/10.1556/2006.6.2017.035  

Shi, J., Renwick, R., Turner, N. E., & Kirsh, B. (2019). Understanding the lives of problem 
gamers: The meaning, purpose, and influences of video gaming. Computers in 
Human Behavior, 97, 291–303. https://doi.org/10.1016/j.chb.2019.03.023  

Tortolero, S. R., Peskin, M. F., Baumler, E. R., Cuccaro, P. M., Elliott, M. N., Davies, S. L., 
Lewis, T. H., Banspach, S. W., Kanouse, D. E., & Schuster, M. A. (2014). Daily violent 
video game playing and depression in preadolescent youth. Cyberpsychology, 
Behavior, and Social Networking, 17(9), 609–615. 
https://doi.org/10.1089/cyber.2014.0091  

Turel, O., Romashkin, A., & Morrison, K. M. (2016). Health outcomes of information system 
use lifestyles among adolescents: Videogame addiction, sleep curtailment, and 
cardio-metabolic deficiencies. PLOS ONE, 11(5), e0154764. 
https://doi.org/10.1371/journal.pone.0154764  

 

https://doi.org/10.1097/ADT.0000000000000262
https://doi.org/10.1111/dmcn.13754
https://doi.org/10.1177/0956797616678438
http://www.sciencedaily.com/releases/2012/05/120507131948.htm
https://doi.org/10.1016/j.procs.2019.04.077
https://www.reuters.com/world/china/china-rolls-out-new-rules-minors-online-gaming-xinhua-2021-08-30/
https://www.reuters.com/world/china/china-rolls-out-new-rules-minors-online-gaming-xinhua-2021-08-30/
https://doi.org/10.21890/ijres.19610
https://doi.org/10.1556/2006.6.2017.035
https://doi.org/10.1016/j.chb.2019.03.023
https://doi.org/10.1089/cyber.2014.0091
https://doi.org/10.1371/journal.pone.0154764


John Demuyakor, Battling Underaged Online Video Gamers: Probing the Negative Effects of Online Video 
Gaming Addictions on Young Adolescents 

   
 

 

 169 

  

UNICEF. (2017 ). How does the time children spend using digital technology impact their 
mental well-being, social relationships, and physical activity? An evidence-focused 
literature review. Retrieved October 5, 2021, from https://www.unicef-
irc.org/publications/pdf/Children-digital-technology-wellbeing.pdf  

Ward, M. R. (2020). Adolescent video game playing and fighting over the long‐term. 
Contemporary Economic Policy, 38(3), 460–473. https://doi.org/10.1111/coep.12451  

Wang, B., Taylor, L., & Sun, Q. (2018). Families that play together stay together: 
Investigating family bonding through video games. New Media & Society, 20(11), 
4074–4094. https://doi.org/10.1177/1461444818767667  

Wang, J.-L., Sheng, J.-R., & Wang, H.-Z. (2019). The association between mobile game 
addiction and depression, social anxiety, and loneliness. Frontiers in Public Health, 
7, 247. https://doi.org/10.3389/fpubh.2019.00247  

Wonsun Shin & Jisu Huh. (2011). Parental mediation of teenagers’ video game playing: 
Antecedents and consequences. New Media & Society, 13(6), 945–962. 
https://doi.org/10.1177/1461444810388025  

Wood, R. T. A. (2008). Problems with the concept of video game “addiction”: Some case 
study examples. International Journal of Mental Health and Addiction, 6(2), 169–
178. https://doi.org/10.1007/s11469-007-9118-0 

 

https://www.unicef-irc.org/publications/pdf/Children-digital-technology-wellbeing.pdf
https://www.unicef-irc.org/publications/pdf/Children-digital-technology-wellbeing.pdf
https://doi.org/10.1111/coep.12451
https://doi.org/10.1177/1461444818767667
https://doi.org/10.3389/fpubh.2019.00247
https://doi.org/10.1177/1461444810388025
https://doi.org/10.1007/s11469-007-9118-0

