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Abstract: A very vital tool/device for communication, gathering of information, and recreation are 
mobile phones and games. In our contemporary society, there is no age limit successfully backed up 
by the law for the ownership or use of these devices as such sometimes, there is a high tendency for 
these devices to get into the wrong hands or better still immature hands at things that people don't 
understand and can't handle inflict effects and damages on such users. Many have advocated that the 
playing of games and the use of mobile phones have been very pivotal in the psychological and 
intellectual development of children and young people. However, some others have also postulated 
that the usage of these technological devices has inflicted some form of behavioral disorders in these 
children and young people.Thus, this study seeks to investigate the impact of games and mobile 
phones on behavioral disorders in children and young persons 
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Introduction 

Children and young people have been progressively increasing the intensity and extent of their usage 
of new electronic media since the turn of the century. However, this largely refers to the 
communication and entertainment features that these kinds of gadgets offer. Nowadays, youngsters 
and teenagers cannot imagine living without their smartphones. In particular, as the 2019 International 
Data on Youth and Media reports showed, there has been a startling growth in mobile phone use, 
especially at younger ages, which places the start of the engagement with this device at the age of 7. 
This is because young people's lifestyles have changed as a result of the emergence of knowledge. 

As a result, the usage of games and mobile phones among children and teenagers has significantly 
increased, even in its early phases. This growth is related to two usage patterns: the communicative 
one, which emphasizes calls, messages, and mostly the use of social networks; and the recreational 
one, which involves watching multimedia content and playing various mobile games. In a similar vein, 
the emergence of phenomena like RPG games, online competitive gaming, and the YouTuber 
phenomenon, tik-tok, which transforms young people into both content consumers and producers, has 
increased the usage of mobile devices in recent years. 

The gamer market is developing more quickly. Companies and specialists are finding video games to 
be a major problem, and the market for them is expanding quickly. Some videogames have developed 
to the point where they can accurately represent the outside, real world and even "push" players to 
spend their spare time, and frequently a significant portion of their time overall, in virtual reality. 
Videogames have been played on various gaming consoles, computers, tablets, and cellphones for 
over 20 years now. Despite not being included in the DSM-IV diagnostic criteria or the widely 
accepted standard diagnostic tool ICD-10, video game addiction exhibits symptoms that are 
comparable to those of other behavioural disorders. 
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The public continues to have a misconception about video game addiction among young people. 
Video games can quickly transform from an infrequent form of enjoyment to a daily habit, and from a 
habit to an addiction   When does amusement turn into a problem? Numerous experts have recognized 
the existence of gaming addiction. In China, the Netherlands, and Korea, there are many clinics 
dedicated to both treating and preventing video game addiction. The majority of teens who played 

Nilsson, Leppert, and slund, 2012) that included 7757 Swedish adolescents (aged 13 to 18). The study 
examined the influences of time spent gaming and motives to play on the negative consequences of 
adolescent online computer gaming. Poor sleep, not having enough time to do schoolwork, and 
frequent arguments with parents were among these unfavorable effects (especially for girls). Boys 
cited having insufficient time to complete their schoolwork, spend time with friends, and play video 
games at home. The girls slept fewer hours and frequently neglected to eat. 

Physiological health risks from excessive mobile phone use include weariness, headaches, earaches, 
warmth in the ears, and musculoskeletal complaints. Mobile phone use while driving is one of the 
main causes of accidents, and it is still debatable whether excessive mobile phone use causes tumors 
or not. Addicts to mobile devices may experience severe psychological effects. They don't exhibit any 
psychological or physical symptoms, and others are unaware they have a condition. Ozturan, et al. 
(2002 cited by Vandana and Diyva 2016 ) concluded that the ear is the first organ affected by cell 
phones. There is a higher energy buildup in the ear than in other organs, and its effects on hearing are 
still up for debate.Finally, excessive mobile phone use might result in physiological health risks like 
weariness, musculoskeletal complaints, headaches, earaches, and warming sensations. Mobile phone 
use while driving is one of the main causes of accidents, and it is still debatable whether excessive 
mobile phone use causes tumors or not. Addicts to mobile devices may experience severe 
psychological effects. They don't exhibit any psychosomatic symptoms, and others are unaware they 
have a condition.Thus, the study seeks to discover the various impacts that the playing of games and 
use of mobile phones have had on children and young people as well as discover the habits and 
behavior that children and young persons are beginning to exhibit which may lead to behavioral 
disorders in the days to come. 

Research Objective and Working Method 

In consideration that the use of mobile phones and playing of games particularly online games have 
become more pronounced among children and young people even the younger generation, the subject 
of study is now the impact of these games and mobile phones on the behavioural disorder in children 
and young people. This research tried to ascertain the various impacts and popularity of such effects 
among children and young people by getting information from both the young people and 
Parents/Guardians. The sample for parents and Guardians comprised of 150 individuals who were 
randomly selected in the Federal Capital Territory, Abuja, Nigeria. Also, the sample for children and 
young people comprised of 150 Children and young people from the age range of 7-18 in the Federal 
Capital Territory, Abuja, Nigeria. Two questionnaires comprising of 10 and 6 variables respectively 
were implemented to the parents/guardians and the children/young person respectively: 

Parents: 

1. Does your child/ward display mental stress, anxiety, and depression as a result of playing 
games and using mobile phones? 

2. Has the use of Mobile Phones and gaming affected the Personal Hygiene (not taking their 
baths, unkempt room among others as a result of time on games and phones) of your 
child/ward? 

3. Is your child/ward beginning to have a low attention span due to gaming and the use of mobile 
phones? 

4. Does your child/ward stay up late at night playing games and using their mobile phone? If yes, 
does it affect their productivity during the day? 

5. Has playing games and using mobile phones affected adversely the socialization of the 
child/ward (refusal to go out but stay glued to their phones and games)? 
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6. Does your child/ward display and act according to the games they play or the things they 
interact with on their phones? 

7. Do you feel that your child/ward wastes resources (time, money, data, etc.) on games and 
mobile phones? 

8. Has your child/ward cultivated an irregular eating pattern as a result of gaming and using a 
mobile phone? 

9. Does your child/ward avoid errands just to stay with their games and mobile phone? 
10. Do you feel that gaming and using mobile phones has opened them to a world of information 

that can adversely affect their growth? 
Children/Young People: 

1. Do you feel your parents/Guardian disturbs you so much when you use your mobile phone or 
play games? 

2. Do you desire to be like the action guys that you see in the game or while you use your phone? 
3. Do you desire to live freely off your parents so you can have more time to yourself to play 

games and use your phone? 
4. Do you feel your games and mobile phone are better companions than humans? 
5. Do you prefer to play games and use your phone than do school work? 
6. Do you feel playing games and using mobile phones has opened you to many things in the 

world? 
 
Results 

             Table 1. Frequency of Demographic Variables for Parents/Guardians 

Demographic Information Frequency 

(N=150) 

Percentage 

(N=100%) 

Sex Male 68 45.3 

Female 82 54.7 

Age 20-34 25 16.7 

35-49 64 42.7 

50-64 37 24.6 

64 and above 24 16 

Employment Status Public Servant 63 42 

Private Servant 37 24.7 

Self-Employed 32 21.3 

Unemployed 18 12 

Parental Status Single Parent 31 20.7 

Both Parents 107 71.3 

Guardian 18 12 

 

Table 1: The above table presents the demographic distribution of parents/guardians respondents by 
Sex, Age, Employment Status, and Parental Status. The result in the table also shows that 68 (45.3%) 
of the respondents were male parent/guardians while 82 (54.7) of the respondents were female 
parent/guardians. Considering the age distribution of respondents in the table, 16.7% of the 
respondents fall within the age bracket 20-34 years; 42.7% of respondents were having the age 
between 35-49 years; followed by 24.6% within the age bracket 50-54 years, and 16% of the 
respondents were 64 and above. The Employment Status as indicated in the table shows that 63 (42%) 
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of the respondents are Public Servants, 37 (24.7%) are Private Servants, 32 (21.3%) are Self-
Employed and 18 (12%) are unemployed.   

Finally, in the Demographic Information section for Parents/Guardians, the table also shows that 31 
(20.7%) of the total respondents were single parents while 107 (71.3) are both parents living together, 
and 18 (12) were guardians. 

             Table 2. Frequency of Demographic Variables for Children and Young People 

Demographic Information Frequency 
(N=150) 

Percentage 
(N=100%) 

Sex Male 91 60.7 
Female 59 39.3 

Age 7-10 22 14.7 
11-17 128 85.3 

School Level Primary School 24 16 
Secondary School 111 74 
University 12 8 
Out of School 3 2 

Device Owned Game System 43 28.7 
Mobile Phone 88 58.6 
Both 25 16.7 

 

Table 2: The above table presents the demographic distribution of children/young people respondents 
by Sex, Age, School Level, and Device Owned. The result in the table also shows that 91 (60.7%) of 
the respondents were male children/young people while 59 (39.3) of the respondents were female 
children/young people. Considering the age distribution of respondents in the table, 22 (14.7%) of the 
respondents fall within the age bracket of 7-10 years; while 128 (85.3%) of the respondents were 
within the 11-17 years age bracket.  

The School Level of respondents as indicated in the table shows that 24 (16%) of the respondents were 
in primary school, 111 (74%) were in secondary school, 12 (8%) are university and 18 (12%) are out 
of school.  Finally, in the Demographic Information section for children and young people, the table 
also shows that 43 (28.7%) of the total respondents own a game system while 88 (58.6%) own a 
mobile phone, and 25 (16.7) own both. 

Table 3: Variable related to the impact of games and mobile phones on the behavioural disorder 
 

Name of Variable Option A (Yes) 
 
Percentage(%) 

Option B 
(Undecided) 
Percentage (%) 

Option C (No) 
 
Percentage (%) 

Total Number of 
Participants  
Percentage (%) 

V.1 Display of 
Mental Stress, 
Anxiety, and 
Depression. 

87 
 
58% 

23 
 
15.3% 

40 
 
26.7% 

150 
 
100% 

V.2 Bad Personal 
Hygiene 

93 
62% 

9 
6% 

48 
32% 

150 
100% 

V.3 Low Attention 
Span 

132 
88% 

2 
1.3% 

16 
10.7 

150 
100% 

V.4 Sleepless Night 
and Lesser 
Productivity During 
the day. 

89 
 
59.3% 

21 
 
14% 

40 
 
26.7 

150 
 
100% 

V.5 Poor 
Socialization Skills 

85 
56.7% 

23 
15.3% 

42 
28% 

150 
100% 

V.6 Acting like the 
Characters they 
come across 

79 
 
52.7% 

30 
 
20% 

41 
 
27.3% 

150 
 
100% 
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V.7 Wastage of 
Resources 

130 
86.7% 

6 
4% 

14 
9.3% 

150 
100% 

V.8 Irregular Eating 
Pattern 

84 
56% 

22 
14.7% 

44 
29.3% 

150 
100% 

V.9 Avoiding 
Errands 

101 
67.3% 

16 
10.7% 

33 
22% 

150 
100% 

V.10 Access to 
Information that can 
Adversely their 
Growth. 

111 
 
74% 

13 
 
8.7% 

26 
 
17.3% 

150 
 
100% 

Total (N) 
Percentage (100%) 

991 
 
66.1% 

165 
 
11% 

344 
 
22.9% 

1500 
 
100% 

 

Table 3 contains variables related to the impact of games and mobile phones on the behavioural 
disorder in children and young people that were administered to parents/guardians. 

The data in the table demonstrate that majority of the participants (parents/guardians) declare that the 
hypothesis of the certain variables in the table are valid. In Variable 1 (V 1) which talks about the 

23(15.3%) were undecided, while 40(26.7%) of the participant response were negative indicating that 
display of mental stress, anxiety and depression is a form of behavioral disorder in children and young 
people as a result of the playing of games and usage of mobile phones. Also in Variable 2 (V 2) which 
is about bad personal hygiene, 93 (62%) 
undecided, while 48(32%) of the participant response were negative indicating that bad personal 
hygiene is a form of behavioral disorder in children and young people as a result of the playing of 
games and usage of mobile phones. 

Furthermore, in Variable 3 (V 3) talking about low attention span, 132 (88%) of the participants' 
responses were positive, 2(1.3%) were undecided while 16(10.7%), of the participant response, were 
negative indicating that a low attention span is a form of behavioral disorder in children and young 
people as a result of the playing of games and usage of mobile phones. Also in Variable 4 (V 4) which 
is about sleepless nights and lesser productivity during the day, 89 (59.3%) of the participants' 
responses were positive, 21(14%) were undecided, while 40(26.7%) of the participant response were 
negative indicating that sleepless night and lesser productivity during the day is a form of behavioral 
disorder in children and young people as a result of the playing of games and usage of mobile phones.  

Furthermore, in Variable 5 (V 5) talking about poor socialization skills, 85 (56.7%) of the participants' 
responses were positive, 23(15.3%) were undecided while 42(28%), of the participant response, were 
negative indicating that poor socialization skills are a form of behavioral disorder in children and 
young people as a result of the playing of games and usage of mobile phones. Also in Variable 6 (V 6) 
which is about acting like the characters they come across, 79 (52.7%) of the participants' responses 
were positive, 30(20%) were undecided, while 41(27.3%) of the participant response were negative 
indicating that acting like the characters they come across (which can lead to loss of self-identity) is a 
form of behavioral disorder in children and young people as a result of the playing of games and usage 
of mobile phones. Furthermore, in Variable 7 (V 7) which is talking about the wastage of resources, 
130 (86.7%) of the participants' responses were positive, 6(4%) were undecided while 14(9.3%), of the 
participant response, were negative indicating that wastage of resources is a form of behavioral 
disorder in children and young people as a result of the playing of games and usage of mobile phones.  

Also in Variable 8 (V 8) which is about an irregular eating pattern, 84 (56%) of the participants' 
responses were positive, 22(14.7%) were undecided, while 44(29.3%) of the participant response were 
negative indicating that an irregular eating pattern is a form of behavioral disorder in children and 
young people as a result of the playing of games and usage of mobile phones. Furthermore, in 
Variable 9 (V 9) which is about avoiding errands, 101 (67.3%) of the participants' responses were 
positive, 16(10.7%) were undecided while 33(22%), of the participant response, were negative 
indicating that avoiding errands is a form of behavioral disorder in children and young people as a 
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result of the playing of games and usage of mobile phones. And finally, in Variable 10 (V 10) which is 
about having access to information that can adversely their growth, 111 (74%) of the participants' 
responses were positive, 33(17.3%) were undecided while 26(17.3%), of the participant response, 
were negative indicating that avoiding errands is a form of behavioral disorder in children and young 
people as a result of the playing of games and usage of mobile phones. 

The above thus indicated that all the hypothesis variables were ascertained to be the true impact of 
games and mobile phones on the behavioral disorder in children and young people which have been 
noticed and assessed by parents and guardians. 

Table 4: Variable related to the impact of games and mobile phones on the behavioural disorder 
in children and young people (Child  

Name of Variable Option A (Yes) 

 

Percentage(%) 

Option B 
(Undecided) 

Percentage (%) 

Option C (No) 

 

Percentage (%) 

Total Number of 
Participants  

Percentage (%) 

V.1 Disturbance 
from 
Parent/Guardian 
while using their 
device 

81 

 

54% 

20 

 

13.3% 

49 

 

32.7% 

150 

 

100% 

V.2 Desire to be 
like what they play 
or see 

101 

67.3% 

10 

6.7% 

39 

26% 

150 

100% 

V.3 Independence 
from parents to 
have more time to 
themselves and their 
device 

99 

66% 

20 

13.3% 

31 

20.7% 

150 

100% 

V.4 Game and 
Mobile phones are 
better companions 
than human 

76 

 

46.7% 

21 

 

14% 

53 

 

35.3% 

150 

 

100% 

V.5 Prefer to play 
games and use 
mobile phone than 
do school work 

79 

52.7% 

32 

21.3% 

39 

26% 

150 

100% 

V.6 Games and use 
of mobile phone 
have opened you to 
many things in the 
world 

104 

 

69.3% 

12 

 

8% 

34 

 

22.7% 

150 

 

100% 

Total (N) 

Percentage (100%) 

540 

 

60% 

115 

 

12.8% 

245 

 

27.2% 

900 

 

100% 

 

Table 4 contains variables related to the impact of games and mobile phones on behavioural disorders 
in children and young people that were administered to children and young people. 
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The data in the table demonstrate that majority of the participants (children/young people) declare that 
the hypothesis of the certain variables in the table are valid. In Variable 1 (V 1) which talks about 
disturbance from parents/guardians while using their devices, 81 (54%) of the participants' responses 
were positive, 20(13.3%) were undecided, while 49(32.7%) of the participant response were negative 
indicating that disturbance from parent/guardian while using their device is a form of or is what can 
lead to behavioral disorder in children and young people as a result of the playing of games and usage 
of mobile phones. Also in Variable 2 (V 2) which is about the desire to be like what they play or see, 
101 (67.3%) of the participants' responses were positive, 10(6.7%) were undecided, while 39(26%) of 
the participant response were negative indicating that desire to be like what they play or see is a form 
of or is what can lead to behavioral disorder in children and young people as a result of the playing of 
games and usage of mobile phones. Furthermore, in Variable 3 (V 3) talking about the desire for 
independence from parents to have more time to themselves and their devices, 99 (66%) of the 
participants' responses were positive, 20(13.3%) were undecided while 31(20.7%), of the participant 
response, were negative indicating that independence from parents to have more time to themselves 
and their device is a form of or is what can lead to behavioral disorder in children and young people as 
a result of the playing of games and usage of mobile phones. Also in Variable 4 (V 4) which is about 
games and mobile phones being better companions than humans, 76 (46.7%) of the participants' 
responses were positive, 21(14%) were undecided, while 53(35.3%) of the participant response were 
negative indicating that game and mobile phone are better companions than human is a form of 
behavioral or is what can lead to disorder in children and young people as a result of the playing of 
games and usage of mobile phones. Furthermore, in Variable 5 (V 5) which is talking preference for 
playing games and using their mobile phone to do school work, 79 (52.7%) of the participants' 
responses were positive, 32(21.3%) were undecided while 39(26%), of the participant response, were 
negative indicating that preference of playing game and using their mobile phone to doing school 
work is a form of or what can lead to behavioral disorder in children and young people as a result of 
the playing of games and usage of mobile phones. And finally, in Variable 6 (V 6) which is about the 
fact that games and the use of mobile phones have opened them to many things in the world, 104 
(69.3%) of the participants' responses were positive, 12(8%) were undecided while 34(22.7%), of the 
participant response, were negative indicating the fact that games and use of mobile phone have 
opened them to many things in the world is something that can lead to behavioral disorder in children 
and young people as a result of the playing of games and usage of mobile phones. 

The above thus indicated that all the hypothesis variables were ascertained to be true about the impact 
of games and mobile phones on behavioral disorders in children and young people which have been 
noticed and assessed by the children and young people. 

 

Conclusion 

Based on the obtained report, the study has been able to establish that there is a very high level of 
impact and correlation between the playing of games and the use of mobile phones on behavioural 
disorders in children and young persons. The parents/guardians respondents ascertained various 
hypothetical variables with the claim that the playing of games and use of mobile phones has affected 
their children and young persons in the following; display of mental stress, anxiety, and depression, 
bad personal hygiene, low attention span, sleepless night and lesser productivity during the day, bad 
socialization skills, acting like the characters they come across while gaming or using their mobile 
phones, wasting of resources, avoiding errands, access to information that can adversely their growth. 
Also, the children/young persons also gave their views which were pointers to what are and develop to 
become behavioural disorders in children. The variables they attested positively include that they; are 
disturbed by their parent/guardian while using their device, desire to be like what they play or see 
while using their devices, and desire independence from their parents/guardians to have more time to 
themselves and their device, enjoy the company of their mobile phone more than that of humans, 
prefer to play game and use their mobile phone than do school work and have been opened to many 
things in the world through the use of their game devices and mobile phones. All these variables 
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attested positive by the children and young people respondents are pointers to what are or later 
develop to become behavioural disorders in them. 

Even though the usage of mobile phones and gaming devices has entered even the educational system 
and child upbringing process and it does have many advantages when used for learning, i.e. when it is 
implemented for learning, recreational as good purposes, there is the other side of the coin which 
shows that the increasing frequency to use it for gaming, searching information whether relevant or 
not on the Internet, frequent downloading of numerous games application and similar, spending more 
than four hours a day at games, mobile phones and/or tablet/computer, could point to possible signs of 
addiction eventually leading to behavioral disorders. Considering the amount of time, energy, and 
resources young people spend interacting with their devices including time during classes and breaks, 
free time, and time before going to bed, in other words, most of their time, there will always be an 
aftermath of every activity one involves in and such is a behavioural disorder 

 

Recommendation  

We cannot change the progress of the world or the fact that the new generations, called digital natives 
(Prenski, 2001 cited by Maja and Andrea 2015), possess a different perspective on technologies in 
general, and we cannot stop that. On the other hand, we must remember always that the human being 
and our body are designed and built physiologically for movement. Risks come with the significant 
shift in our habits brought on by the addictive use of technology. 

First and foremost, parents, guardians, and teachers of all grade levels in schools need to understand 
these risks. Technology is a tool that may be utilized in a variety of ways, but more importantly, we 
must be conscious that the decision is frequently made for us. In the same manner that we try our best 
as individuals and as a society to prevent our kids from accessing information and content that could 
lead to behavioral problems, everyone must make an effort to instruct kids on how to use gaming 
consoles, mobile phones, and ICT equipment in the right way. 

It is crucial to continuously educate parents, guardians, kids, and everyone else involved in the 
upbringing and education process, especially instructors, about the dangers of gaming and mobile 
phone addiction, and other behavioral disorders. This is specifically because of the reasons mentioned 
above. When a child shows an interest in using computers, smartphones, and other gadgets, it is 
advised to start them in school as soon as possible, both at home and in kindergarten. One of the 
prerequisites for a healthy growing up while using modern gaming devices, mobile phones, and other 
technical equipment is early preventive and effective instruction. 
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