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ABSTRACT 

To examine the development of gaming addiction among orphaned students and evaluate the effectiveness of the educational process in 
reducing gaming disorder. The study involved first- to third-year students, including 952 males and 523 females. Assessments took place 
in first-year groups at the start of the academic year (October) and among first- to third-year students at the end of the year (May). Male 
students showed a higher prevalence of excessive gaming and spent more time playing than female students. The educational process 
alone proved insufficient to reduce this habit among males. For females, gaming generally posed no risk. Across all years, the intensity 
of this habit decreased over time, regardless of gender. To improve the effectiveness of educational programs and promote healthier 
lifestyles among orphaned students, universities should identify and address individual characteristics of male students and implement 
preventive measures using modern wellness approaches. 
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Introduction   

Integration into the global educational space requires new 

standards that develop universal learning skills (communication, 

personal, regulatory, and cognitive), while actively 

incorporating information and communication technologies into 

education. Research still lacks a clear understanding of how 

computer gaming affects individuals and how personal traits 

relate to gaming activity and genre preferences. As a result, there 

are no well-developed psychological support programs for school 

and university students who play computer games [1, 2]. Modern 

universities continue to expand their digital resources. Orphaned 

students use these systems to complete additional coursework. 

However, these same systems also encourage prolonged 

computer use. In practice, students spend far more time at the 

computer than their academic tasks require. Some studies 

suggest that the role of digital learning resources in developing 

internet or gaming addiction may be minimal, as modern 

students are generally inclined to spending time online [3, 4]. A 

key area of research on human interaction with information 

technology focuses on computer addiction, defined as a 

pathological dependence on computer use, including excessive 

engagement in computer games. 

At the same time, the informatization and computerization of 

modern society continue to expand on a global scale. Research 

on video game addiction has been examined from the 

perspectives of various psychological approaches and schools  [5-
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8]. Recent studies [9-12] examining the impact of university 

education on the prevalence and intensity of computer addiction 

among orphaned students show that gaming addiction poses a 

clear risk and distracts students from their academic preparation. 

Orphaned students represent a particularly vulnerable group, 

exposed to strong negative social influences, as well as facing 

social and psychological challenges and a lack of sufficient life 

experience [13-16]. Entertainment websites and computer 

games require substantial time to complete all stages of 

gameplay. This creates risks of declining educational outcomes 

and reduced focus on key life priorities. Students tend to use 

computers primarily for entertainment and relaxation through 

gaming. As a result, orphaned students often find it difficult to 

resist playing computer games before beginning their academic 

work using the internet. This contributes to both the increased 

prevalence and intensity of gaming disorder among orphaned 

students. After long, immersive gaming sessions that drain most 

of their physical energy, students often have neither the time nor 

the energy left for studying with electronic resources. In some 

games, students experiment and develop their imagination, 

which can support creative skills relevant to their future 

professional activities. However, in most cases, the majority of 

their time is spent on entertainment and computer games 

without clear benefits for study or work. D. Kaidalova, A. 

Kuznetsova and E. Nikitina (2024) [17, 18] identified the 

following psychological symptoms of internet addiction and 

video game addiction: a sense of well-being or euphoria while 

using a computer; inability to stop; increasing time spent at the 

computer; neglect of friends; feelings of emptiness or irritability 

during activities not related to computer use; and academic 

difficulties. One of the main indicators of established internet 

addiction is total preoccupation with the internet, which leads to 

a growing need to spend more and more time online [19, 20]. 

University learning that involves electronic resources, when kept 

within reasonable limits, can be considered a normal use of the 

internet. According to R. Kardashian (2024) [21, 22], healthy 

internet users have clear goals and spend a reasonable and limited 

amount of time achieving them. They do not experience 

psychological or cognitive discomfort, and the internet serves 

only as a useful tool. At the same time, prolonged engagement 

with the internet has led to gaming activity being widely 

recognized as an important aspect of youth development. Z.M. 

Toporetska, C.V. Aymedov, T.V. Synitska and O.P. Oliinyk 

(2024) [23-25] note that communication impairments associated 

with internet addiction manifest as disruptions in the emotional 

component, reduced ability to perceive a partner’s emotional 

state, and diminished capacity to interpret non-verbal cues. 

Modern education is no longer conceivable without advanced 

multimedia and interactive computer technologies, including 

electronic resources. The internet offers both educational and 

entertainment content. As a result, scholars highlight the 

problem of internet addiction and gaming disorder among 

students [26-30]. It can also be noted that interest in online games 

tends to decline with age, as priorities shift: school students are 

more engaged in online gaming (15%) than university students 

(5%). Electronic courses have a minimal impact on the 

development of internet addiction among students, as learning 

requires focused attention and the assimilation of information. 

Technological progress, however, contributes to the emergence 

of habits among orphaned students (one of the most vulnerable 

groups due to their limited social experience and lack of family 

support) that can be harmful to both physical and mental health 

and may quickly develop into addictions. These habits can 

become a form of “technological drugs”, drawing individuals into 

a virtual reality that differs significantly from real life. Many 

people spend a large portion of their time in front of screens. 

Prolonged viewing of television and excessive use of computer-

based entertainment can impair vision, contribute to physical 

inactivity, reduce productivity, and negatively affect memory, 

attention, and emotional stability. In more severe cases, this may 

lead to dependence on computers or television. Internet 

addiction refers to a pathological dependence on internet use  

[31, 32]. Monitor-based habits pose especially serious risks for 

young people who lack the self-discipline to resist them and avoid 

negative consequences. Modern university education relies 

heavily on the use of computer and information technologies, and 

students must engage with these technologies to succeed 

academically. However, many students lack knowledge of safety 

practices that help protect their health while using computers. If 

a student also spends free time in front of a screen for recreation, 

they risk compromising their health and diminishing their ability 

to study effectively and achieve professional success [33-35]. 

Given this, it is crucial to study the prevalence of such harmful 

habits and to develop appropriate educational technologies. 

These technologies should prevent the formation and escalation 

of harmful habits into full-fledged addictions. The integration of 

information and computer technologies in universities should 

aim to optimize the learning process, promote independent 

study, and prepare well-rounded, competent graduates. In 

practice, society faces a growing problem: the number of people 

dependent on programmable electronic devices increases every 

day. For students, computers are both a necessary tool for 

successful academic work and a means of communication and 

leisure. As a result, researchers emphasize the problem of 

internet addiction [3, 33, 36, 37]. “Internet addiction” is a broad 

term encompassing a range of behavioral and impulse-control 

problems. One form of this behavior is online gambling, while 

“computer addiction” also includes compulsive engagement in 

computer games. Criteria for these addictions have been 

developed, and different types of internet-addicted personalities 

have been identified [28, 38-41]. However, the psychological 

characteristics of internet-addicted students and the most 

effective strategies for preventing internet addiction remain 

insufficiently studied. Research on preventive measures using 

health-promoting activities is especially scarce. The younger 

generation increasingly perceives the internet as a primary tool 

for education and personal communication. 

The rising rates of internet addiction in modern society make it 

essential to identify affected individuals, examine their 

psychological traits, and develop effective preventive measures, 

including additional health-promoting activities. Researchers 

have identified the main triggers and stages in the development 
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of this type of addiction, proposed diagnostic criteria, described 

its physical and psychological symptoms, and examined how 

internet addiction can emerge from other forms of addictive 

behavior [16, 33, 42]. However, the psychological characteristics 

of internet-addicted orphaned students and the most effective 

prevention strategies remain insufficiently studied. For several 

reasons, students make up the largest share of internet users and 

face the highest risk of addiction. Their constant need for 

information, strong cognitive motivation, high social activity, 

and limited free time make them the primary users of online 

resources. The study has revealed a key contradiction: although 

48% of internet users are aged 18 to 24, there is little research 

identifying internet addiction or harmful behaviors, such as video 

game addiction, within this group. There is also a gap between 

the growing number of internet-addicted students and the lack of 

preventive measures based on health-promoting sports. Students 

often view excessive gaming as a threat to personal development. 

As they become deeply absorbed in gaming, they neglect the time 

needed for studying or physical activity. Players tend to identify 

with their in-game characters, and this identification can have 

negative effects, especially when the characters are aggressive. A 

major attraction of computer games is the opportunity to 

immerse oneself in a virtual world. This can lead to a harmful 

habit (computer addiction) often accompanied by insomnia and 

irritability. 

Research objective: To assess the effectiveness of the university 

educational process in addressing students’ excessive computer 

gaming. Research task: To analyze changes in the prevalence and 

intensity of computer gaming among students during their 

university studies and to develop practical recommendations to 

help replace this habit with sports activities. 

Materials and Methods 

Participants. The study involved first- to third-year students, 

with a total of 952 males and 523 females participating. Study 

design. The research was conducted using a survey. First-year 

students were surveyed at the beginning of the academic year, 

while first- to third-year students were surveyed at the end of the 

year. Students were asked to indicate the number of hours they 

spent per day on computer games and to rate the strength of this 

habit both before entering the university and at the time of the 

survey using a 10-point scale. The survey method we used is 

subjective and cannot provide fully objective data on the problem 

under study. Its results depend on several factors: students’ 

ability to accurately assess the time spent on the activity, their 

motivation to engage in it, and the difficulty they experience in 

refraining from it (which we refer to as the “strength of the 

habit”). Not all students have well-developed self-awareness, and 

not all are sufficiently motivated to participate conscientiously in 

the survey. During data processing, we excluded questionnaires 

that showed clear contradictions in responses to different 

questions. We also disregarded evaluations where students used 

only 2-3 points (e.g., 0, 1, or 10) to rate the strength of different 

habits, indicating a lack of effort to provide a precise answer. This 

may reflect poor self-knowledge or unwillingness to engage with 

the survey. Thus, our data primarily represent the segment of 

students with high responsibility and well-developed self-

awareness. It is likely that students who play computer games the 

most and are most dependent on this habit did not participate. 

Therefore, the time spent and habit strength data at specific 

points in the academic year (beginning of the first year or end of 

first–third years) should be interpreted with caution. 

Nevertheless, the survey provides reasonably reliable 

information on the gaming habit strength and allows for informed 

conclusions about the effectiveness of the educational process in 

addressing this harmful habit. Moreover, students with high self-

awareness and responsibility are more likely to succeed in 

university, become highly qualified specialists, and eventually 

assume leadership roles in various fields. So, it is important to 

study the personality development of this group during their 

university education. Statistical analysis. The survey results were 

processed as follows: 1) calculation of the percentage of students 

with the habit; 2) calculation of the percentage of students with 

the habit whose habit strength was high (7-10 points) or low (1-

3 points), indicating low risk of addiction; 3) calculation of the 

average change in habit strength over the course of university 

studies for students who had the habit; 4) calculation of the 

percentage of students whose habit weakened or strengthened, 

as well as those who developed or eliminated the habit during 

their studies; 5) assessment of the significance of differences using 

the Student’s t-test (p<0.05). All data were processed using the 

statistical functions of Microsoft Excel. 

Results and Discussion  

The main results of the student survey are presented in Tables 

1-3. The survey of first- to third-year students has shown that 

male students spend significantly more time on computer games 

than female students (Table 1). Among males, the prevalence of 

this harmful habit is also significantly higher than among females 

(Tables 1 and 2). 
 

Table 1. Distribution of students by time spent (hours/day) 
on computer games 

Year, 
gender 

N* 
Average 

(hours/day) 
No,  
% 

<1 ,  
% 

1-2,  
% 

2-4,  
% 

>4,  
% 

Mstart 217 1.8 ± 0.1 20 24 23 23 11 

Fstart 185 0.5 ± 0.1 69 16 8 5 3 

M1* 465 1.3 ± 0.1 30 30 22 10 9 

M2 122 1.7 ± 0.2 20 30 25 12 13 

M3 146 1.3 ± 0.1 18 36 25 14 5 

F1 198 0.6 ± 0.1 55 31 6 5 4 

F2 114 0.4 ± 0.1 58 32 4 2 2 

F3 106 0.4 ± 0.1 52 36 8 4 0 

Note: N – total sample size; Mstart, Fstart – male and female students surveyed at 

the beginning of the first year; M1, M2, M3, F1, F2, F3 – male and female 

students surveyed at the end of the 1st, 2nd, and 3rd years, respectively. 

 

Table 2. Prevalence and intensity of the habit of playing 

computer games among students 

Characteristics Mstart Fstart M1 M2 M3 F1 F2 F3 
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Total, % 80 31 70 80 82 45 42 48 

7-10 points, % 19 14 30 40 19 21 24 13 

1-3 points, % 45 64 38 28 45 68 60 75 

N1* 174 58 327 98 119 89 48 51 

Note: N1 – sample sizes of students who have the habit of playing computer 

games. 

 

Table 3. Intensity of the habit of playing computer games 
among students during university studies (sample sizes N1, 

Table 2) 

Indicators M1 M2 M3 F1 F2 F3 

Increase in habit 
intensity, 0-10 points 

–1.4  
± 0.2 

–1.7  
± 0.3 

–1.9  
± 0.3 

–1.4  
± 0.4 

–1.6  
± 0.5 

–1.7  
± 0.3 

Habit weakened, % 52 55 63 56 65 69 

Habit strengthened, % 12 7 10 17 11 4 

Habit eliminated, % 16 11 21 29 32 53 

Habit emerged, % 1 1 2 3 3 0 

 

By the end of the first year, the prevalence of the habit of playing 

computer games among male students is significantly lower than 

at the start of university. However, in the second year, it rises 

back to its initial level. At the end of the first to third years, 20-

25% of male students spend more than two hours per day on this 

habit, which poses risks to their physical and mental health. The 

educational process fails to reduce this harmful habit among 

second- and third-year male students, as well as to mitigate the 

risk of developing video game addiction among first- and second-

year male students. Among female students, the prevalence of 

this habit at the end of the first year is significantly higher than at 

the start of university and remains stable in subsequent years. At 

the beginning of their studies, one in three female students played 

computer games, while by the end of the academic year, this 

number increased to one in two. However, most female students 

spend less than one hour per day on computer games, indicating 

that, overall, this habit is not dangerous for them. This is further 

supported by the finding that fewer than 25% of female students 

who engage in computer gaming rated the strength of their habit 

at 7-10 points on a 10-point scale at the end of the academic year 

(Table 2), which could be considered indicative of dependency. 

The majority of female students rated their habit as weak (1-3 

points on the 10-point scale), (Table 2). During university 

studies, the strength of the habit decreases among students of all 

years, regardless of gender. Among male students, the reduction 

is more pronounced by the third year compared to first-year 

students, and the difference is statistically significant. For most 

students, the habit weakened over time, and the proportion of 

students showing this reduction increases with the duration of 

study for both genders. Among third-year female students, more 

than half have completely abandoned the habit of playing 

computer games, a proportion significantly higher than among 

first- and second-year female students. 

The analysis of the study results and the relevant literature 

revealed a clear tendency for students to become inadvertently 

drawn into internet addiction and computer gaming. This 

appears to result from specific aspects of the modern student 

learning system that relies on electronic resources, confirming 

our concerns and initial hypotheses about this problem. Based on 

the study findings, preventive recommendations have been 

developed for instructors to help redirect students from this habit 

toward more beneficial activities, particularly sports. These 

recommendations include the following directions: 1. Conduct 

an annual review of approaches to preventing addictive behaviors 

related to computer gaming. This serves as a form of 

psychological prevention to curb the further spread of this 

harmful habit. As a result, students become better informed 

about the mechanisms of gaming disorder, its causes, 

development processes, self-assessment methods, and the serious 

consequences of prolonged gaming. 2. Develop and promote 

guidelines for proper behavior when using computers for 

academic work. 3. Support the development of personal 

strategies to counteract the negative consequences of excessive 

engagement in computer games. 4. Foster motivation for a 

healthy lifestyle. 5. Promote awareness of alternative, more 

beneficial activities for students. 6. Communicate preventive 

measures against internet addiction and computer gaming to 

students who excessively use the internet or play computer 

games, while also promoting their social and moral well-being. 

Conditions should be created to cultivate in this group a need for 

a healthy lifestyle and participation in sports. 7. Teach students 

to understand and recognize the effects of video game addiction 

on a person. 8. Provide support for students who spend extended 

periods playing such games. If dangerous patterns emerge, offer 

necessary assistance to help them overcome feelings of anxiety or 

depression. 9. Socially adapt students to resist the negative 

influence of video game addiction and develop essential life skills 

for decision-making and adopting a healthy lifestyle. 10. Ensure 

a positive emotional atmosphere during university lessons. Our 

approach is based on the premise that gaming disorder can 

develop in students as a result of prolonged engagement with 

games combined with certain personal characteristics. For 

example, when a student’s perception of their gaming level 

becomes linked to their personal life status, or to the sense of 

achievement gained from completing all levels of a game, 

immersion in the virtual world can limit engagement in real-life 

activities such as reading. Computerized environments with 

headsets, glasses, keyboards, and joysticks capture the attention 

of young minds. In a virtual world with two-way or multi-way 

interactions, young people independently construct their own 

virtual reality. Team-based gaming becomes a unique way of life 

and a means of escaping an uncontrollable real world. Within this 

virtual reality, each young person feels like a winner, which poses 

the main risk of developing gaming disorder. Psycho-emotional 

factors strongly influence the formation of such addiction. The 

virtual world is inescapable and becomes a reality in itself. 

Students need to be taught and prepared to navigate this modern 

reality. New educational opportunities are inherently tied to the 

use of computers, electronic resources, and the internet. Fatigue 

during university studies is often offset by retreating under a 

personal, imagined virtual “pillow”, allowing students to shield 

themselves and escape the difficulties of studying, work, and life 

in general. In computer games, a student’s sense of self can reach 

extraordinary heights, boosting their self-esteem and perceived 
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abilities. Occasionally, this is reinforced by material rewards, 

such as monetary prizes for in-game victories. This can result in 

the full development of this harmful habit, i.e. video game 

addiction. The task of university instructors is to prevent mass 

immersion into the virtual world of computer games during 

lessons conducted via the internet. A widespread shift into the 

multimedia world is not yet possible, making it crucial to avoid 

pushing the computerization of higher education to absurd 

extremes. Computers must be used sensibly, without fostering 

harmful habits, internet addiction, gaming addiction, or 

audiovisual dependency. According to D. Kaydalova and A. 

Kuznetsova (2024), “the lifestyle of youth is a system of stable, 

typical forms and patterns of activity characteristic of this socio-

demographic group.” It represents a kind of portrait of how 

young people live within their socio-historical reality. Students 

who engage in regular physical activity report significantly higher 

levels of satisfaction with their health, which in turn strengthens 

resistance to computer gaming. It can be concluded that there 

remains a persistent lack of information regarding harmful habits 

among youth and university students, including video game 

addiction. This is due to the lack of comprehensive medical 

statistics tracking such behaviors. The situation is further 

influenced by the fact that student lifestyles are objectively 

shaped by their often-contradictory position in society. In 

professional teaching practice, it is essential to maintain a balance 

in the time allocated to completing electronic assignments and to 

prevent students from being distracted by entertainment 

websites and computer games. It is crucial to use the 

achievements of the computer age without harming physical or 

mental health and to redirect attention away from harmful 

computer habits through physical education. From general 

principles of morality emerge unique virtual ethical norms within 

the computer world. During lessons that use electronic 

resources, instructors can guide students toward certain ethical 

values and cultivate an understanding of “good and evil.” The 

social virtual world defines the virtual values students develop. 

Therefore, it is important to integrate the promotion of a healthy 

lifestyle into computer games and to demonstrate the importance 

of physical exercise and sports. It is necessary to identify games 

that can direct students toward sports clubs and real-world 

physical activities. Efforts should be made to help a young person 

transform from a strong, successful player in the virtual world 

into a physically strong individual in the real world. In this way, 

computer games can have a positive social effect, i.e. motivating 

youth toward an active lifestyle. Paradoxically, computer games 

should contribute to increasing students’ physical activity. Our 

moral framework is not fully adapted to virtual worlds. Unlike 

Nelson, Sewante (2025) [33, 43, 44] and Stevens, Courtney, 

Cherkerzian, Sara, Chen, Justin & Liu, Cindy (2020) [27, 45, 

46], our original research emphasizes a critical point: modern 

university education must harness both computers and young 

people’s interest in computer games in a positive sense. Their 

tendency to spend extended periods in front of a computer 

should be channeled toward socially constructive purposes. 

Thus, the content of health-oriented physical education should 

include a set of knowledge, skills, and competences that students 

need to acquire, with a focus on health promotion, overall 

development, and sport-recreational tasks, as well as on 

independently overcoming video game addiction. Priority should 

be given to developing physical, mental, and socio-moral health, 

while applying a student-centered approach in selecting physical 

activity methods to combat gaming disorder. It is essential to 

structure physical education so that students with varying degrees 

of gaming addiction can apply the knowledge and methods of 

health-promoting activities effectively. 

Conclusion 

1. To improve the effectiveness of university education in 

promoting healthy lifestyles, institutions should identify and 

consider the personal traits of male students, as these traits 

can increase the risk of gaming addiction. 

2. The work of faculties of physical culture and sports aimed at 

promoting a healthy lifestyle among students leads to some 

reduction in the likelihood of video game addiction during 

university studies. 

3. Physical education departments should introduce additional 

measures to promote healthy lifestyles and reduce the 

prevalence of gaming addiction. Both structured and 

independent physical exercise and training can support this 

effort. 

4. University instructors must make every effort to change 

students’ attitudes toward their own health and lifestyle. It 

is also essential to foster a positive attitude in students 

toward reading, art, and sports. This helps eliminate 

harmful habits, including video game addiction. 

5. Educators should design learning activities that use digital 

resources in a way that does not encourage the development 

of gaming addiction. 
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