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Title: Effects of using video gaming on behaviour and development of children.
[bookmark: _Toc223952234]Introduction
[bookmark: _Toc223952235]Background of the study
Public health aims at safeguarding and enhancing the wellbeing and health of groups of people by undertaking research and education, as well as preventive measures (World Health Organization, 2024). The main issue which is on the rise in public health and child development is the use of video games which is increasing among kids. Video games are digitally interactive and computer-based games. Although gaming has the potential of promoting the ability to be creative and problem-solving, but too much gaming can affect the behaviour of children, their social skills, and their performance in school. This study will focus on understanding why children are highly into playing video games and analyse possible behavioural and developmental consequences.
[bookmark: _Toc223952236]Aim and objectives
Aim: Investigation of reasons as why children are getting involved into playing video games and how the same may affect behaviours and development.
Objectives
· To establish the primary causes of increasing obsession of children with video games.
· To examine the possible behavioural, social and scholastic consequences of the excessive gaming in children.
· To assess the available research evidence to show the connection between video games use and child development.
[bookmark: _Toc223952237]Problem statement
Video games are a popular action of entertainment among children of the world today. World Health Organisation has established that excessive gaming is a possible behavioural problem because of diminished physical exercise and mental health challenges. Researchers note that over 90% of children between 12-15 years old engage in video gaming activities and in 2018, at nearly 14 hours are recorded (Statista, 2026).
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[bookmark: _Toc223951867]Figure 1: Hours, spent by children in gaming weekly in the UK
(Sources: Statista, 2026)
According to research done by American Academy of Paediatrics, children are only supposed to spend only 1-2 hours and for 2 years old, there should be no screen time into recreational screen time, but surveys indicate that most of them are spending more than 2 hours than the suggested limit (Pappas, 2022). Among the problems attributed to excessive gaming include poor performance, sleeping disorders, loss of social lives and development of behavioural problems including irritability and lack of concentration.
Children are at a risk especially since gaming platforms have reward systems that induce dopamine release making them want to continue playing again and again. Online games that are played by multiple players are also good at developing high quality social environments where children find it hard to switch off. Consequently, the long-term developmental effects of excessive gaming among educators, parents and health professionals have raised concern. 
[bookmark: _Toc223952238]Rationale
This topic and problem is selected because in this era, popularity of video games is growing and causing serious concerns about the health, behaviour, and development of children. Knowing key factors as why kids are getting involved with playing video games can help parents, and policy-makers in formulating proper approaches in controlling the gaming behaviour. Moreover, the study of this question will also play a role in the wider debate in the context of the academic disciplines of public health and child psychology on the use of digital technologies by youth. Through the study of the existing research, the present study regular will offer evidence-based support that might enable healthier gaming habits and enhanced balanced digital interactions amongst children.
[bookmark: _Toc223952239]Sources of data collection and justification
The secondary data sources in this research will include academic journals, books, government publications, as well as reports by recognised organisations. In order to have a reliable and quality information, CRAAP test will be implemented. CRAAP approach evaluates sources in terms of Currency as helps in knowing whether information is recent, Relevancy or the level of the connexion to the research topic, Authority to know information that is presented by the credible authors or institutions (Ong et al., 2026). In addition, it helps in assuring accuracy as the information that is presented with the purpose to be used as evidence, and Purpose to show the intention to inform a person, rather than to deceive. 
[bookmark: _Toc223952240]Task 2: Research methodology 
[bookmark: _Toc223952241]Research strategy
The methodology in research is a procedure through which data is collected and analysed systematically to be able to respond to a research problem. There are two main approaches to conducting an academic research, which are: quantitative research and qualitative research. Quantitative research deals with figures and statistical analysis. It is normally applied in the estimation of association between variables, hypothesis proving and determining patterns among large groups of people. Techniques that are predominantly quantitative are use of surveys with close-ended questions, experiments and analysis of statistical data (Bhushan and Anand, 2022). The primary benefit of the quantitative research is that the results may be measured and generalised. Nonetheless, it might not be able to provide finer descriptions of human behaviour or personal experience.
Qualitative research in contrast deals with comprehending making sense of meanings, experiences and social behaviours by the use of non-numerical data (Oranga and Matere, 2023). It is widely applied in social sciences in cases when the researcher wants to address the opinions, perceptions, or motivations. Techniques like interviews, observations, and literature analysis are often used in the qualitative research. Qualitative research has one benefit and that is it enhances understanding of the complex behaviours and attitudes of human beings. However, qualitative studies usually have their sample made smaller and findings might be harder to generalise.
The two strategies are significant in a research basing on the objectives of the research. Whereas quantitative research dwells on the measurement of things using statistics, qualitative research dwells on interpretation and cognition of social phenomenon.
[bookmark: _Toc223952242]Justification of selected research strategy
This current research will be performed in the form of the qualitative research since the study is aimed at realising the reasons why children interact with video games instead of quantifying the relations. The qualitative research enables the researcher to learn more about the behaviours, motivations as well as experiences that may exist in an in-depth analysis of the knowledge that already exists in literature and research findings (Chand, 2025). Qualitative analysis is a more appropriate method since the task of the study is to learn about behavioural and psychological aspects that determine the gaming habits. It will allow the researcher to comprehend the previously published studies patterns and themes and understand the video gaming issues and its impacts on children in more in-depth.
[bookmark: _Toc223952243]Task 3: Data collection
[bookmark: _Toc223952244]Sources of data collection
Data collection is a crucial research process because it gives the information used in answering the research problem. There are two major categories of methods of data collection, which include primary and secondary data. Primary data are that information which the researcher gathers directly in reference to a given study. Such data is normally collected using surveys, interviews, focus groups and observations. The primary data enables researchers to acquire information which is quite relevant in the research objectives (Khoa, Hung and Hejsalem-Brahmi, 2023). It is also more controlling of the data collection process. Nevertheless, the use of primary data may be time consuming, expensive and in certain cases inaccessible when it comes to reaching the subjects especially in cases where children are the research participants.
Secondary data involves data which is existing and has already been gathered and published by other researchers, institutions and organisations. The common sources of secondary data are the academic journals, research reports, books, government publications and official statistics. Time and resource saving was one of the primary benefits of secondary data as the information is already present (Gardner et al., 2022). Secondly, secondary sources can usually include significant data and results of massive research projects done by professionals. But, the information might not be fully corresponding to the specific research goals, and the researchers should analyse that the sources can be considered reliable and up-to-date. Thus, when working with secondary data, the sources should be evaluated very carefully.
[bookmark: _Toc223952245]Justification of selected data collection 
In this research, secondary data will be applied since it will enable the researcher to have access to a vast pool of available academic literature on the use of video games by children and their effects on their behaviour. Ethical approval may take time and resources if primary data is collected, so, it is the reason to focus on secondary data collection. The research will also be based on reliable materials like peer-reviewed academic journals and books, international organisations reports like the world health organisation and American Academy of Paediatrics and government reports. These references are credible sources of statistics and specialist analysis concerning the digital behaviour of children. 
[bookmark: _Toc223952246]Data analysis 
Interpretation of collected data is done through data analysis so that patterns can be identified to address the research questions (Salmona and Kaczynski, 2024). The analysis of the data as qualitative research deals with discovering the themes and meanings of textual information. In this research, thematic analysis will be carried out. Thematic analysis will entail going through published research documents and identifying common patterns, notions, and themes of the use of video games among children. This method is suitable as it will enable the researcher to systematise the complicated data and build a clear view on the main considerations affecting the interest of children in playing video games.
[bookmark: _Toc223952247]Conclusion
In this report, the increasing popularity of video gaming among children and how this affected their behavioural and developmental outcomes has been considered. The paper has elaborated the research problem with statistical evidence and provision of the reason why the research topic is explored. The qualitative research approach has been chosen to examine the problem on a deeper level. The various research strategies, methods of data collection and the secondary data have aided by CRAAP test to validate its reliability were also discussed in the report. Lastly, the thematic analysis has been determined as the most appropriate method of analysis of qualitative data and its use to find out essential patterns in the existing research.
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