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Abstract—Introduction: Adolescence is a critical
developmental period during which excessive
engagement in online gaming has become increasingly
prevalent. While online gaming offers entertainment
and cognitive stimulation, uncontrolled use has been
associated with adverse psychological outcomes,
particularly anxiety and violent behavior. Growing
concerns regarding Internet Gaming Disorder highlight
the need to examine its impact on adolescent mental
health. Methods: A narrative review of literature was
conducted using published national and international
studies related to online gaming, anxiety, aggression,
and behavioral problems among adolescents. Literature
was collected from peer-reviewed journals, books,
reports, and electronic databases. Studies focusing on
prevalence, contributing factors, psychological effects,
and behavioral outcomes of online gaming were
included and critically analyzed. Results: The review
revealed a high prevalence of online gaming addiction
among adolescents, with higher vulnerability observed
among males. Excessive gaming was consistently
associated with increased anxiety, social withdrawal,
irritability, poor academic performance, and aggressive
behavior. Contributing factors included prolonged
screen time, exposure to violent gaming content, poor
family support, emotional dysregulation, loneliness, and
inadequate parental supervision. Adolescents with
gaming addiction demonstrated higher levels of anxiety
and violent tendencies compared to non-addicted peers.
Discussion: Online gaming addiction significantly
influences adolescents’ emotional and behavioral
functioning. The findings indicate a strong relationship
between excessive gaming, anxiety disorders, and
aggressive behavior. Early identification, parental
involvement, and mental health interventions are
essential to prevent long-term  psychological
consequences. Mental health professionals, especially
nurses, play a vital role in screening, education, and
preventive strategies to promote healthy gaming
behaviors.
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I. INTRODUCTION

Adolescence is a sensitive and transitional period
characterized by rapid physical, emotional, and
psychological development. During this stage,
individuals are more vulnerable to external influences,
including digital media and online activities. Online
gaming has become one of the most popular leisure
activities among adolescents due to easy access to
smartphones, computers, and internet connectivity.
Although moderate gaming may enhance cognitive
skills and social interaction, excessive engagement
has been linked with negative psychological
outcomes. The World Health Organization has
recognized Internet Gaming Disorder as a behavioral
addiction characterized by impaired control over
gaming, increased priority given to gaming, and
continuation  despite = negative  consequences.
Excessive gaming has been associated with anxiety,
aggression, social withdrawal, academic problems,
and behavioral disturbances among adolescents.
Therefore, understanding the impact of online
gaming on anxiety and violence is essential for early
prevention and intervention.

II. NEED FOR THE STUDY

Adolescents spend a substantial portion of their daily
time engaging in online gaming, often exceeding
healthy limits. Studies indicate that many adolescents
devote 20-30 hours per week to gaming, with some
exceeding 5-6 hours per day. Such excessive
engagement has been associated with poor academic
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performance, family conflicts, social isolation, sleep
disturbances, anxiety, and aggression.

Despite increasing awareness, online gaming
addiction remains under-recognized in clinical and
educational settings. Adolescents with gaming
addiction are at greater risk of emotional
dysregulation, violent behavior, and long-term
psychosocial consequences. Therefore, a
comprehensive review of existing literature is
essential to understand the magnitude of the problem
and guide preventive and therapeutic interventions.
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Fig. 1 Need of study for presenting study
II. REVIEW OF LITERATURE

Studies across different countries report varying
prevalence rates of online gaming addiction among
adolescents, ranging from 3% to more than 30%.
Male adolescents are consistently reported to be at
higher risk compared to females. Research indicates
that adolescents who spend prolonged hours gaming
are more likely to experience anxiety symptoms,
emotional instability, and aggressive behavior.

Exposure to violent video game content has been
associated with increased aggression, reduced
empathy, and desensitization to violence. Several
studies highlight that adolescents with poor parental
supervision, family conflicts, loneliness, and
academic stress are more vulnerable to gaming
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addiction. Psychological factors such as impulsivity,
poor coping skills, and emotional dysregulation
further contribute to excessive gaming behavior.

1. Prevalence of Online Gaming Addiction among
Adolescents

Studies across different countries report varying
prevalence rates of online gaming addiction ranging
from 3% to over 30%. Research conducted among
school and college students indicates that males are
more susceptible than females. Higher prevalence has
been noted among adolescents with psychiatric
comorbidities such as anxiety, depression, ADHD,
and conduct disorders. Smartphone-based gaming has
further increased accessibility, contributing to higher
addiction rates.

2. Factors Contributing to Online Gaming Addiction
Multiple factors contribute to gaming addiction
among adolescents, including:

Male gender

Poor parental supervision

Family dysfunction

Academic stress

Loneliness and social isolation

Poor emotional regulation

Exposure to violent game content

Night-time gaming and prolonged screen time
Psychological factors such as impulsivity,
sensation-seeking behavior, and low self-esteem
further increase vulnerability.

3. Impact of Online Gaming on Anxiety

Numerous studies demonstrate a significant
association between excessive gaming and anxiety
disorders. Adolescents addicted to online gaming
often experience social anxiety, generalized anxiety,
irritability, restlessness, and withdrawal symptoms
when unable to play. Gaming is frequently used as a
maladaptive coping mechanism to escape real-life
stressors, which paradoxically worsens anxiety over
time.

4. Impact of Online Gaming on Violence and
Aggressive Behavior

Exposure to violent video games has been linked
with increased aggressive thoughts, emotional
desensitization, and reduced empathy. Adolescents
with gaming addiction may exhibit verbal aggression,
physical aggression, and oppositional behavior,
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particularly when access to gaming is restricted.
Neurobiological studies suggest altered dopamine
regulation and impaired impulse control in excessive
gamers, contributing to violent tendencies.

III. METHODOLOGY

A narrative review design was adopted for the present
study. Literature related to online gaming, anxiety,
aggression, and behavioral problems among
adolescents was collected from national and
international peer-reviewed journals, textbooks,
reports, and electronic databases. Studies focusing on
prevalence, contributing factors, psychological
impact, and behavioral outcomes of online gaming
were included. Relevant articles were critically
reviewed and synthesized to identify key findings and
trends.
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Fig. 2 Flow chart of methodology
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IV.RESULTS

The review revealed a high prevalence of online
gaming addiction among adolescents, with a higher
incidence observed among males. Excessive gaming
was consistently associated with anxiety, irritability,
social withdrawal, sleep disturbances, poor academic
performance, and aggressive behavior. Contributing
factors included prolonged screen time, exposure to
violent gaming content, lack of parental supervision,
poor family support, loneliness, and emotional
dysregulation. Adolescents addicted to online gaming
demonstrated significantly higher levels of anxiety
and violent tendencies compared to non-addicted
peers.

V. DISCUSSION

The findings of this review indicate a strong
association between excessive online gaming and
adverse mental health outcomes among adolescents.
Online gaming is often used as a coping mechanism
to escape stress and emotional difficulties, which may
temporarily reduce distress but ultimately worsens
anxiety and behavioral problems. Exposure to violent
gaming content further increases the risk of
aggressive behavior. Early identification of gaming
addiction and timely intervention are essential to
prevent long-term psychological consequences.

IMPLICATIONS FOR NURSING PRACTICE
Mental health nurses play a vital role in early
identification, prevention, and management of
gaming-related behavioral problems. School and
community-based mental health programs should
focus on:

B Early screening for gaming addiction

Parental education and counseling

Promoting healthy digital habits

Stress management and coping skills training
Psychoeducation on anxiety and aggression

VI. CONCLUSION

Online gaming addiction is an emerging public
mental health concern among adolescents. Excessive
and uncontrolled gaming is strongly associated with
anxiety and violent behavior. Preventive strategies
such as parental supervision, psychoeducation,
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promotion of healthy digital habits, and early mental
health interventions are crucial. Mental health nurses
play a key role in screening, counseling, and
educating adolescents and families to promote
balanced and healthy gaming behaviors.
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