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Abstract 
This paper examined the effects of digital video games among teenagers in Northeast Nigeria on 

security challenges in Northeast Nigeria on present security challenges as well as to proffer possible 

solution to the present security challenges posed by exposure to digital video games. The study 

formulated two research questions and one hypothesis. The population for the study comprises of 10 

million teenagers in Northeastern Nigeria out of which four hundred and fifty (450) was purposefully 

selected randomly based on the Krejcie and Morgan Table. But the four hundred and thirty (430) 

questionnaires were retrieved and used for the study. The Arithmetic Mean was used to analyze and 

answer the research questions while Chi-Square technique was used to test the hypothesis formulated 

for the study. The result of the study revealed that teenagers’ exposure to digital video games in 

Northeast Nigeria have negative impacts and contributes immensely to the present security 

challenges in the region. The researcher recommended among many others that the teenagers and 

the young adults should be properly guided on the use of ICT gadgets and that adequate orientation 

should be given to them on the impacts of digital video games on the present security challenges.  
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Introduction 

Digital video game could be defined as a system in 

which people referred to as players engage in artificial 

structured conflict simulation that is defined by rules 

which is expected to bring quantifiable results (Meshi, 

et al, 2015). A digital video game is played on different 

platforms and devices such as the computer or a 

console. Everyone love playing video games, but it is 

common among teenagers and children between the 

ages 5 and 17 years (Mills, 2014). Video games serve 

as avenue for social activity as a result of latest 

changes in the development of the tools that allow the 

interaction of multiple players online. Digital video 

games are of different structures, there are some that 

are designed to enhance sociability of the people, some 

for testing the critical thinking ability of the player in 

arriving at some decision and providing solutions 

(Norris, et al. 2016) while some are focus on the use 

and proper handling of some real-life objects like 

guns, motorbikes, motorcycles etc. Digital video 

games have both positive and negative effects on 

children and teenagers. Many studies have shown that 

exposure to video games can increase aggressive 

behaviour according to Orben & Przybylski (2019) 

and desensitization to violence (Przybylski, 2019). In 

studies conducted by Starcevic (2017) and Lee, et al. 

(2017)), it was identified that the negative effects of 

gaming also include depression, loneliness, 

aggression, self-defense and addiction.  
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Furthermore, Gaming is no longer a strange 

vocabulary in the normal activities of people 

especially the teenagers and young adults (Starcevic, 

2017). In recent past children run to a particular center 

designated as gaming centers where they pay or beg to 

play games and participate in gaming activities. 

Today, the advent of computers and various IT gadgets 

have made the work easier for the teenagers, they now 

have different kinds of games on their Personal 

Computers and mobile devices (Sim, et al, 2012). The 

modern-day youths are even much more comfortable 

playing games online with other players across the 

world. Digital Video Games (DVGs) is very common 

among the teenagers as their parents and guardians 

supported them and buy those ICT gadgets for them. 

Digital Video Games keeps the teenagers busy as they 

spend most of their time playing games either all alone 

by themselves on single player of with other players 

(Turner, et al., 2012). The video game industry is 

increasing in values excess of billion dollars on yearly 

basis and the attention of many youths and teenagers 

have been captivated (Juan, et al., 2017; Hopkins, et 

al., 2013). 

Király & Demetrovics (2017) also observed that, 

teenagers play, learn and socialize through video 

games to the extent that it is now becoming very 

difficult to separate it from the normal life of some 

teenagers. Digital Video Games is the major 

recreational hobbies of many youths and people in our 

today society (Islam, et al., 2020). There are many 

reasons while people especially teenagers engage in 

the playing of digital video games and some of the 

reasons are fun catching and relaxation, mental 

challenge and stress reliever. Kuss & Griffiths (2011) 

& Bourgonjon, et al. (2013) agreed that video games 

have both positive and negatives effects on children 

which actually depend on how they are guided and the 

type of video games they are exposed to. Video games 

have the tendencies to improve teenagers’ cognitive 

functions, help the hand and eye coordination of teens, 

contributes to their quick thinking and accuracy, aids 

in the development of problem-solving skills in teens, 

it can also improve the moods of teens and ward off 

anxiety (Ng, et al., 2018). However, Norris, et al. 

(2016) and Kato (2017) pointed out that digital video 

games have some negative effects which are mostly 

related to the amount of play and the game content. It 

is agreed that too much of exposure to very violent 

video games can make children exhibit behaviours that 

are not acceptable in the society and consequently 

learn and imitate the characters they watched and 

played (Sim, et al., 2012). 

The group observation of teenagers and the report 

from the works of Ogunleye-Adetona (2010) and 

(Ebohon & Ifeadi, 2012) are coherent to the facts that 

most children and teens learn to perform some certain 

skills from their engagement in the technology. Many 

are exposure to the functions and parts of a motorcar, 

bicycle and bike through playing digital video games. 

Some of the teens even attempt to drive a car or ride a 

bike through what they have seen and be engaged with 

on their mobile device through playing video games 

(Nwagboso, 2012; Hale & Guan, 2015). Teenagers 

learn the operation of various weapons such as guns, 

arrows and even bomb planting and how to use them. 

(Igbuzor, 2011) pointed out that children who are 

exposure to the use of gun will not hesitate to practice 

it when the opportunity present itself to them for real 

weapons if not guided and controlled. 

Security which is the duty of everybody is one of the 

major contemporary issues in the Northeastern region 

of Nigeria and in the areas of the country. Security 

challenge is any activity, event or occurrence that 

threatens the life and property of people. These are 

actions or events that put other people’s lives, 

materials and means of livelihood at risk (Stern & 

Ojendal, 2010). The major security challenges that 

Nigeria is battling with borders on activities of 

Jihadists, clashes between herders and farmers, oil 

militancy, insurgency, banditry and kidnapping, 

frauds and cybercrimes (Hettne, 2010). In all the 
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categories of the threats to the national security, the 

percentage of the youth’s contribution and population 

is high. The youths and the teenagers are the major 

group found in the forefront of these security 

challenges (Adagba, et al., 2012). Many of them have 

been exposed and they are being recruited to threaten 

the lives of others and given weapons to used. Kim and 

Chang (2010) noted that though it might not be 

immediate but the constant exposure and utilization of 

violent digital video games by children will not leave 

them without a mark in their life. Many children learn 

bullying, aggressive behaviours, cheating, fraud and 

various other forms of cybercrimes online (Adeola & 

Oluyemi, 2012). 

In addition, Adachi & Willoughby (2013) in their 

study noted that most of these negative effects of 

children’s exposure to video games can be linked to 

excessive gameplay. On the contrary, many studies 

have also shown that exposure to video games can 

improve and increase the cognitive learning abilities 

of children (Bourgonjon, et al., 2013). Taking subject 

such as Mathematics for example, Turner, et al. (2012) 

realized that students playing games relating to 

cooperative group video play showed the most 

positive attention and attitudes towards Mathematics 

than others who only played interpersonal competitive 

games. Aside learning, there is also evidence that 

video games can affect the social behaviour and 

emotional stability of children (Sim, et al. 2012). It 

does affect their social interactions and civic 

engagements in the society. They are more willing to 

volunteer and help other after been engaged in a video 

game where civic responsibilities are called to 

questions. Some digital video games enabled their 

players to be more creative and critical when attending 

to live issues (Jarvin, 2015). The puzzle or role-

playing games have been proved to aid the problem-

solving skills of children (Granic, et al., 2013). 

The level of insecurity in Nigeria today is a matter of 

great concern to everyone.  Insecurity hinders and 

affects national development and for any state or area 

to survive, grow and developed, national security is 

inevitable. It is surprising how the rate of crimes and 

atrocities being committed in the country is increasing 

on daily basis and the news is filled with stories of 

various security problem or the other ranging from 

ethnic militancy, insurgency, kidnapping, armed 

robbery, cultism, and various acts of cybercrimes. The 

youth and teens of the average age were the majority 

of these evil perpetrators. The question now remains, 

what are factors that contributes to the large 

percentage of youth population at various levels of 

security threats to the nation? Whereas there are many 

factors such as unemployment and low level of socio-

economic status among others that could lead to it, the 

exposure of innocent children to activities that are 

capable of enhancing their boldness, confident and 

knowledge on acts of aggressiveness and violence like 

playing violent video games cannot be neglected. A 

preliminary study has been carried out by the 

researcher to survey the level of exposure and 

utilization of digital video games among teenagers in 

Northeast Nigeria, result of which revealed that the 

teenagers are highly exposed to the use of digital video 

games, and it is therefore on this note that this study 

look at the effects of video games among teenagers in 

Northeast Nigeria on security challenge 

All the stakeholders in security will benefit maximally 

from the result of this study. It helps to create security 

consciousness in people and help the major 

stakeholders in security issues to channel and look at 

other areas in their bids to maintain security, law and 

order in the society. The government, security 

personnel as well as various community leaders will 

be able to understand the contributions of teenagers’ 

exposure to violent video games to security threats and 

potentials areas to check in the area of crime 

investigations. The parents and guardians will be able 

to supervise, control and checkmate the engagement 

and activities of their children especially the teens on 

video games. Teachers, educators and other 
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researchers will find the results of this study very 

useful to them. 

This study therefore examined the effects of digital 

video games among teenagers in the Northeastern 

Nigeria on security.  

Methodology 

The study utilized descriptive survey design which 

was designed to examine the effects of digital video 

games among teenagers in Northeast Nigeria on 

security challenges. 

The targeted population for the study was comprised 

of all the teenagers in Northeast Nigeria. The region is 

made up of six states which includes Adamawa, 

Bauchi, Borno, Gombe, Taraba and Yobe state and the 

estimated population of youth of ages 13 to 20 years 

was 10 million according to the United Nations’ 

projected population for year 20202. 

A total sample size of four hundred and fifty (450) 

teenagers across all states in the Northeast Nigeria was 

used for the study and this was determined 

purposefully through a random sampling technique 

using the Krejcie and Morgan Table. Forty (40) and 

thirty-five (35) teenagers making a total of seventy-

five each were selected from the major public 

secondary schools and the popular markets 

respectively from all the states in the Northeast region. 

The instrument for data collection for the study was a 

structured questionnaire that was divided into two 

sections; Section “A” which was designed to acquire 

basic information on the demography of the 

respondents and Section “B” designed basically to 

solicit information on the perception of teenagers on 

violent video games and its effects on security 

challenges in Northeast Nigeria. Five options were 

provided for the respondents to choose one that 

contain their decisions. The five points rating scale 

options provided for them were coded as thus on the 

questionnaire; Strongly Agreed (SA), Agreed (A), 

Undecided (UD), Disagreed (DA), and Strongly 

Disagreed (SD). 

The questionnaires for the collection of data for the 

study were vetted by three different experts from the 

Department of Statistics and Computer Science in the 

Polytechnic Bali to ascertain content and face validity. 

The questionnaires were considered to be valid for the 

examination of the effects of digital video games 

among teenagers in Northeast Nigeria. Pre-testing was 

carried out for the questionnaires to be tested and the 

result of it confirmed its reliability. The researcher and 

three other researcher assistants administered the 

questionnaire for the collection of the data for the 

study. The researcher used Arithmetic Mean was to 

analyze the data in order to provide answers to the 

research questions and from the collected data, any 

mean response of 3.00 and above based on the 5 points 

Likert scale was accepted and considered positive 

while any mean response below 3.00 was rejected and 

considered negative. The research hypothesis 

formulated for the study was tested using the chi-

square technique at 0.05 significance level and based 

on its decision rule; the null hypothesis will be 

accepted when the computed value of chi-square is 

lesser than the critical value and vice versa. 

Results 

The entire four hundred and fifty (450) questionnaires 

distributed were not to be collected as twenty (20) out 

of them were not returned. Therefore, the data analysis 

was based on four hundred and thirty (430) that were 

retrieved. 

Research Question One: What are the perceptions of 

teenagers in Northeast Nigeria on violent video 

games?
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Table 1: Teenagers’ perception on violent video games. 

S/N Teenagers’ Perception SA A UD DA SD 𝜺𝑭𝑿 N �̅� Decision 

1 Digital video games involving the use of 

guns and weapons are interesting to play 

185 105 5 65 70 1560 430 3.63 Accepted  

2 Teenagers learn the use of guns and 

weapons through playing video games 

170 125 0 82 63 1577 430 3.67 Accepted  

3 Violent video games involving actions 

takes away boredom as compared to others 

180 90 2 90 68 1514 430 3.52 Accepted 

4 Violent video games are more common in 

our areas 

150 145 0 65 70 1530 430 3.56 Accepted 

5 Male teenagers love violent video games 

more than the females 

180 107 0 70 73 1541 430 3.58 Accepted 

Source: Field Work, 2022 

The responses obtained from the perception of 

teenagers on violent video games in Northeast Nigeria 

in table 1 above revealed with mean score of 3.63 that 

digital video games involving the use of guns and 

weapons are interesting to play. Also, the mean score 

of 3.67 accepted the statement that teenagers learn the 

use of guns and weapons through playing of video 

games. The respondents agreed with a mean score of 

3.52 that violent video games involving actions takes 

away boredom as compared to others. Violent video 

games are more common in the area of the teenagers 

with mean score of 3.56 and with the mean score of 

3.58, it was accepted that male teenagers love violent 

video games more than the females. 

Research Question Two: What are the effects of 

violent video games on security challenges in 

Northeast Nigeria?

Table 2: Effects of violent video games on security challenges in Northeast Nigeria 

S/N Effects of video games SA A UD DA SD 𝜺𝑭𝑿 N �̅� Decision 

6 Violent video games teach teenagers how 

to be bully   

180 117 0 85 48 1586 430 3.69 Accepted 

7 Teenagers get interested in violence and 

fighting through playing violent video 

games 

175 125 5 62 63 1577 430 3.67 Accepted 
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8 Teenagers who are exposed to excessive 

violent video games tends to be aggressive 

among their mates 

155 160 0 

 

72 43 1602 430 3.73 Accepted  

9 Teenagers exposed to violent video games 

tends not to be compassionate and can do 

anything 

170 125 0 80 55 1565 430 3.64 Accepted  

10 Violent video games makes teenagers to 

think critically and seeks for opportunities 

to practice what they have learnt 

160 135 0 82 53 1557 430 3.62 Accepted  

Source: Field Work, 2022 

Table 2 above on the effects of violent video games on 

security challenges in Northeast Nigeria revealed that 

violent video games teach teenagers how to be bully 

with mean score of 3.69 and with the mean score of 

3.67 it was accepted that teenagers get interested in 

violence and fighting through playing violent video 

games. It was equally accepted that teenagers who are 

exposed to excessive violent video games tends to be 

aggressive among their mates with mean score of 3.73 

and with mean score of 3.64 the respondents agreed 

that teenagers exposed to violent video games tends 

not to be compassionate and can do anything while 

with the mean score of 3.62 it was accepted that 

violent video games makes teenagers to think critically 

and seeks for opportunities to practice what they have 

learnt. 

Research Question Three: What are the strategies for 

curbing the influence of violent video games on 

teenagers?

Table 3: Strategies for curbing the influence of violent video games on teenagers. 

S/N Teenagers’ Perception  SA A UD DA SD 𝜺𝑭𝑿 N �̅� Decision 

11  Parental guidance can help in curbing the 

menace of violent video game 

175 115 0 70 70 1545 430 3.59 Accepted  

12 Time limit of how long and how often to 

playing video games. 

 

165 125 0 87 63 1562 430 3.63 Accepted  

13 Educating teenagers on the positive and 

negatives effects of video games. 

170 85 2 95 78 1464 430 3.40 Accepted 

14 Government policy in accessing the violent 

video game.  

160 140 0 60 70 1550 430 3.60 Accepted 

15 Introduction of topics on use of video game 

in the curriculum of secondary education. 

165 107 0 85 73 1496 430 3.48 Accepted 

Source: Field Work, 2022 
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From the table 3 above on the strategies for curbing 

the influence of violent video games on teenagers, it 

was revealed that the statement which state that 

parental guidance can help in curbing the menace of 

violent video games was accepted with a mean score 

of 3.59 and the statement that time limit of how long 

and how often to playing video games was also 

accepted with a mean score of 3.63. With a mean score 

of 3.40 the statement that educating teenagers on the 

positive and negatives effects of video games was 

accepted and the statement that government policy in 

accessing the violent video game was equally accepted 

with a mean score 3.60 while the mean score of 3.48 

accepted the statement that the introduction of topics 

on the use of video games in the curriculum of 

secondary education. 

The hypothesis in this paper was tested through Chi-

Square analysis to make the right decision on the 

assumption formulated for the work. 

Ho: There is no significant relationship between 

violent video games among teenagers and security 

challenge in Northeast Nigeria. 

H1: There is significant relationship between violent 

video games among teenagers and security challenge 

in Northeast Nigeria.

 

Table 4: Table of Observed Values 

Responses  S1 S2 S3 S4 S5 Total 

SA 180 175 155 170 180 840 

A 117 125 160 125 135 662 

UD 0 5 0 0 0 5 

DA 85 62 72 80 82 381 

SD 48 63 43 55 53 262 

Total 430 430 430 430 430 2150 

Source: Fieldwork, 2022 

Expected Cell ij = 
𝑖𝑡ℎ 𝑅𝑂𝑊 𝑇𝑂𝑇𝐴𝐿 𝑥 𝑗𝑡ℎ 𝐶𝑂𝐿𝑈𝑀𝑁 𝑇𝑂𝑇𝐴𝐿

𝐺𝑅𝐴𝑁𝐷 𝑇𝑂𝑇𝐴𝐿
 

Column 1 – SA = 
840 𝑥 430

2150
 = 168 

Column 2 –A = 
664 𝑥 430

2150
 = 132.4 

Column 3 – UD = 
5 𝑥 430

2150
 = 1 

Column 4 – DA = 
381 𝑥 430

2150
 = 76.2 

Column 5 – SD = 
262 𝑥 430

2150
 = 52.4 
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Table 5: Table of Expected Values 

Responses  S1 S2 S3 S4 S5 Total 

SA 168 168 168 168 168 840 

A 132.4 132.4 132.4 132.4 132.4 662 

UD 1 1 1 1 1 5 

DA 76.2 76.2 76.2 76.2 76.2 381 

SD 52.4 52.4 52.4 52.4 52.4 262 

Total 430 430 430 430 430 2150 

Source: Fieldwork, 2022 

The Chi-Square formula used in deriving this was; Chi-Square (X2) = (Fo-Fe)2/Fe = 39.84 

Table 6: Chi-Square Result 

Chi-Square (X2) Degree of Freedom (df) Significance Level (𝜶) Critical Table Value (p-

value) 

39.84 16 0.05 26.30 

Source: Field Work, 2022 

Decision Rule: From the table 6 above, it was seen 

that the value of Chi-Square calculated is 39.84 while 

the critical table value is 26.30 and the degree of 

freedom is 32 at 0.05 level of significance. Therefore, 

since the value of calculated X2 = 39.84 is greater than 

the table value p-value = 26.30, the null hypothesis 

which states that there is no significant relationship 

between violent video games among teenagers and 

security challenges in Northeast Nigeria was rejected 

while the alternative hypothesis that there exist 

relationship between violent video games among 

teenagers and security challenges in Northeast Nigeria 

was accepted. 

Discussion of Findings 

This study was majorly on the effects of digital video 

games among teenagers in Northeast Nigeria on 

security challenges. From the analysis of the result of 

the study, it was revealed that majority of the 

respondents perceived that violent video games 

involving the use of guns and other weapons were 

common in their areas and that teenagers found them 

to be more interesting to other types of video games. 

This was in consonance with the study of Starcevic 

(2017) who revealed that teenagers love playing 

actions video games that get them engaged. (Granic, et 

al., (2013) pointed out that though it may not be 

immediate, but children learn consciously and 

unconsciously from playing video games and this was 

supported by the study that many of the teenagers learn 

the use of guns and other weapons of war from playing 

violent video games. It was perceived that violent 

video games bring solution the issues of boredom in 

the lives of the teenagers and that the males are engage 

and love more violent video games than the females. 

This somehow goes with the study of Nwagboso 

(2012) who said the male teenagers tend to be more 

violence and bully as compared to their female 

counterparts.  

The study showed clearly that excessive exposure of 

teenagers to violent video games affects and 

contributes to various security challenges in the 

society. The study revealed that violent video games 

teach teenagers how to bully others. It also pointed it 

out that violent video games make teenagers to be 
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interested in violence activities and fighting always. 

Chang, Wu, Weng and Sung (2012) noted that 

excessive exposure of children to video games could 

lead to the development of aggressive behaviours in 

them and the result of this study confirmed to the fact 

that teenagers who are exposed to excessive violent 

video games tends to be aggressive among them 

mates. The study revealed that violent video games 

dried the tears of compassion out of the eyes of the 

teenagers that are exposed to excessive violent video 

games and make them to do anything anyhow. It was 

revealed that teenagers will love to practice what they 

learn from violent video games if given the chance and 

opportunities which was supported by the studies of 

Ogunleye-Adetona (2010) and Sim, Gentile, Bricolo, 

Serpelloni and Gulamoydeen (2012) who said children 

always imitates and act out whatever they learn from 

digital space. 

The study revealed that some of the strategies for 

curbing the influence of violent video games on 

teenagers in Northeast Nigeria include parental 

guidance on the use of violent digital video games by 

the teenagers and that time limit should be set for 

teenagers on how long or how often they are to video 

games which was in conformity with the study of 

(Hale and Guan  (2015). It was also revealed another 

strategy is that the teenagers should be educated on the 

positive and negative effects of over exposure to 

violent video games and that the government should 

formulate policies and as well introduce the topic of 

the use of video game into the curriculum of secondary 

education as a way of curbing the influences and bring 

about positive solution, the study of (Adagba, et al., 

(2012) agreed to it that government have major role to 

play in ensuring the safety and security of everyone in 

the country. 

The researcher provided the following 

recommendations so as to tackle current and potential 

security challenges facing the Northeast Nigeria as a 

result of teenagers’ exposure to excessive violent 

video games. 

Parents and guardians should monitor the types of 

video games installed on their teens’ gadgets and 

devices. Time limit of how long and how often to 

playing video games should be set for teenagers by 

their parents. Schools and teachers should educate 

teenagers on the positive and negatives effects of 

video games playing. Teenagers should emulate and 

practice good lessons from the video games they are 

playing. The government should include topics on use 

of video game in the curriculum of secondary 

education especially the civic/security education. 

Conclusion  

The conclusion drawn out of this study was that 

teenagers always believed and agreed that violent 

video games are more interesting, realistic and 

pleasurable to play as they perceived it to drive away 

boredom and keep them active. However, excessive 

exposure of teenagers to violent video games will 

influence the behaviours, thinking and practices as 

they tend to be aggressive and bully in their manner 

and approach and more so, teenagers learn the use of 

guns and various others forms of weapons through the 

playing of violent video games and could post a 

security threat to the society if not properly handled 

and checked. In curbing the influence of video game 

on the teenagers, all hands must be on deck as the 

parents, the teachers, the government as well as the 

teenagers themselves have their parts to play.   
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