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Abstract
The rapid development of digital technology has positioned online
gaming as a dominant form of entertainment and social interaction among
Received: 10 February 2026 university students. This phenomenon presents complex implications for
learning motivation, which plays a crucial role in academic success. This
Revised: 10 March 2026 stud_y ai_ms to gnalyze the influence of online gaming_ on students? learning
’ motivation using a conceptual approach based on a literature review. Data
were derived from national and international scientific journals published

Accepted: 20 April 2026 within the last five years, complemented by relevant scholarly sources.
] ] The findings indicate that high intensity of online gaming tends to
Published online: negatively affect learning motivation, as reflected in decreased

concentration, reduced interest in academic activities, and poor time
management between study and leisure. Students with excessive gaming
habits are also more likely to experience lower academic discipline and
delays in completing assignments. However, the study also reveals that
certain types of games—particularly those incorporating educational and
strategic elements—can positively influence learning motivation when
used in a controlled and balanced manner.

It can be concluded that the impact of online gaming on learning
motivation is conditional and context-dependent, influenced by factors
such as gaming intensity, type of game, and students’ self-regulation
abilities. This study provides important insights for educators and higher
education institutions in developing effective strategies to maintain and

enhance students’ learning motivation in the digital era.
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INTRODUCTION

The digital era has brought profound and far-reaching transformations to students’
lifestyles, reshaping not only how they communicate and socialize but also how they engage
with learning and academic responsibilities. The rapid advancement of digital technologies,
including smartphones, high-speed internet, and interactive platforms, has enabled students to
access a vast range of digital content with unprecedented ease. As a result, the boundaries
between academic life, social interaction, and entertainment have become increasingly blurred.
Among the various forms of digital engagement, online gaming has emerged as one of the most
dominant and rapidly growing phenomena, particularly among university students.

As members of the digital native generation, contemporary students have grown up in
an environment where technology is deeply embedded in everyday life. This familiarity with
digital tools has facilitated the widespread adoption of online gaming as a routine activity.
Online games are no longer limited to recreational use during leisure time; instead, they have
become an integral part of students’ daily habits, often competing with academic activities for
time and attention. The availability of mobile gaming applications and multiplayer platforms
allows students to participate in gaming activities anytime and anywhere, whether during
breaks, late at night, or even in between academic tasks. This level of accessibility has
significantly contributed to the increasing prevalence of gaming behavior among students (Sun
et al., 2023).

Online games are designed to be highly engaging, incorporating features such as real-
time interaction, progressive challenges, reward systems, and competitive elements. These
features create a sense of achievement and satisfaction, encouraging users to remain engaged
for extended periods. In many cases, online games also provide social interaction through
multiplayer modes, enabling players to connect, collaborate, and compete with others globally.
This social dimension further enhances the attractiveness of online gaming, as it fulfills
students’ needs for belonging, recognition, and social validation. Consequently, gaming
environments often become immersive spaces where students invest significant emotional and
cognitive resources (Zameri et al., 2024). While online gaming can offer certain cognitive and
social benefits, such as improved problem-solving skills, strategic thinking, and teamwork, its
excessive use has raised growing concerns regarding its potential impact on students’ academic
motivation. Learning motivation is widely recognized as a critical factor in academic success.
It encompasses both intrinsic and extrinsic drivers that encourage students to engage in learning
activities, maintain persistence in the face of challenges, and strive to achieve their academic
goals. Highly motivated students tend to demonstrate better time management, stronger
commitment to academic tasks, and greater resilience in overcoming difficulties (Kaya &
Sarpkaya, 2025).

However, the increasing intensity of online gaming may disrupt these motivational
processes. One of the primary concerns is the displacement effect, where time spent on gaming
replaces time that could otherwise be devoted to studying, attending lectures, or completing
assignments. Students who prioritize gaming over academic responsibilities may gradually
develop habits that undermine their academic discipline. For instance, prolonged gaming
sessions can lead to irregular sleep patterns, fatigue, and reduced cognitive functioning, all of
which negatively affect learning performance.

Moreover, the highly stimulating nature of online games may reduce students’ interest
in academic activities that are perceived as less engaging. Academic tasks often require
sustained attention, delayed gratification, and cognitive effort, whereas online games provide
immediate rewards and continuous stimulation. This contrast can lead to a shift in students’
preferences, making them more inclined toward instant gratification rather than long-term
academic achievements. As a result, students may experience a decline in intrinsic motivation
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for learning, as academic activities fail to compete with the excitement and immediacy of
gaming experiences.

Empirical studies have consistently highlighted the potential negative consequences of
excessive gaming behavior on academic outcomes. Research indicates that students who spend
prolonged hours playing online games are more likely to exhibit decreased learning motivation,
procrastination in completing assignments, and difficulties in maintaining concentration during
study sessions (Anis & Murniasih, 2025). Additionally, excessive gaming has been associated
with lower academic performance, reduced class participation, and higher levels of academic
disengagement. These findings suggest that while gaming itself is not inherently harmful, its
uncontrolled and excessive use can significantly interfere with students’ academic
responsibilities.

Another important aspect to consider is the psychological impact of online gaming.
Many games are designed using reinforcement mechanisms, such as rewards, achievements,
and progression systems, which can create addictive tendencies. Students who become highly
dependent on gaming may experience difficulty in regulating their behavior, leading to
compulsive gaming habits. This condition, often referred to as problematic gaming or gaming
addiction, can further exacerbate the decline in academic motivation. Students may find it
challenging to balance their gaming activities with academic obligations, resulting in increased
stress, anxiety, and feelings of academic inadequacy (Alzahrani & Griffiths, 2025).
Furthermore, the social dynamics within online gaming communities can influence students’
behavior and priorities. While these communities can provide a sense of belonging and support,
they may also encourage excessive gaming through peer pressure and competitive
expectations. Students may feel compelled to spend more time playing in order to maintain
their status, improve their rankings, or fulfill team responsibilities. This social pressure can
make it even more difficult for students to reduce their gaming time, even when it negatively
affects their academic performance.

From an institutional perspective, the rise of online gaming presents significant
challenges for higher education institutions. Universities are increasingly expected to produce
graduates who are not only academically competent but also disciplined, self-regulated, and
capable of managing their time effectively. However, the growing prevalence of gaming-
related distractions can hinder these objectives. Institutions must therefore develop strategies
to address the impact of digital distractions on student learning, including promoting digital
literacy, encouraging balanced technology use, and providing support for students who struggle
with time management and self-regulation (Stevens et al., 2020).

Despite these challenges, it is important to adopt a balanced perspective on online
gaming. Not all gaming behavior is detrimental, and moderate use of online games can coexist
with healthy academic habits. The key issue lies in the intensity and regulation of gaming
activities. Students who are able to manage their time effectively and prioritize their academic
responsibilities can still enjoy online games without experiencing negative consequences.
Therefore, rather than viewing online gaming solely as a problem, it should be understood as a
complex phenomenon that requires careful management and guidance.

In this context, the role of self-regulation becomes particularly important. Self-
regulation refers to an individual’s ability to control their behavior, set goals, and manage their
time effectively. Students with strong self-regulation skills are more likely to balance their
gaming activities with academic responsibilities, maintain focus on their studies, and avoid
excessive gaming. Educational institutions can play a crucial role in fostering these skills by
integrating time management training, counseling services, and awareness programs into their
academic support systems.

Based on this phenomenon, this study aims to provide an in-depth analysis of the impact
of online gaming on students’ learning motivation. By adopting a conceptual approach
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supported by empirical evidence from relevant scientific literature, this article seeks to develop
a comprehensive understanding of how online gaming influences academic behavior in the
digital era. The study examines both the positive and negative aspects of gaming, with a
particular focus on its implications for learning motivation, academic performance, and student
well-being.

In addition, this research aims to identify key factors that mediate the relationship
between online gaming and learning motivation, such as self-regulation, time management,
and social influences. By exploring these factors, the study seeks to provide insights into how
students can maintain a healthy balance between digital entertainment and academic
responsibilities. The findings are expected to contribute to theoretical discussions on digital
behavior and learning motivation, as well as offer practical recommendations for educators,
policymakers, and students.

Ultimately, understanding the impact of online gaming on learning motivation is
essential in the context of an increasingly digitalized education system. As technology
continues to evolve, students will face new challenges in managing digital distractions while
maintaining academic focus. Therefore, a comprehensive and evidence-based approach is
needed to ensure that digital technologies, including online gaming, can be utilized in a way
that supports rather than hinders students’ academic development.

METHODS

This study adopts a conceptual research approach using a literature review method. This
approach is selected because the study aims to examine, analyze, and synthesize findings from
previous research related to the impact of online gaming on students’ learning motivation. A
conceptual approach enables the development of a comprehensive theoretical understanding
without direct field data collection, allowing for a broader and more integrative perspective on
the phenomenon under investigation (Saefullah et al., 2026).

The data sources in this study are derived from relevant national and international
scientific journals. The selected articles meet several criteria: (1) relevance to the variables of
online gaming and students’ learning motivation, (2) publication within the last five years to
ensure the timeliness of the analysis, and (3) inclusion in reputable academic journals. In
addition to journal articles, supporting data are obtained from reference books and scholarly
publications related to learning motivation theories and students’ digital behavior.

Data collection was conducted through a systematic literature search using keywords
such as online games, learning motivation, students, and digital learning. The search process
was carried out across various national and international academic databases. The retrieved
articles were then screened and filtered to ensure their relevance to the research topic and the
quality of their content.

The data analysis technique employed is descriptive qualitative analysis. This analysis
was conducted by categorizing previous research findings based on key themes and variables,
including the intensity of online gaming, types of games, and indicators of learning motivation.
The findings were then compared and interpreted to identify patterns and relationships between
online gaming and students’ learning motivation.

Finally, the results from the reviewed literature were synthesized to develop a
conceptual conclusion regarding the influence of online gaming on students’ learning
motivation. This synthesis integrates empirical findings with relevant theoretical frameworks
to generate a deeper and more systematic understanding. Thus, the research method is expected
to provide a comprehensive and accurate depiction of the online gaming phenomenon and its
implications for students’ learning motivation in the digital era
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RESULT AND DISCUSSION

The findings from the literature review indicate that the majority of studies agree that a
high intensity of online gaming has a negative impact on students’ learning motivation. These
negative effects include reduced concentration during study, decreased time allocated for
independent learning, and a decline in interest in academic activities. Excessive engagement in
online games tends to shift students’ priorities away from academic responsibilities, thereby
weakening their overall learning commitment. Recent studies (Dave, 2025) further confirm
that prolonged gaming duration is associated with lower academic engagement and reduced
intrinsic motivation among university students.

(Sun etal., 2023) emphasize that students with higher levels of online gaming addiction
exhibit significantly lower academic motivation compared to those with moderate gaming
intensity. This finding is supported by additional empirical evidence indicating that excessive
gaming behavior often leads to procrastination and neglect of academic responsibilities. From
the perspective of Self-Regulated Learning, this phenomenon reflects a failure in students’
ability to manage their time, control their behavior, and maintain goal-directed learning
activities. Students with weak self-regulation tend to prioritize short-term gratification from
gaming over long-term academic achievement.

However, not all studies present a purely negative perspective. Some research identifies
the potential positive contributions of online gaming, particularly when games are designed
with educational elements (Luo et al., 2023). Educational or gamified games can enhance
learning motivation by incorporating challenge-based tasks, reward systems, and interactive
learning environments. These features align with the principles of Self-Determination Theory,
which emphasizes the importance of autonomy, competence, and relatedness in fostering
intrinsic motivation. When these psychological needs are fulfilled through game-based
learning, students may experience increased engagement and motivation in academic contexts
(Yuetal., 2021).

Therefore, the overall impact of online gaming on students’ learning motivation is not
uniform but conditional. It largely depends on factors such as the type of game played, the
intensity of engagement, and the level of self-regulation exercised by students. A balanced
approach to gaming, supported by strong self-regulated learning skills and intrinsic
motivational drivers, can mitigate negative effects while maximizing potential benefits. This
highlights the importance of developing students’ self-control and integrating educational
gaming strategies to support learning outcomes in the digital era (Nadeem et al., 2023).

Theoretical Implications

From a theoretical perspective, this study reinforces the significance of Self-Regulated
Learning and Self-Determination Theory in explaining the relationship between online gaming
and students’ learning motivation. The findings suggest that the negative impact of excessive
online gaming is primarily mediated by students’ inability to regulate their learning behaviors,
such as time management, goal setting, and self-monitoring. This supports the argument that
learning motivation is not solely influenced by external activities, but also by internal
regulatory mechanisms.

At the same time, the study highlights that online gaming can also contribute positively
to motivation when it fulfills psychological needs such as autonomy, competence, and
relatedness, as emphasized in Self-Determination Theory. This dual perspective provides a
more nuanced understanding that online gaming is not inherently detrimental; rather, its impact
depends on how it interacts with students’ self-regulation capacity and intrinsic motivational
drivers. Therefore, this study contributes to the literature by integrating behavioral (gaming
intensity), cognitive (self-regulation), and motivational (intrinsic motivation) dimensions into
a unified conceptual framework.
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CONCLUSION

Based on the conceptual review of previous studies, it can be concluded that online
gaming has a significant influence on students’ learning motivation in the digital era. High
intensity of online gaming tends to negatively affect learning motivation, particularly in terms
of concentration, time management, and persistence in completing academic tasks. Students
who spend excessive time playing online games often experience reduced focus on learning
activities and demonstrate difficulty in prioritizing their academic responsibilities. However,
the impact of online gaming on learning motivation is not exclusively negative. Under certain
conditions—especially when gaming is conducted in moderation and involves appropriate
types of games—online gaming can produce positive effects on students’ cognitive
engagement and interest in learning. Games that incorporate educational elements, strategic
thinking, and problem-solving features have the potential to enhance learning motivation when
utilized in a controlled and balanced manner. Therefore, the overall impact of online gaming
is highly dependent on usage intensity, game type, and students’ ability to regulate their digital
behavior. Based on these conclusions, students are encouraged to manage their gaming
activities wisely by prioritizing academic responsibilities. Developing self-awareness and
discipline in regulating gaming duration is essential to prevent interference with learning
processes and academic achievement. In addition, higher education institutions are
recommended to promote digital literacy and time management skills, while also exploring the
integration of educational games as innovative learning tools to enhance student motivation.
For future research, it is recommended that scholars conduct empirical studies using
quantitative, qualitative, or mixed-method approaches to obtain a more comprehensive
understanding of the relationship between online gaming and learning motivation. Further
studies may also incorporate additional variables such as academic performance, self-control,
and environmental support to better explain the dynamics underlying this relationship.
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