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Abstract: Free Fire is one of the most popular online games among school children. The present study aimed to assess the 

effectiveness of a structured teaching programme (STP) on knowledge regarding the impacts of Free Fire gaming addiction among 

50 school children aged 10–14 years in Puducherry. A quantitative pre-experimental one-group pre-test and post-test design was 

adopted. Data were collected using demographic variables, a structured self-administered questionnaire, and a Free Fire gaming 

addiction assessment scale. Following the pre-test, a STP was administered, and post-test assessment was conducted after two weeks. 

The results revealed that in the pre-test, 56% of school children had inadequate knowledge and 44% had moderately adequate 

knowledge. After the intervention, 92% had moderately adequate knowledge and 8% had adequate knowledge. The mean pre-test 

knowledge score was 12.08 ± 2.63, which increased to 15.00 ± 2.65 in the post-test. The paired t-test showed a highly significant 

improvement in knowledge (t = 6.61, p < 0.001). The study concluded that the STP was effective in improving knowledge regarding 

the impacts of Free Fire gaming addiction among school children.  

 

Index Terms: Structured teaching programme, Free Fire Gaming Addiction, School Children, Knowledge, Online Gaming. 

 

INTRODUCTION 

                Online gaming has become one of the most popular recreational activities among children and adolescents. Free Fire is 

a multiplayer battle royal game that attracts millions of young users worldwide. Although gaming provides entertainment and 

cognitive stimulation, excessive gaming can result in addiction and adversely affect physical health, academic performance, social 

relationships, and psychological well-being. 

               Gaming addiction among school children is emerging as a public health concern. Children who spend excessive hours 

playing online games often experience sleep disturbances, eye strain, musculoskeletal pain, reduced academic achievement, and 

behavioural problems. Lack of awareness regarding the consequences of gaming addiction contributes to unhealthy gaming 

practices. 

                Educational interventions such as STP can improve children’s understanding of gaming addiction and encourage healthy 

gaming behaviour. Therefore, the present study was conducted to assess the effectiveness of a STP on knowledge regarding the 

impacts of Free Fire gaming addiction among school children in Puducherry. 

 

NEED OF THE STUDY 
A major public health concern is the rising incidence of online gaming among schoolchildren. Children are spending a lot 

of time playing online games, especially free fire and reasonably priced internet subscriptions (Curry D 2026). Prolonged exposure 

to such games often leads to addictive behavior that negatively influence children’s overall well-being. Excessive gaming has been 

linked to poor academic performance, sleep disturbances, decreased physical activity, and an increased risk of psychological issues 

like sadness, anxiety, and violence, according to research (Veigas F 2023). Children who are addicted to video games frequently 

exhibit poor social skills, weakened family ties, and behavioural problems at school. Even though this issue is becoming more 

widespread, schoolchildren's knowledge of gaming addiction and its effects is still lacking. Many children consider internet gaming 

to be innocent entertainment and are unaware of its potential long-term implications. Preventive education and early detection are 

critical to addressing this emerging issue. Age-appropriate knowledge can be taught in a planned and methodical way with the help 

of a STP. Children can be inspired to develop healthy gaming habits and strike a balance between their scholastic and leisure pursuits 

by learning more about the effects of free fire gaming addiction. 

 

OBJECTIVES 

 To assess the knowledge regarding impacts of Free Fire gaming addiction among school children. 

 To evaluate the effectiveness of Structured Teaching Programme on knowledge regarding impacts of Free Fire gaming 

addiction among school children. 

 To find the association between pre-test knowledge and selected demographic variables among school children. 
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HYPOTHESES 

H₁: There will be a significant difference between pre-test and post-test levels of knowledge regarding impacts of Free Fire 

gaming addiction among school children. 

H₂: There will be a significant association between pre-test knowledge level and selected demographic variables among 

school children.  

 

 RESEARCH METHODOLOGY 

Research approach: Quantitative research design approach  

Research design     : One group pre-test and post-test design.  

Setting of the study: S.R.K Higher Secondary School, Puducherry.  

Population: School children between the ages of 10 and 14 who were enrolled in S.R.K. Higher Secondary School in 

Puducherry. 

Sample size: 50 school children.  

Sampling technique: Non-probability convenience sampling technique.  

Inclusion criteria: Children aged between 10 and 14 years, who were playing games, and were willing to participate in 

the study, and who were present at the time of data collection, were included in the study. 

Exclusion criteria: The schoolchildren who didn't utilize smartphones were excluded. 

Data Collection Procedure:  

A quantitative pre-experimental one-group pre-test and post-test design was adopted for the study. The sample 

consisted of 50 school children aged 10–14 years selected using non-probability convenience sampling technique. The 

study setting was S.R.K Higher Secondary School, Puducherry. Permission was obtained from school authorities. Each 

child and their parent provided written assent and informed consent. Pre-test data were collected using a demographic 

variables questionnaire, a structured self-administered knowledge questionnaire and a Free Fire gaming addiction 

assessment scale. A structured teaching programme regarding the impacts of Free Fire gaming addiction was administered 

for 20–30 minutes. Post-test was conducted after two weeks using the same questionnaire.  

 

RESULTS 

    The data were organized, tabulated, and analysed according to the objectives. The data analysis begins with a description 

that applies to the study in which the data are numerical with some concepts. 

Demographic variables: Among the participants, 66% belonged to the age group of 13–14 years and 58% were male 

students. Most participants were studying in VIII standard (42%). The majority belonged to rural areas (88%) and nuclear 

families (68%). Nearly 94% reported playing online games and 80% used Android phones for gaming.  

Pre-test knowledge: In the pre-test, 56% of school children had inadequate knowledge and 44% had moderately adequate 

knowledge.  

Post-test knowledge: After STP, 92% had moderately adequate knowledge and 8% had adequate knowledge. No participant 

had inadequate knowledge in the post-test (Table 1 and Fig.1).  

 

Table 1: Comparison of Pre-test and Post-test level of knowledge regarding impact of free fire gaming addiction 

         N=50 

Knowledge Score Mean SD 

Pre-test 12.08 2.63 

Post-test 15.00 2.65 

The paired t-test revealed a highly statistically significant difference between the pre-test and post-test knowledge scores 

(t = 6.61, p < 0.001), suggesting that the Structured Teaching Programme was effective. Among school children, 86% 

showed moderate gaming addiction, with 14% experiencing mild addiction. None had a severe addiction. The mean 

addiction score was 21.96 ± 5.20.

 
Fig.1: Comparison of pre- test and post-test level of knowledge regarding impact of free fire gaming 

addiction 
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DISCUSSION 

The study findings revealed that most school children had inadequate knowledge regarding the impacts of Free 

Fire gaming addiction before the intervention. Following the STP, a substantial improvement in knowledge was observed. 

The mean post-test score was significantly higher than the mean pre-test score, confirming the effectiveness of the 

educational intervention. A statistically significant association was found between pre-test knowledge and the type of 

mobile phone used for gaming (χ² = 5.808, p = 0.005) as well as the manner of playing free fire (χ² = 5.548, p = 0.005). No 

significant association was observed with the other selected demographic variables. Hence, the research hypotheses H1 

and H2 were partially accepted. The findings support previous studies by Kappi et al. (2024), Waghmare AP (2025), and 

Celik Iskifoglu T (2025), which reported educational programs significantly improving awareness and knowledge 

regarding gaming addiction among children and adolescents. The study highlights the importance of school-based health 

education programmes in preventing gaming addiction and promoting healthy gaming behaviours. 

CONCLUSION 

The study concluded that the Structured Teaching Programme was highly effective in improving knowledge 

regarding the impacts of Free Fire gaming addiction among school children. The significant increase in post-test knowledge 

scores demonstrates the usefulness of educational interventions in enhancing awareness regarding gaming addiction. 

School health education programmes should incorporate information on gaming addiction to promote healthy gaming 

practices among children. 

 

REFERENCES 

1. Curry D. Free fire Revenue and Usage Statistics (2026) [Internet]. Business of Apps. 2026 Jan 7 [cited 2026 Feb 9]. 

Available from: https://www.businessofapps.com/data/free-fire-Statistics/. 

 

2. Çelik İskifoğlu T. Digital game addiction awareness in primary school children: demographic Perspectives. Int Online J 

Prim Educ. 2025;14(1):45–56. Available from: https://dergipark.org.tr/en/pub/iojpe/article/1821039 

 

3. Masoodi S. Effectiveness of Structured Teaching Programme on Knowledge Regarding Internet Addiction Among Upper 

Primary School School children in Kulgam, Jammu & Kashmir: A Pre-Experimental Study. Int J Nurs Educ Res. 

2025;13(1):45-50. 

 

4. Waghmare AP. Effectiveness of structured teaching programme on knowledge regarding Internet gaming disorder among 

adolescents. Int J Multidiscip Res. 2025;13(2):102–110. Available from: 

https://www.multiresearchjournal.com/admin/uploads/archives/archive-1757412574.pdf 

 

5. Rahman A, Hasan M, Noor S. Effect of school-based educational intervention on knowledge and behaviour related to 

online gaming addiction among adolescents. Asian J Psychiatry. 2025; 86:103605. Doi: 10.1016/j.ajp.2025.103605. 

 

6. Paschke K, Austermann MI, Thomasius R. Gaming disorder in the ICD-11: the state of the Game. Front Psychiatry. 2025 

Nov; 16:12640003. 

 

7. El-Sayed H, Mahmoud A. Awareness and knowledge of digital gaming addiction among School children in Egypt. J Egypt 

Public Health Assoc. 2024;99(1):12–18. 

 

8. Giree M, Das D. Effectiveness of structured intervention module on video game addiction Among adolescents: a true 

experimental study. J Adolesc Addict Res. 2024;5(1):22–34. 

 

9. Kappi AA, El-Etreby RR, Badawy GG, Ebrahem G, Hamed WES. Effects of memory and Attention on the association 

between video game addiction and learning skills in children.BMC Psychol. 2024;12(1):364. Doi:10.1186/s40359-024-

01849-9. 40 

 

10. Navalagund RD, Patil PA, Kulkarni GS. Effectiveness of an awareness programmes on Knowledge regarding gaming 

disorder among adolescents. Int J Nurs Educ Res. 2023;11(4):84–89.  

 

11. Navya S, Reddy K. Knowledge on online gaming addiction and associated demographic Factors among school children. 

Indian J Child Health. 2023;10(3):145–149. 

 

12. Syahran S, Nurhayati Y. Impact of Free fire gaming addiction on behaviour among primary School children in Indonesia. 

Int J Child Adolescent Health. 2023;16(1):45–53. 

 

13. Veigas F. A descriptive study to assess the behavioral problems due to Free fire game among School children aged 12-17 

years in a selected school. Int J Adv Res Nurs. 2023;6(2):32-36. 

 

14. Teng CI, Huang SC, Chiu YC. Mobile gaming addiction and awareness of health impacts Among school children: a school-

based cross-sectional study. J Child Health Care. 2022;26(4):567–580. Doi:10.1177/13674935221098745. 

 

https://ijnrd.org/
http://www.ijnrd.org/
https://www.businessofapps.com/data/free-fire-
https://dergipark.org.tr/en/pub/iojpe/article/1821039
https://www.multiresearchjournal.com/admin/uploads/archives/archive-


INTERNATIONAL JOURNAL OF NOVEL RESEARCH AND DEVELOPMENT (IJNRD) 
© 2026 IJNRD | Volume 11, Issue 7, July 2026 | ISSN: 2456-4184 | IJNRD.ORG 

 

IJNRD2607172 IJNRD - International Journal of Novel Research and Development (www.ijnrd.org) 
 

 

b677 

15. Karthikeyan S, Kumar M, Devi R. Knowledge regarding mobile gaming addiction among School children and its 

association with selected variables. Asian J Nurs Educ Res. 2022;12(2):198–202. 

 

16. Paulus FW, Ohmann S, von Gontard A, Popow C. Internet gaming disorder in children and Adolescents: prevalence, risk 

factors and psychopathology. Z Kinder Jugendpsychiatr Psychother. 2021;49(2):123–131. Doi:10.1024/1422-

4917/a000675. 

 

17. Ghareb SR, Elewa AA. Parent-based module for preventing gaming disorder and improving Self-regulation among school 

children. Egypt J Health Care. 2021;12(2):117–128.  

 

18. Suresh P, Lakshmi R. Knowledge regarding internet gaming hazards and its association with Demographic variables among 

school children. Int J Nurs Educ Res. 2021;9(4):412–416. 

 

19. Farchakh Y, Haddad C, Sacre H, Obeid S, Salameh P, Hallit S. Video gaming addiction and Its association with memory, 

attention and learning skills in Lebanese children. Child Adolesc Psychiatry Ment Health. 2020;14(1):46. 

Doi:10.1186/s13034-020-00353-3. 41 

 

20. World Health Organization. Addictive behaviours: Gaming disorder [Internet]. Geneva: World Health Organization; 2020 

Oct 22 [cited 2026 Feb 9]. 

 

21. Tas I. The relationship between internet gaming disorder, social anxiety, and academic Performance in adolescents. Journal 

of Education and Training Studies. 2019;7(3):65-72. 

 

22. World Health Organization. Gaming disorder [Internet]. Geneva: World Health Organization; 2018 [cited 2026 Feb9]. 

Available from: https://www.who.int/standards/classifications/frequently-asked-questions/gaming-disorder. 

 

23. Peracchia S, Curcio G. Exposure to video games: effects on sleep and on post-sleep cognitive Abilities: A systematic review 

of experimental evidence. Sleep Sci. 2018;11(3):302-314. 

 

 

 

 

 

 

 

 

 

 

 

 

Copyright & License: 

 

© Authors retain the copyright of this article. This work is published under the Creative Commons 

Attribution 4.0 International License (CC BY 4.0), permitting unrestricted use, distribution, and reproduction 

in any medium, provided the original work is properly cited. 

https://ijnrd.org/
http://www.ijnrd.org/
https://www.who.int/standards/classifications/frequently-asked-questions/gaming-disorder

