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Abstract 
Online games have grown in popularity among students as a result of technological advancement and the introduction of new devices. Digital gaming is becoming a more social, fun, and popular pastime thanks to high-speed internet. Finding the causes and effects of university students' interest in online gaming is the goal of this study. To determine the work's effectiveness, a qualitative research method was employed. An in-depth interview functioned as the data collection tool. Snowball sampling was utilized in this study, which was developed the student of Khulna University in Bangladesh. Samples were chosen from a total of 25 students. The data was collected by a semi-structured questionnaire. As per this study, students play online video games for a variety of reasons, including fulfillment, entertainment, a break from social activity, virtual friendship and connection, appealing games and game play, a lack of self-control, and relief from despair. Online video games are appealing since they are thought to bring players up to date. Their personal lives are directly impacted by this predicament. As a result of the online gaming attractiveness, several themes arose among respondents. Health difficulties, psychological and social reactions to online gaming, relationships and reality, behavioral change, economic impact, academic career and time loss, and so on are all examples. Online players invest a lot of time in playing a variety of games that are shaping how people think and act. This sort of attraction is now a common phenomenon that affects various individuals and communities either directly or indirectly.
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Introduction 
Many distinctions between reality and fantasy have been erased in the modern period owing to science and technology. People are starting to use the internet more and more these days. Simultaneously, online games have grown in popularity among the youth, resulting in the creation of an online gaming compulsion on a global scale. Online games, according to recent studies, have become one of the most addicting internet pastimes. In recent years, online computer games and smartphone games have grown highly popular among teenagers as a form of entertainment. In fact, they prefer online gaming to traditional sports such as cricket, football, basketball, and badminton. Players can establish their own personalities and adapt to completely new environments in online games. From the dawn of time, games have been a form of enjoyment for people. Games were created to test the computer's performance when it was first invented. When the internet became a reality, games were used to assess performance. Online gaming offers a broad selection of game kinds to appeal to a wide range of people, including baby, adult, shooting, and dress-up games. Every time they play online games, it provides them with a different level of fulfillment and contentment. In terms of academic performance, playing video games can have a negative impact on a student's academic career if parents do not provide adequate direction. Playing video games has no harmful consequences if done correctly.
Gaming has a long and illustrious history. Many games were developed between the 1940s and the 1960s, and many people enjoyed them. The term "video game" was coined in 1940. Computers have always expressed an interest in networking. Simply put, games were solely played on computers. However, from 1960 to 1990, a new chapter in the history of video games was written (Wei et al., 2012). Many games have been created to encourage online participation. The games were cheaper to obtain online, and there were more options for users to play video games based on their preferences. It was then that the main development of video games began. The popularity of video games skyrocketed in the 1970s and 1980s, when gaming consoles and computers were first made available to the general public (Lee, 2012). Thousands of people are now enjoying online games like Clash of Clans, PUBG, Free Fire, Real Cricket, FIFA, Tetris, and others.
Online gaming has a long history, dating back to the first mainframe computers. Games were created to evaluate computers as they were developed. A network was established, and games were developed to put them to the test. The world's fair exposed us to a wide range of topics. The origins of computer and online gaming can be found here. In 2007, cellphones began to gain popularity. Gaming has become mainstream thanks to mobile gaming. Mobile gaming is also the next step in the growth of internet gaming. Angry Bird was released on Apple iOS in 2009. This is the first successful mobile game, created by a Finnish business. The history of online gaming is similar to the history of the internet. 
MMORPGs (Multi-Player Online Role-Playing Games) are extremely popular and are now being played by hundreds of thousands of people all over the world at the same time. Social contact is a feature of these online games. Many gamers establish friends from all around the world thanks to multiplayer social interaction in the gaming community. This subject demonstrates how MMORPGs allow some gamers to escape from their issues in real life. (Hussain & Griffiths, 2014). A gamer's addiction to online games can lead to a slew of negative repercussions. Gaming addicts will voluntarily forego sleep, food, and face-to-face interaction in order to spend more time in the virtual world. Online gaming is a time-consuming and emotionally exhausting activity. Back pain, eye strain, carpel tunnel syndrome, and repetitive stress injury are all possible health issues for gamers (Young, 2009).
Literature Review
Ho, Putthiwanit & Lin (2011) mentions a qualitative research work on video games that shows that they can have both good and negative effects on people. He made an effort to show that there are many different reasons why individuals enjoy playing video games. Some people believe that playing video games helps them enhance their mental abilities and physical direction, as well as their reading ability, attentiveness, hand-eye coordination, and rapid reflexes to new situations. They argues that internet games have both positive and harmful consequences. They can also have a beneficial impact. He also displays various educational games in this paper, such as puzzle games, Sudoku, and other similar games, that can help gamers expand their mental capabilities. 
Van Rooij et al. (2014) conducted research on the characteristics of video game addiction and the connections between game genre, psychosocial wellbeing, and element use. Using a paper and pencil survey, the information was gathered in the classroom. The researchers looked at game usage, game type, the Video Game Addiction Test, gloomy mood, low self-esteem, loneliness, social anxiety, educational performance, and alcohol and smoking use. Adult gamers who play multiplayer online games are more likely to engage in demanding gaming, according to the study. This article demonstrated that the outcomes and character of various online games varies.
Turel et al. (2014) revealed the key elements of the Health Belief Model and it is recommended that short instructional videos on internet addiction can be an effective strategy of preventing problematic internet use by changing viewers' attitudes toward lowering their internet use. Based on the Heuristic-Systematic Model of Information Processing, it was also indicated that the information provided by the movies, as well as the surprise feeling they elicited, influenced this attitude change. 'Turel' gathered data from 223 individuals who were visible in an information film to test the model. The videos were successful in boosting viewers' attitudes regarding lowering their internet use, according to partial least-square studies. The author opted to adopt this method for video game addiction reduction based on the study's effectiveness. 
Mentzoni et al. (2011) shows in his research playing video games is positively correlated with self-reported sleep issues, despair, suicidal ideation, anxiety, obsessions, and compulsions, as well as a propensity for alcohol and other drugs. It's just as vital to understand the effects of gaming attraction as it is to understand the source of gaming addiction. These side effects are caused by an extreme gaming fondness.
Gentile, (2009) found in his study that, there may be a trend among youngsters and young people to choose online gaming. Given the trends in television usage, one can predict video game usage to rise during elementary school, peak around middle school, and then decline throughout high school, college, or university, according to this study. From the ages of 12 to 18, the frequency of video game play appeared to be rather constant, then began to decline. Gentile wanted to prove in this research paper that youths, youngsters, and university students are largely fond of online games, which is why many of them drop out of school or college. Their academic careers have been hampered as a result of their gaming addiction. 
Shaffer et al. (2005) argues that these games are more than simply for entertaining. Online games can be played to experience new things, learn new things, work with others, and join a virtual community. These games have an impact on people, especially students, both positively and negatively. Addiction is a common problem among students. This addiction could lead to more serious issues. Because they are playing more online games, the pupils may steal money. This paper resembles shu-work hsun's in certain ways. They both agreed that there are benefits and drawbacks to playing online games. Online games are used not just for entertainment but also for educational purposes. Although an online game can be utilized for instructional purposes, the impacts on children and adolescents are not the same.
In his study, Diao (2014) stated that everyone needs to communicate their feelings and opinions. As a result, when a person is unable to adequately communicate himself or herself, he or she may become depressed. As a result, playing online games, which allow gamers to speak and play with other friends and players all over the world, is one approach to relieve stress or sadness. Another theory for why teenagers become addicted to the internet is that they are attempting to dodge social pressure. According to Diao, some young people are too nervous to talk to strangers face to face in real life, but they can be anybody they want when surfing the Internet or playing online games. As a result, individuals can converse with people they met online without the social pressures that come with face-to-face contacts. Diao clarified the link between depression and internet gaming in this paper. On the other hand, he demonstrated that in recent years, gamers have preferred to play online games to avoid social pressure. Introverts are more likely to become addicted to online games than others.
Hussain & Griffiths (2009) investigated the beliefs, emotions, and experiences of online gamers. The study involved 71 interviews with online gamers from 11 different nations (52 men and 19 women). The study of the interview transcripts revealed six key themes: (A) the prevalence of internet gaming and how it affects daily life; (b) problems, excessive play, and internet gaming (c) addiction; (d) The psychosocial effects of internet gaming; (e) Online gaming with the reduction of unfavorable emotions and mood states; and (f) dissociation and time loss; The phenomena of gender switching in massively multiplayer online role-playing games and online socialization (MMORPGs). According to the findings, 21% of gamers preferred online interaction to offline socialization. Online gaming settings are viewed by players as enjoyable and rewarding spaces that promote equality. Additionally, the findings indicated that 57 percent of gamers have switched their genders. The results demonstrated that players learned important information about Lineage's traditions and practices by taking part in games and activities within the MMORPG. 
Objectives of the Study
The research's objectives are as follows:
1. To find out what the major causes of the attraction of online gaming are among youth. 
2. To understand how do online games affect young people's relationships with parents, friends and family? 
3. To identify how online games do affect culture. 
4. To determined how does a player create a social identity within the game and the community? 
5. To examine the relationship between online gaming and internet addiction.

Theoretical Framework
Professor George Gerbner proposed the cultivation idea in the 1960s. Cultivation theory was developed as a means of evaluating the impact of media on viewers, particularly how exposure to violence through television impacts people. "The more time people spend 'living' in the virtual world, the more likely they are to assume social reality matches with reality represented," the theory suggests. Cultivation theory can be classified as a positivistic worldview since it asserts the presence of objective reality and value-neutral study.
Cultivation theory is a sociological and communication framework for investigating media's long-term impacts. It claims that people who are exposed to media or social media on a daily basis are more likely to recognize the world's social reality as presented by the media they consume, affecting their attitudes and behaviors.
In the years since the infamous Gerbner and Gross study, mass media cultivation theory has taken on a more rounded and general definition. It has now expanded to include the notion that television influences our perceptions of the world. This can be interpreted in a variety of ways. For example, if one stays inside all day watching crime news, they may be led to feel that the crime rate is much higher than it is, and they may become a victim of crime. In another sense, it might reinforce preconceptions like "all Asians are either brilliant or ninjas" or "any black male is almost certainly a criminal." These are absurd ideas, but they are possible components of a paradigm that might be imparted by repeated exposure to media stimuli.
Theoretical framework for understanding the causes and effects of video game addiction was investigated by researchers. To construct the theoretical foundation for this research, several ideas related to motivation, communication, and media could be connected. To finish this study, the cultivation theory is being employed as a theoretical framework. The Cultivation Theory investigates how media or mass media influences people's perceptions. According to the Cultivation Theory, a player's real-world perspectives will grow more similar to those of their gaming world as a result of constant exposure to the video gaming world. Van Mierlo and Van den Bulck (2004) suggested that video games have become so lifelike that they have begun to reflect reality, allowing for cultivation. As a result, video game players engage with a variety of artificial media, such as in-game challenges, tales, and characters, and their involvement in video games is linked to focused attention. As a result, video games have become to resemble reality, allowing for the development of an immersive certainty theory.
Methods and Materials
The most effective consequence of gaming attraction was discovered using a qualitative research method. To gather the data and information, in-depth interviews were conducted. A semi-structured questionnaire was used to collect data for this research. This study was conducted using a question-and-answer format with qualitative analysis. Following the collection of data and material, thematic analysis was used in the results section.
Khulna University in Khulna, Bangladesh, was the location of the research. The study's study area was chosen using a multistage sampling process. Firstly, Khulna University was purposefully selected from Bangladesh's southwest region. It is one of the two public universities representing the south western region of Bangladesh. Secondly, the snowball sampling approach was used to pick 25 students for an in-depth interview from all of the students in Khulna University.
Table 1: Distribution of Samples and demographic variables
	

	Respondent
No

	Gender
	Age
	Ongoing level of Education
	Hometown
	Residential
Type
	Gaming
Device

	1
	Male
	22
	Undergraduate
	Khulna
	Own Home
	Phone

	2
	Male
	21
	Undergraduate
	Khulna
	Own Home
	Phone

	3
	Female
	21
	Undergraduate
	Khulna
	Own Home
	Phone

	4
	Male
	25
	Masters
	Jessore
	Mess
	Laptop

	5
	Female
	22
	Undergraduate
	Paikgacha
	Hall
	Phone

	6
	Female
	22
	Undergraduate
	Khulna
	Own Home
	Phone

	7
	Male
	23
	Undergraduate
	Satkhira
	Hall
	Phone

	8
	Male
	24
	Masters
	Barishal
	Mess
	Laptop

	9
	Female
	21
	Undergraduate
	Khulna
	Own Home
	Phone

	10
	Male
	22
	Undergraduate
	Khulna
	Own Home
	Desktop

	11
	Male
	21
	Undergraduate
	Magura
	Hall
	Phone

	12
	Male
	23
	Undergraduate
	Satkhira
	Hall
	Phone

	         13
	Female
	21
	Undergraduate
	Khulna
	Own Home
	Phone

	          14
	Female
	22
	Undergraduate
	Khulna
	Own Home
	Phone

	          15
	Male
	25
	Masters
	Barishal
	Mess
	Laptop

	           16
	Male
	23
	Undergraduate
	Khalispur
	Own Home
	Phone

	17
	Male
	22
	Undergraduate
	Khulna
	Own Home
	Phone

	18
	Female
	22
	Undergraduate
	Khulna
	Own Home
	Phone

	19
	Female
	21
	Undergraduate
	Satkhira
	Hall
	Phone

	20
	Male
	24
	Masters
	Khulna
	Own Home
	Desktop

	21
	Female
	21
	Undergraduate
	Khulna
	Own Home
	Phone

	22
	Male
	23
	Undergraduate
	Pirojpur
	Hall
	Laptop

	23
	Female
	21
	Undergraduate
	Jessore
	Hall
	Phone

	24
	Male
	24
	Masters
	Khulna
	Own Home
	Phone

	25
	Male
	23
	Undergraduate
	Khulna
	Own Home
	Laptop


Result 
Causes of Online Gaming Attraction
Several features were emerged first from the respondents as causes of Gaming attraction. They are Source of satisfaction; Entertaining platform; Separation from social activity; Virtual friendship and connection; Attractive game and game play; Lack of self-control; Relief from depression. The themes not only demonstrated the underlying reasons, but also provided students with a better grasp of the consequences of engagement. 
Source of Satisfaction
For students, online gaming can be a major source of pleasure. The researcher gathered and incorporated a plausible reason for online gaming attraction, according to the respondents. All of the interviewers spent the most of their time talking about how satisfied they were with the game. As similar as one respondent said, 
"I'm not paying attention to other events or work since I've never been so content and joyful doing anything else." Then I had an impact on an online game. I can't stop myself from playing the games after experiencing such excitement and fulfillment. When I focus solely on the games, I forget about the failure of the examination, the stress, and the problems."…(R-2)
The interviewees also stated that playing online or offline games provides the most happiness, and that they find it more intriguing and fun in the virtual world when attempting to avoid troubles in game life. That is followed by another respondent who said, 
"Before I started playing online games, I was a big movie buff. Because I enjoyed watching movies and it provided me a lot of pleasure. When I first started playing online games, I found that it gave me more pleasure than watching a movie. Now I watch fewer movies and TV shows and spend more time playing online games."…(R-3)
[bookmark: _GoBack]This statement implies that, for a gamer, online games, rather than viewing movies, YouTube videos, or using other social media, can be the primary source of happiness. As a result, it could be one of the causes of gaming addiction. For them, a certain amount of addiction is propagated primarily through games that create an intangible and happy world. However, after playing games for a while, they would notice that they were developing more and more difficulties that gave them self-satisfaction as a result of their addiction to online games.
Entertaining Platform
Selected respondents showed a wish to alleviate boredom by doing something new, something exciting with their spare time. They primarily looked for alternative possibilities to meet their demands as social, sporting, or recreational activities because they couldn't start something on their own, and gaming was the best fit for them. As an examples, 
"I was home alone one day with nothing to do. When my second-year first-term final test was completed, I had a lot of free time, but I couldn't think of anything to do with it. Then I simply moved to take care of my basic needs, eat, and begin online gaming. That's how I got started playing online games, and it still brings me a lot of pleasure and keeps me entertained."…(R-1)
Online gaming is regarded as the most popular form of amusement by players. At this point, it appears that the motivation has shifted, and gamers are simply playing for the sake of entertainment since they lack the ability to perform other things that would relieve their boredom and entertain them. Some gamers attempt to play many games at once, but the majority of gamers simply play for the purpose of playing. For examples, 
"I am aware that I devote a significant amount of time to playing, which I regard as a hobby." A hobby must also be enjoyable. I've never had any troubles, and nothing unpleasant has ever occurred to me. I play games solely for the fun of it. Though it can get tedious to play the same games with the same character, I was bored."…(R-5)
After playing games for a long period, gamers may become bored. They are bored, despite the fact that they are aware that it is a fun activity. They want to do things that are interesting, even if they are boring. As a result, kids become addicted to gaming as they play for longer and longer lengths of time.
Separation from Social
Separation from social activity is the next feature that gamers have reported from their gaming experiences. Because of their nature, some of the respondents said they play games more. They don't talk as much as others. Spending less time with friends than others They consider themselves introverts, therefore they enjoy locking themselves in a room and playing video games. As a result, individuals become increasingly isolated from others and addicted to online games. This split appears to be caused by a variety of factors. Gamers are happy because they are able to focus solely on the game and ignore the constant tension in their lives. Two of respondents express same feeling, 
"It's like a job for me, and I have to do it." It's almost like a pastime. It's good to have something to do. As a result, I became increasingly distracted from others. Even when I'm bored, it helps me escape because it forces me to focus on what's going on in the game."…(R- 4, 6)
In most cases, we encounter two categories of people in our daily lives. Extroverts are people that can readily mingle with others, converse with them, connect with them, and communicate with them. Introverts, on the other side, are those who don't talk much with others, are bashful in front of a group, and have a hard time making friends. Introversion is one factor that contributes to game addiction. Rather of gossiping with others, they prefer to be alone. They enjoy playing online games to pass the time in their spare time, and they gradually become addicted to them. One of the responders, who considers himself an introvert, for example, stated,
"I've been an introvert since I was a child. I don't have many acquaintances. When there are a lot of people around, I get shy. As a result, I prefer to stay at home and pass the time by playing online games. However, I have a large gaming network of friends. We can play a multiplayer game together."…(R-10)
The interviewers who engage the online games had poor or short social communications and limited number of friends. To the point of view, one respondent said that, 
"When I was younger, I used to go out and play with my pals. However, things have changed. I don't go out as much as I used to. I'd like to resume hanging out with pals, but it's difficult because most of them have made new friends. I'm not a particularly social person, therefore it's difficult for me to make new friends."…(R-9)
Some of the interviewees in the study stated that they occasionally desire to meet together with friends who do not enjoy playing online games. However, because they had so many close friends of their own, their friends were cautious to play with them. Poor or infrequent social communication may be the primary explanation for a lack of deep friendships. Furthermore, because the online games share a similar level of enthusiasm and purpose, the interviewees quickly become friends with them. Otherwise, the players may fall behind in the game.
Virtual Friendship and Connection
Another factor that may contribute to players' attraction to online games is their social networks. The majority of those polled claimed that many of their closest friends were actively playing games. In this scenario, experts feel that peer pressure is a crucial factor in the development of online gaming addiction. For examples,
"I've never been a huge fan of an online or offline game before. Even so, I wasn't very good at playing online games. "The first time I played a computer online game, one of my best friends aggressively encouraged me to do so, and he also taught me how to play it properly."…(R-11)
Interest is the human nature of every person. If friends everywhere play the games and repeatedly talk about them, it is simply to make people curious about the games and want to try them. One of the interviewees said that he would love to play the games only because his nearby friends like to play them. As he also said, he loves to play it with his friend because,
"It could be the joy of playing it as a group." That brings me joy. We have a common language that we utilize when we play video games. If they aren't online, I find it tedious to play by myself. When my friends ask me to play and I don't have any other plans, I give up my other activities and play with them. Because it's a lot of fun to play with them."…(R-13)
Following this careful approach, the studies claim that if online games provide additional opportunities for players to create new acquaintances, the situation may be improved.
Attractive Game and Gameplay
The next reason, according to the study, is that it has enabled access to online gaming. Without a doubt, the games have been engineered to be more appealing and addicting. The basic goal of game design is to make game players attracted to the game and never want to stop playing. As a result, they're looking for new ways to make their games more appealing and fascinating so that gamers would spend more time and money on them. According to one of the respondents,
"Facebook games and messenger games are monotonous and uninteresting. You just sit there and click, as you already know, but there are other online games that are more thrilling, and you can play alone if you like, or with your buddies."…(R-12)
This statement implies that not only his willingness to play, but also the game itself is designed addictively, implying that they entice people to keep playing without stopping by providing appealing graphics, challenging steps, upgrading systems, role playing, and satisfying strategy, among other things.
Lack of Self-Control
Gamers lose control due to poor time management, group games, a desire to raise their level, and devotion to other players. Self-control can be improved by playing alone or having other personal preferences. In some ways, internet games control gamers' minds, and the gaming industry has created games that are so addictive that players can't stop playing them. They wait for the appropriate time to play online games. One respondent mentioned the following in relation to self-control, 
"I try to avoid gaming at all costs, but I just can't." I had nothing to do, so I told myself that I shouldn't play and that I needed to hold on. Despite my efforts to maintain self-control and the fact that I should not play online games, I did. I believe it will help me relax and cope with stress."…(R-15)
Whether they play or not affects the process. If they play, they begin playing and are unable to quit for an extended amount of time, making players unhappy. If gamers do not play games, they may experience negative emotions and become depressed. As an example,
"I'm having a difficult time. I feel horrible if I don't play games. If I start fretting about not being able to play, I eventually wind up in front of my laptop or phone. I believe it was effective in calming me down. Another   things that infuriate me. I began to play more as a result of my parents' pressure. My mind became disengaged as I immersed myself in the game. After playing, I became distressed. And, in some ways, I believe my parents are correct because time passes and I am not aware of it. As time passes, I lose control."
When players play an online game for a long time, they lose control, confront many issues, and devise ways to regain control, including using willpower and asking for help.
Relief from Depression
Depressed persons may turn to video games as a form of self-medicating. Some gamers have a high risk of depression, leading to the conclusion that gaming is to blame. However, it's probable that a large number of persons suffering from depression become gamers. Depression is difficult to overcome, and it can affect everything from employment to daily life, not to mention self-harm and suicide thoughts. When treatment options feel overwhelming or unpleasant, it's less likely that the person would seek help. They may also be unable to verbalize what they are going through, resulting in depression. For examples, 
"I play video games to distract myself from my despair." Where I belong is in the era of depression. If I mentioned my depression, another justification arose. But when I'm playing games, I'm completely oblivious to what's going on in my life. I have a lot of fun playing games with my internet friends, and it makes me extremely happy."…(R-16)
Variations between Want and Reality; Vast Aspiration and Social Stress; Future Uncertainty; Lower Academic Results; Banned and Regret Related to Falling in Love and Breaking Up; Painful Life Experiences and Gender Specific Societal Pressure on Female are some of the causes of depression. However, the majority of my chosen respondents reported lower academic results as well as falling in love and breakup-related outcomes. One of responded shared his experienced as, 
"The only reason I like online video games is because I recently broke up with my girlfriend." My partner abruptly ended our two-year relationship, which has caused me a great deal of pain. I was in a bad mood and couldn't think of anything to do. My roommate then suggested that we play an internet game together. I didn't know what else to do with myself during that difficult period. I also enrolled in order to play online games. It helped me get some alleviation from my despair."
Effects of Online Gaming Attraction
The respondents reported that they were either short-term or long-term affected by online gaming attraction. Several themes emerged from respondents' effects of online gaming attraction. These are: health issues; psychological and social reactions; relationships and reality; behavioral change; economic impact; academic career; dissociation and time loss.
Health Issue
When people play online video games excessively, they have the most damaging influence. With realistic sights and realistic noises, online video games are designed to experiment and engage users. It is common for people to become addicted to this game, and it is difficult to stop playing it. When you spend too much time playing online video games, you become physically weary. They have fainting spells and back pain as a result of too much sitting and staring at screens. One respondent shares, 
''I think online games have the impact of making my body feel tired. Some days, I play video games for far too long. As a result, I have some problems with my body. After playing games for a long time, I often experience sore eyes, dizziness, and back pain because of sitting too much"…(R-14)
When the body is tired from playing online video games, they later experience difficulty during study or work. Most gamers miss their morning classes because of late-night gaming. And they couldn’t do their work properly because of tiredness and a lack of proper sleep. Several respondents were experienced same difficulty. 
Psychological and social reaction
The majority of gamers think that online games have psychological and social consequences, and that excessive gaming can alter a gamer's response to everyday life. Online gaming can help us meet new people, learn about different cultures, and make new friends, yet we eventually drift away from our natural lives. As an example, 
"I can meet new individuals and learn about diverse cultures while also learning about collaboration and forming virtual friendships. However, I occasionally feel alone in real life, which makes me unhappy. I also have the impression that I am unimportant to anyone."…(R-20)
As one of the interviewees mentioned, he has struggled with gaming addictions in the past. He mentioned, 
"Losing friends was perhaps the most thoughtful experience for me." I had a girlfriend who played for more than 6 hours every day until I realized my efforts to help were futile and said "goodbye forever."…(R-19)
Relationship and reality
The time and effort required to maintain a relationship has become significantly less important than the time they spend playing online games, according to the respondents. Addiction to video games can cause problems in romantic relationships, friendships with people who don't play video games, and fundamental defects in social networks. The study found that gamers' relationships with their buddies had an effect. The researcher discovered that as a result of their addiction, their social networks had changed, and their networks of friends had shrunk. One interviewee put it this way: 
"Most of my friends who don't want to play online games have complained about how much time I spend playing online games. I occasionally ask them to play with me, but they always decline. My fiancée broke up with me a few months ago because I spent too much time playing online games and didn't have time to connect with her. My personal life has been profoundly influenced by online games."…(R-17)
Behavioral Change
Some students' common results revealed that they spend at least 16–20 hours each week playing online games and hide their addiction from their parents. As a result, they are angrier than previously with their parents and have communication issues with their family and relatives. As a result, their family ties have degraded as a result of negative values. One respondent shares, 
"When I can't advance to the following gaming stage, I lose control and become enraged. My parents and other family members are the only people I talk to on a regular basis. I get enraged with them for no apparent cause."…(R-18)
Hallucinations can also be caused by spending too much time playing online games. One of the interviewees stated that his odd behavior drew criticism from family and acquaintances on occasion.
"One of my family member told me I was crazy one day because I was engaged to online games." I occasionally experience hallucinations as a result of playing online video games. "I try to reduce the hours I spend playing games because it makes it difficult for me to focus," she says… (R-21)
Economic Impact
Excessive game playing can change a player’s economic condition. Most online games need money to buy their gaming features. To purchase these things, players need a bank account, a David card, and a credit card. Despite being aware of the negative impressions created by online video games, they are unable to stop playing them. Two of the respondents assumed that even though online video games frequently made them tired and a shortage of money, they were unable to stop. Because it’s the only means of getting fun and being free from monotony. For examples, 
"I'm aware that excessive gaming is hazardous for my body and eyes, as well as having a financial impact." But I can't seem to quit playing because it's the only way I know to have fun and get rid of boredom. When I was a first-year student, I didn't always have the money to get internet or gaming features. Even back then, I was still raising funds. I would either borrow money from a friend or blow my savings."…(R-22)
After gamers have finished playing an online video game, they may feel horrible about it. They confessed that when they finished the game, they comprehended the concept of spending a limitless amount of money and conserving. They were quite disappointed because the money could have been used to purchase other items or valuable supplies.
Academic career 
One of the respondents experienced failure in academic performance. Prior to playing online video games, they were in the top ten percent of their class, but after playing online video games, they typically got the lowest grade. 
"As a result of playing online video games, my academic performance has suffered." I was frequently in the top ten in my third year, first term, but I never regained it when I began playing online games. My grades were fantastic before I started playing online games. After playing an online game, my second-term grade dropped. My current ranking is below average. "…(R-25)
Dissociation and time loss
Selected participants were asked if they had ever encountered fairness in real life, if they had ever lost track of time, and if they had ever played for longer than they intended. Over half of the respondents said they lost track of time and thought they played for longer than they meant. They perform their daily tasks at inopportune times. One respondent stated the following about their disinterest:
"I'm usually aware when I'm doing the wrong thing at the wrong moment. I recently took a shower, ate lunch or dinner at an inopportune hour, and performed my fundamental activities at an inopportune time. I'll wait for the shower and dinner if I need to do something in-game."…(R-23)
As another respondent claimed that,
"I occasionally feel separated off from society, my friends, and my family. I believe that others can wait for me and that I can do things later, resulting in time being squandered and me failing to complete work on time or my daily responsibilities."
The speech marks above reveal that some gamers lost track of time to the point that they set an alarm to wake them up at the appropriate moment. Time was lost as a result of the high level of connection required when playing an online game.
Discussion 
The purpose of this study was to determine the causes and effects of university students' interest to online gaming. The goal was to qualitatively investigate and increase understanding of the ways in which gaming attractions affected university students and the factors that influenced how they coped with online games. Thematic analytical method was used for data analysis which permitted the theme to be arisen in an inductive way. As a result, seven themes emerged from the cluster causes of online gaming attraction named: Source of satisfaction; Entertaining platform; Separation from social activity; Virtual friendship and connection; Attractive game and game play; Lack of self-control; Relief from depression. On the other hand, also seven themes emerged on how they dealt with the adverse effect of gaming addiction from the cluster effect of gaming attraction named: Health issue; Psychological and social reaction; Relationship and reality; Behavioral change; Economic effect; Academic career; Dissociation and time loss.
'Source of satisfaction' was the first subject that allowed for the causes of gaming addiction. For people who primarily play video games, internet gaming is a major source of enjoyment. Some of the people who responded say that internet gaming can make them happy. According to a comparable study, an emotional gamer anticipates and receives what they desire from gaming. Gamers discover that online gaming provides them with a significant source of mental satisfaction, and they progressively get addicted (Zineldin, 2000). Gaming pleasure was defined in another study as a gamer's overall attitude toward online gaming (Levesque and McDougall, 1996).
When respondents played online multiplayer games with their friends on the entertaining platform, they were more entertained. Gamers, on the whole, desire to use their boredom as an excuse to do something new, different, or interesting in their leisure time. The third developing concept relating to one of the gaming attractions was 'separation from social.' Most online video gamers play games because they are self-conscious around other people or because they feel insignificant. They don't talk as much as others. Spending less time with friends than others. Other studies showed similar outcomes, citing online gaming as a good factor in the development of players' creativity, the nurturing of friendships, and the improvement of strategic skills (Schott & Hodgetts, 2006). 
Online gamers have the opportunity of participating in social networks with virtual pals, chat rooms, and virtual messaging to the point that these online ties are valued more than real-life friendships or family bonds. Online games make it simple for players to establish new pals with the conclusion. Another source of gaming attractiveness for most game players was a lack of self-control. They are unable to refrain from playing internet games. In their research (Safarina, & Halimah, (2019) and (Lemmens, Valkenburg, and Peter, 2009) found comparable results.
Depression is a difficult condition to overcome, and it affects people all around the world. Most university students in our country suffer from depression for a variety of reasons. Some people can manage it, while others cannot. Most people who can't cope with their depression turn to online gaming for relief. They eventually understand that internet games provide them with enjoyment and keep them satisfied. Hwang and Renshaw (2011) proposed a similar explanation for the appeal of online gaming.
According to Ayenigbara (2017), video game-related health problems can lead to chronic strain injuries, brain or bodily disorders, and other health difficulties. According to Shoja et al. (2007), other research included a condition known as video game-provoked seizures in patients with pre-existing epilepsy. Video gaming has been linked to the following health issues (Mentzoni, 2011). These studies are supported by the present research.
Excessive gaming might alter a gamer's social and psychological reactions to everyday life. Video games can be particularly hazardous to those with impaired psychological function because they allow them to escape their daily concerns by immersing themselves in a different environment (Taquet et al., 2017). According to another study, there are significant links between gaming addiction and social reactions (Bonald, 2014). Same findings are shown in the current study.
The present study found that severe game playing can alter a player's financial condition. Because most online games require money in order to get premium features. Players must spend money in order to obtain these features. Online games have a significant impact on the academic careers of teenagers and adults. They sometimes lose sight of their academic obligations and do not devote enough time to their studies. As a result, they have been demoted from their prior standings. Participants who said they did play video games had significantly lower results than those who said they did not play video games, according to a study (Jancee Wright, 2011).
A study was conducted by Frank, Sanbou, and Terashima (2006). They listed some of the positive effects of online gaming, such as gaining general information, mastering typing, effortlessly conversing with others, and so on. In the current investigation, no such results were discovered.
The current study's theoretical framework is based on Cultivation Theory. Cultivation theory was created as a way of assessing the impact of media on viewers, particularly how people are affected by exposure to violence on television. According to the argument, the more time people spend 'living' in the virtual world, the more likely they are to believe that social reality corresponds to the reality depicted. Cultivation theory is a sociological and communication framework for looking into the long-term effects of the media. It says that people who are exposed to the media or social media on a daily basis are more likely to recognize the social reality of the world as presented by the media they consume, influencing their attitudes and behaviors. This theory can be linked to online gaming interests as well. Online gamers who are exposed to online games on a daily basis through their mobile, laptop, or PC are changing their attitudes and behaviors, according to the findings of this study. In their daily lives, such attitudes and behaviors have a greater harmful impact than positive impact.
Conclusion 
Students are not badly addicted to popular online games, despite their prevalence. They benefit from online gaming in a number of ways, including the reward and satisfaction that come with the minor goals that are frequently established in games, as well as the fact that online games boost students' confidence and instill a sense of success. Online games are a type of media that is frequently associated to negative health effects. When games are played in moderation and with awareness, however, they may be a useful source of stress release as well as a vehicle for mental health improvement and social skill development. Online games are a relatively new kind of entertainment in their own right. They engage and immerse you in a way that traditional board games and other types of entertainment do not. The player actively adds to the level of satisfaction he or she derives from this medium, making him or her more immersed in and willing to participate in the video game's aspects. Gaming's impacts are also influenced by the quantity of time spent playing. Excessive playtime can be harmful, but gaming in moderation can be healthy, enjoyable, and educational. As a result, students should be concise when addressing online games.
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