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ABSTRACT
Purpose of Review social media enables a range of possibilities in the way gamblers and gambling operators interact and content communicate with gambling. The purpose of this systematic review was to synthesise the extant literature to identify the ways in which social media has been investigated in the context of gambling. A systematic review of the literature identified papers that collected primary data pertinent to gambling and social media from multiple disciplines. These papers broadly fell into three themes: communication, community and calculation (of sentiment). Papers on communication focused on the content of gambling advertising on social media and the impact on people exposed to it. Studies of gambling communities studied the activity and structures of discussion groups on social media concerning recreational or problematic gambling. Papers on calculation collated social media data to assess sentiment and compared it against betting odds. There is an emerging multidisciplinary literature that has looked at the use of social media in relation to gambling. There is preliminary evidence that the content and the reach of gambling advertising on social media is a source of concern, particularly for younger people. The themes discussed on gambling support forums appear to be common across communities, focusing on negative emotions, recovery, addictive products and financial support. Using social media to assess sentiment appears to be particularly effective at identifying potential upsets in sporting matches. Future suggestions for research are explored.
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CHAPTER ONE
INTRODUCTION
1.1 Background of The Study 
This study was set to find out the role of social networking sites on students in regard to online gambling. This has affected the performance in their academics. The effect of overuse of the Social Networking Sites (SNS) and the accompanying vice which is online gambling continues to affect the academic performance of the students involved. This section include the background of the study, the statement of the problem, purpose of the study, objectives of the study, research questions, hypothesis, and significance of the study, scope of the study, limitation of the study, delimitation of the study, assumptions, theoretical framework and ends with conceptual framework..  
Development of the Internet technologies has brought astronomical changes in the way people communicate, gather information as well as the way people choose the communication devices they use. The means of communication has in the recent past multiplied, the reach of communication increased, the cost of communication has itself gone down and more young people are using Internet technologies as the preferred mode of communication. The innovation and development of social networking sites (SNS’s) that are user friendly and with a variety of features enable an almost seamless tool for not just communication but also for marketing other products such as online gambling sites (Anhu, 2022).  
The digital divide continues to narrow day by day as younger generation use technology to stay networked through social media platforms. Social Networking Sites (SNS’) popularity due to the ease of use has seen complex innovation of applications software – apps that are largely mobile based. Gambling involves playing a game for money, and characteristically entails placing bets or playing the odds in the expectation of winning. Gambling is still extremely popular especially among the youths in Kenya today, due to the positive feelings or adrenaline rush gained from taking a risk. It is also quickly becoming a source of quick income to those who participate in it. Despite the changes in the industry from the rise of technology, gambling and betting has continued to be a popular pastime and hobby (Koross, 2016).  
From dice rolling and playing cards in 100 A.D. to a city of casinos and unmanned betting shops with touch screen kiosks to mobile gambling-based apps in the 21st century, it is evident that technology has changed the way people play. Analyzing the history of gambling and the platforms that support it provides insight into how and why technology has influenced this activity especially among the teenagers in secondary schools.  
The fast diversification of betting products through mobile phone and Internet technologies implies that a Sports betting is no longer confined to casinos, local pubs and racecourses. The gambling market, as Abbott, et al. (2018) suggest, is changing as new forms of gambling are introduced, promoted and delivered via the Internet, mobile phones are related devices. Moreover, the global nature of the World Wide Web (WWW) means that there is a sporting event or outcome on hand wherever in the world, at any given time of the day or night, for a person to place a bet on. Internet technologies transcends national borders, creating an international market for gambling, and for sports betting. Equally, a UK study by Griffiths (2023) provides an overview of changes to gambling environments due to on-line technologies, noting that as modes of betting become more interactive, the activity becomes more antisocial. A key observation is that gambling has moved out of more traditional “social” environments such as the pub and into the home and workplace where it can be undertaken in isolation. In the case of Internet gambling, the shift is from ‘a very specific site to being in cyberspace’ (Griffiths, 2023). It is further noted that, the international nature of sports betting, the liquidity of the betting market and the global nature of sport have also been identified as providing some of the conditions that have given rise to transnational corruption in sport (Australian Crime Commission, 2015).  
Nigeria has not been left behind in the innovation of these apps which not only are used for communication but are also seen as income generation based apps. Koross observes that the sports betting has grown steadily since 2013 when the first online sports betting company Sports Pesa® was registered. Other companies that have since been registered include: Betway.Betin®,Mcheza, Eazibet among other lottery companies. Gambling an old trade has taken a new dimension and with mobile based apps that are used in gambling has become a game changer (Koross, 2016) The Professional services network, PricewaterhouseCoopers (PWC) in their report on gambling in Africa identifies South Africa, Nigeria and Kenya as the African countries with the largest and fastest growing markets in Africa, worth around $37 billion (PWC, 2014).  
Sammut indicates that many communities, often those suffering from economic hardship and social problems, consider gambling as a solution to those ills (2010). There has been aphenomenon growth of sports betting and gambling in Kenya over the last three years. Fueled by the aggressive media to market online gambling, the wide spread use of Social Networking sites, there has been an increase in the number of young people engaged in online gambling. The local dailies reported on February, 2016, that the Sports betting has been growing in leap and bounds with the gambling craze among the Kenyans rising each day. The young people in this study focused are the adolescent students in Capital Boys High school aged 13-18 years.  
1.2 Statement of the Problem  
The rapidity with which children and young people are gaining access to online, convergent, mobile and networked media is unprecedented in the history of technological innovation. Mungai (2012) observes that the teenagers in Kenya are increasingly going online to engage in social activities through the social networking sites rather than for academic related activities. Online gambling craze among the adults and teenagers has spread like a bushfire within the last 3 years. Virtually all communication platforms have contributed to the enormous popularity of this activity through extensive and somewhat excessive advertisements. In Nigeria institution, the rampant indulgence in this activity is confirmed by the increase in number of students who have been put on punishment for engaging in this somewhat illegal activity within the school but legal outside of the school.  
1.3 Aim and Objectives of the study  
The aim of this research is to address the Uses and challenges of social media as tools for online gambling and betting among Kwara State Polytechnic students on the way they are using these medium and the consequences of that use on their behavior 
Objectives:- 
i. To describe the nature of Media used by students in Tertiary Institutions.  
ii. To evaluate the effect of the use of Social Networking Sites on Gambling.
iii. SSSTo examine whether gambling affect academic performance on students.  
1.4 Research Questions 
i. What is the media used by the students in Tertiary Institutions in Nigeria?  
ii. What are the effects of Social Networking Sites (SNS’) on gambling Among the students?  
iii. To what extent does gambling affect the performance of students in their studies?  
1.5 Hypothesis  
i. There is increased mobile usage for online gambling among the secondary school students in Nigeria 
ii. Online gambling affects the performance of students in their studies.  
iii. The students have a wider computer/mobile experience, spend more time online, report greater interest in and perceive more positive attitudes to computer-related activities, and also appear to be more motivated in learning digital skills  
1.6 Significance of the study  
Peterson (2020), defines significance of the study as the benefits brought about by the research in question. When the findings are reported, the significance of the study answers the questions: why is the study important? To whom is it important? What benefit will occur if the study is done? And what threats can occur if the study is not carried? This study was so important not only to Kwara state polytechnic students but also to the country; this is because the schools around the country are faced with similar issues and possible solutions suggested. The main benefit of this study was that, the results found can be applied to other schools in other areas where a similar problem is being experienced. Students and administrators of Kwara state polytechnic students were the greatest beneficially as the study was done within their geographical area. The Study is vital to the School administration and other key stakeholders in the management of students in Kwara state polytechnic as well as other institutions of similar nature.  
1.7 Scope of the Study  
Peter Calvin (2022) defines scope of the study as the geographical location in which the study is carried and how the area one has chosen is appropriate. This study was done in Kwara state polytechnic students, Ilorin. This study aimed at creating awareness that students in Kwara state polytechnic use mobile based online gaming and social networking sites to place bets for purposes of wining money to supplement the pocket money given and also for fun. This study generated a substantial body of data rigorously collected and comparable on students’ access, use and experiences regarding internet and online technologies. Significant findings came from interviews conducted directly with students in kwarpoly.  
Limitation of the Study 
 The study was limited to Kwara state polytechnic due to work commitment and availability of respondents. The researcher works within the Institution and the respondents’ attitude towards the researcher could have affected the true outcome of the results.  
1.8 Definition of The Terms 
Gambling: the betting or staking of something of value, with consciousness of risk and hope of gain, on the outcome of a game, a contest, or an uncertain event whose result may be determined by chance or accident or have an unexpected result by reason of the bettor's miscalculation. 
Betting: The action of gambling money on the outcome of a race, game, or other unpredictable event. 
Platform: an online digital service or website that enables users to create, share, and interact with content and connect with other users. 
Institution: a group of persons formally joined together for some common interest an institution devoted to studying social problems and proposing solutions for them 
Social Media: is a collective term for websites and applications that focus on communication, community-based input, interaction, content-sharing and collaboration 
Tools: is any instrument or simple piece of equipment that you hold in your hands and use to do a particular kind of work 
Technology: The application of scientific knowledge for practical purposes, especially in industry. 
Digital: electronic technology that generates, stores and processes data in terms of positive and non positive states. 
SNS (Social Networking Site): an online vehicle for creating relationships with other people 
who share an interest, background, or real relationship 	 

CHAPTER TWO 
LITERATURE REVIEW
Literature review as that which involves, locating, reading and evaluating reports of previous studies observations and opinion related to the planned study which leads to appreciating and understanding the research that has already been done in ones area of interest. Various sources were consulted which included reading text books related to youth activities, magazines, journals, and websites.  
2.1 CONCEPTUAL REVIEW  
This literature review suggests that sports betting and gambling has grown exponentially and is experienced by people from all age, gender and socio-economic status. However, for the purpose of this study, this review is constrained to male teenagers at Capital High School with varied socio-economic background. Further the prevalence use of Internet among the youths and Social Networking sites largely contributes to the teenagers being attracted to online gambling. The fast emergence of telecommunication and technology has seen some tremendous improvement in the way we communicate in modern day time. Internet usage among the teenagers in Kenya continues to grow with majority of the users connecting from hand held devices such as mobile phones, tablets and other personal digital devices (Mungai, 2012).  
Online Gambling is relatively a new a topic that has only recently been studied extensively and does not have much research in its name, especially in Kenyan schools where on line gambling has been associated with the spread and use of the internet and mobile phone. These research re-examines associated literature to this topic and research findings from other countries.  
2.2.2 Social Media  
The Internet revolution changed the information world with regard to sharing, speed, storage and retrieval of information in whatever form regardless of the person’s location. Through the Internet a number of web technologies emerged, and one technology that is making waves with regard to information sharing and communication are the social media networks. The evolution of social media has cut across all facets of society with its positive and negative impacts. Social media has transformed and impacted on communication, learning, research and education in general. Among the vast variety of online tools which are available for communication, social networking sites (SNS) have become the most modern and attractive tools for connecting people throughout the world (Aghazamani, 2010).  
Davis et al (2012), refer to social media technology (SMT) as “web-based and mobile applications that allow individuals and organizations to create, engage, and share new usergenerated or existing content, in digital environments through multi-way communication”. Through this platform, individuals and organizations create profiles, share and exchange information on various activities and interests. An interesting aspect of social media is that, it is not limited to desktop or laptop computers but could be accessed through mobile applications and smart phones making it very accessible and easy to use. Examples of these social media platforms both on the web and mobile application include Facebook, Twitter, YouTube, Whatsapp, Instagram, blogs etc. 
According to Boyd & Ellison (2017), “Social networking sites are web-based services that allow individuals to construct a public or semi-public profile within a bounded system, articulate a list of other users with whom they share a connection, and view and traverse their list of connections and those made by others within the system”. These sites are used to interact with friends, peers and others that are found in groups on these sites. The sharing of information ranges from news, debates, gossips, feelings or statement of mind, opinions, research etc. According to Internet usage statistics for the world, there were 3,035,749,340 estimated Internet users with a penetration rate of 42.3% as at June, 2014. Also, the estimated population of Africa in 2014 was 1,125,721,038 of which 297,885,898 were Internet users. The penetration of Internet on the continent was 26.5%. By December 2012, the number of Facebook users in Africa was 51,612,460. In Ghana, the number of internet users as at June 2014 was 5,171,993 with 20.1% Internet penetration. Out of the total Internet users in Ghana, 1,630,420 users were on Facebook (Internet World Statistics, 2015).  
A report by the National Communications Authority (NCA) Ghana indicated that mobile data subscribers in the country has increased exponentially with a penetration rate of 59.78%. As at the end of March, 2015, mobile data subscriber base had increased to 16,106,218 (NCA, 2015). The statistics indicates that as more people subscribe to the Internet and mobile phone, the more the increase in data subscriptions. This data subscription is used to access the Internet which in effect is used more to participate on social networks. Therefore, the number of users who are and will be using social media will therefore not slow down as more people are getting on to the bandwagon. A number of studies have been conducted to find out the impact of social media on academic 23 performance of students. According to Ito et al. (2009), teens use these technologies for a number of positive activities, which include delving deeper into interestdriven communities and participating in various activities. Ahn (2011) adds that “Social Network Sites (SNS) provide a platform for the youth to participate in communities that help them to learn, and practice skills within a particular knowledge area”. Similarly, a study by Fishman et al (2005), also indicated that college students produce tremendous volume of writing through various social media tools such as blogs, emails and other social media environments. Conversely, Banquil et al. (2009), found a continuing drop of grades among students who use social networking sites. This was supported by Kirschner and Karpinski (2010), who found a significant negative relationship between Facebook use and academic performance. They concluded that students who use Facebook spend fewer hours per week studying on an average than Facebook non users and this resulted in lower mean grade point averages (GPAs). Junco (2012), examined the relationship among numerous measures of frequency of Facebook use with time spent preparing for class and overall GPAs. Hierarchical linear regression analysis from the study by Junco (2012), indicates that time spent on Facebook was strongly and significantly negatively correlated with overall GPA. Senior High School (SHS) education in Ghana since the year 2000, has gone through a number of changes, previously from secondary school to SHS. It was later changed from three years to four years duration and now back to three years duration. These were done by various governments which in their opinion would help in raising the standards and quality of students who graduate from the SHS. This was necessitated due to the performance of students in the West Africa Senior Secondary Certificate Examination (WASSCE). A number of factors such as the duration of education, quality of teaching, teaching methods etc. were seen as factors that might be affecting performance of students negatively in these examinations.  
2.2.3 Media Devices 
Connection to the Internet largely involves of media devices such as mobile telephone commonly referred to as Cell phones or Mobile phones, Computers, Laptops and Tablets. For the purpose of this study, the researcher concentrated on the smart phones which are the most widely used gadgets used by young people to access the Internet. The CAK report (2016-2017) indicated that nearly 86% of Internet users in Kenya access Internet from their smart phones (2017). In the usage of smart phones and mobile internet the diffusion of smart phones, mobile phones have turned into an ‘online, networked media device’ (Hjorth et al., 2012), This supports an ever growing collection of communication practices and online activities. Therefore, the once independent research agendas of mobile communication studies and internet studies have increasingly converged.  
As a consequence, the number of studies addressing mobile communication in terms of digital inequalities is likely to grow A few noteworthy studies have already been published. 
Among these, Hargittai and Kim (2010) examined how a user’s background characteristics and internet experience informed different smart phone usage patterns among a group of young adults. They found considerable variation in both the availability of and the effective use of advanced phone functionalities: while gender, parental education and ethnic group are important factors which partially explain this variation, regular engagement with advanced mobile phone functionalities was more strongly correlated with internet experience, measured by both 
‘autonomy of use’ that is free, unrestricted access to use the internet ‘when and where one wants’ (Hargittai and 15 Hinnant, 2018) and digital skills. ‘People who have more Internet access points are more likely to possess higher levels of online skill and have more opportunities to explore a wide range of mobile phone features’, (Hargittai and Kim conclude 2015).  
In the 21st century, social media is the trending media. People tweet on the improbable plots being aired on television shows. Individuals brief their friends about links to information sites on Facebook. Others post their favourite videos on YouTube and even share their music playlist on Spotify with their online friends. It is rather obvious that individuals are no longer just consumers of internet stuff, but sharers as well. Those who create mobile devices are familiar with this tendency and are making gadgets with social aspects embedded within them.  
The internet has had striking result in influencing contemporary society in the 21st century. The continuing advance of cellular phone devices has enabled services in the global world to be restructured regularly, thus giving various options about computer generated online communications. Through simulated online interactions, individuals can create friendships, buy viable merchandise, and structure implicit communities or families using the mobile network devices. The young ones are undoubtedly the prime target markets of new media. Levels of children access to multimedia computers are increasing by each day, since household with children are more likely to possess these gadgets more than those without children. The level of impact of such gadgets upon children is immeasurable. Actual interactions between children and their parents in such homes are very minimal.  
2.2.4 Gambling amongst teenage students  
Teenage students, who also happen to be in their High Schools in terms of level of education, have been identified as a target group in relation to online gambling (Wood, Griffiths, &Parke, 2007). Teenagers at this phase have increased awareness of their surrounding and peer influence is at its peak. They are frequent internet users and fall into the age group (13-18 years) the onset of young adulthood (18-24) where problem gambling peaks (Gernstein et al; 1999; PC, 2010).  
The findings of Jeff Polik and Gregory Austin (2010) indicate that the most common places students who gamble report gambling are at Home (74%), at Friends homes (61%), and at School (41%). Further, in a survey conducted among adolescent in California argues that, the resulting gambling prevalence estimates were lower than those commonly found in similar surveys of adolescents conducted in North America. Many of these other surveys asked more detailed questions. This recommended the call for a more detailed examination of teenage online gambling aimed at identifying the best ways to get accurate data without the intrusion into classroom’s instruction time.  
A survey of online gambling in Canada and various other countries, showed that student status and education level were significant predictors of online gambling (Wood & Williams, 2009, pp.235-252), although prevalence studies of online gambling amongst students are limited. Another study that was done by Petry and Weinstock (2007,p 325- 330), in an American university revealed that out of 1356 student participants, 23% reported ever gambling on the internet, 6.3% gambled online weekly and about a third of these online gamblers (who had ever gambled online) were classified as probable pathological gamblers. Studies have suggested that certain groups are more likely to be 17 attracted to online gambling. In terms of gender, there is research to imply that online gambling in Australia is more frequently used by males (more than double, according to the Australian Internet and Technology Report,2009;(Wood & William, 2009,pp.235- 252), particularly amongst the educated and those in professional occupations. Studies have indicated that female participation rates in both venue and online gambling are rising (Corney& Davis, 2010) and it has been speculated that women may particularly be attracted to online gambling because of its associated safety and convenience, especially if they have many life responsibilities (e.g. women with young children). However, these findings are mostly preliminary and it appears that online gambling is currently a male dominated activity. In the United Kingdom, a couple of exploratory studies on online gambling amongst students have been done. For example, in 2007, Wood et al. examined online poker amongst 422 self-selected participants and established that online poker was played at least twice weekly by a third of participants, 18% were found to be problem gamblers, and 30% had sub-problem gambling problems.  
2.2.5 The effect of gambling on students’ behavior  
Researchers have indicated that, nearly 37% of the persons involved in gambling, gambling has various effects on the gamblers behavior (Griffiths, 2011) . While majority of gamblers will indulge without getting hooked, a small number will suffer from the worst of gambling addiction. Problem gamblers become so engulfed in gambling that they basically cease to exist as socially functional human beings, cases of debt, financial ruin, theft, job losses, ruined relationships and even suicide have been reported among compulsive gamblers who must indulge regardless of harm done to self or loved ones. Researchers indicate that these effects of gambling are highly determined by the type of gambler the person is. For example, the National Research Council (1999) established that social or recreational gamblers gamble for entertainment, they typically do not risk more than they are able to afford and have little preoccupation with gambling. According to the National Council on Problem Gambling (NCPG), key features of 19 problem and pathological gambling include increasing preoccupation with gambling, the need to bet more money more frequently, chasing losses, and loss of control by continuation of the gambling behaviour in spite of mounting, serious, negative consequences. The gamblers preoccupation with gambling increases as they recollect about past wins and begin to chase their losses. Their relationships at home and at work begin to suffer as gambling debts and lies about the extent of their gambling cause pressure; they may rely on others to be bailed out of their desperate situation at this point. These negative consequences can include crime, financial debt and bankruptcies, loss of career, homelessness, damaged family and personal relationships, and even suicide (National Council on Problem Gambling). Studies of gamblers seeking help suggest that as many as 20% will attempt suicide (National Research Council, 1999) and that two thirds of those seeking help have participated in criminal activity to support their gambling (National Research Council, 1999).  
According to Derevensky (2017), from the Youth Gambling Institute at Mc Gill University, Montreal, Canada, college students are the riskiest demographic and the highest-risk age group because “they think are smarter than everyone else and invulnerable.” Derevensky further contends that there is a keen awareness of binge drinking and drug abuse on campus, while gambling is rarely brought to the forefront. A study done by Williams (2006) found that for most college students gambling provides a mild entertainment diversion with only minor amounts of time or money being lost to the activity. There are, however, a small minority of students that gamble excessively with large amounts of money, potentially foreshadowing continuing and more severe problems for some of these individuals. 
2.2.6 Motivation driving teenagers to use the Internet and Social Network sites.  
Recent statistical reports in Kenya (CAK, 2016) have shown that there has been an increase on the number of people connecting to Internet over the last 2 years. The number of Internet subscription stands at 39.6 million subscribers which is about 89.7% of the population. It further indicates Internet usage has continued to rise with the mobile handset being the most popular medium of access. This could be attributed to intense promotions especially the use of social sites such as Face book® , Whatsapp® , Snapchat, Twitter® among others and consequently their popularity among the youth. Development, accessibility and availability of gaming sites on mobile phones have seen a dramatic revolution in the gambling industry in the recent years.  
Moore et al. (2013), argues that young men (i.e. between 20 and 30 years of age) tend to gamble more frequently and more problematically than young women.Purdie et al. 2011; Delfabbro 2012), and are more interested in sports betting than females (Purdie et al. 2011). 
Because of this, young people, and young men more particularly, have been identified as “atrisk” groups for problem gambling as it relates to sports betting.The widespread use of the Social Networking Sites among the young people today undisputed. Mungai M. (2012) avers that teenagers are motivated to use the online social networking sites because the sites: Accord them up-to-date information. Allow 24-hour communication, can disseminate multi-media information, Contain a lot of information on wide range of issues or topics relevant to them, give identity in life, give pleasure in communicating, are easier to contact people via online than talking, calling or posting a letter, are also used by their friends and acquaintances, are enjoyable, are simple and easy to use, are not used by my parents/ guardians, make them be at par with peers, make them 21 less idle, removes feeling of loneliness. The social media provides them with the platform to do this.  
2.2.7 Peer Pressure 
Though there have been many social, economic, and environmental factors that have added to the pressure of high school students in the past ten years, the drop-out rate for students is still a major national problem (Bowen, 2018). Current statistics show that high school students in the United States are under increased pressure due to higher academic standards in many parts of the country, and it has become more important than ever for educators to encourage graduation and further education. However, with more and more adolescents being preoccupied with social networking sites and technological social lives, how will this affect their studies? It is estimated that even those students who do graduate high school, one out of three does not have possess the 25 knowledge and skills that would lead him or her to the next level, such as college or an advanced trade school.  
The top academic areas that many school professionals are concerned about are English (ELA) and advanced literacy (Williams, 2008). The current generation of teens lives in a fastpaced technological world with many different types of communication happening all at the same time. For example, they may be on the computer on a SNS, while also talking on the phone, sending instant messages to a friend, and emailing someone else all at the same time (Williams, 2008). While there may be some advantages to this, such as the teen learning how to type faster and multi-task many things at once, there may also be a breakdown in much of that communication. Literacy has also taken a dive in the past decade, which has caused many educators to question what can be done to help students improve their reading, writing, speaking, and thinking- all of the most basic skills for a successful future. As one researcher stated, 
“Literacy is, in reality, the cornerstone of student achievement, for any student, in any grade” (Wise, 2019). The question that many school professionals have with regards to communication is whether or not a high school student is able to follow school curriculum in subjects like English or Language Arts. Also, will it be possible to teach them without the use of multi-tasking and using new forms of technology?  
Social networking sites, as well as other new forms of communication technology, are also a concern to many school professionals because of the level of distraction they create within the school (Greenfield &Subrahmanyam, 2008). Even though many schools have created many strict rules that forbid the use of handheld technology during school or 26 that block certain social networking websites, many adolescents are still able to connect during school hours as they please (Greenfield &Subrahmanyam, 2008). This has caused distractions during instruction time and has had a negative impact on the learning environment.  
2.2.8 Academic Performance  
Though there have been many social, economic, and environmental factors that have added to the pressure of university students in the past ten years, the drop-out rate for students is still a major national problem (Bowen, 2008). Current statistics show that university students in Nigeria are under increased pressure due to higher academic standards in other countries, and it has become more important than ever for educators to encourage graduation and further education (Bowen, 2008). However, with more and more students being preoccupied with social media networks and technological social 27 lives, how will this affect their studies? It is estimated that even those students who do graduate high school, one out of three does not have possess the knowledge and skills that would lead him or her to the next level, such as college or an advanced trade school (Bowen, 2008).  
The top academic areas that many school professionals are concerned about are English (ELA) and advanced literacy. The current generations of teens live in a fastpaced technological world with many different types of communication happening all at the same time. For example, he or she may be on the computer on a SNS, while also talking on the phone, sending instant messages to a friend, and emailing someone else all at the same time (Williams, 2008,p 1020). While there may be some advantages to this, such as the teen learning how to type faster and multi-task many things at once, there may also be a breakdown in much of that communication (Williams, 2018, p. 1028).  
Literacy has also taken a dive in the past decade, which has caused many educators to question what can be done to help students improve their reading, writing, speaking, and thinking- all of the most basic skills for a successful future (Wise, 2019). As one researcher stated, “Literacy is, in reality, the cornerstone of student achievement, for any student, in any grade” (Wise, 2009,p.373). The question that many school professionals have with regards to communication is whether or not a tertiary institution student is able to follow school curriculum in courses like English or Language Arts (Williams, 20018). Also, will it be possibl e to teach them without the use of multitasking and using new forms of technology.  
2.2 	THEORETICAL FRAMEWORK  
Kerlinger defines theoretical framework as asset of interrelated constructs, definition and proposition that presents a systematic by specifying relations among variables with the purpose of explaining and predicting the phenomena. It is therefore appropriate to start by giving definitions of what a theory is and what a framework is. A theory according to Kerlinger (2016) is “a set of interrelated constructs, definitions, and propositions that present a systematic view of phenomena by specifying relations among variables with the purpose of explaining and predicting phenomena”. A framework is “a set of ideas that you use when you are forming your decisions and judgments” (MacMillan English dictionary, 2012).  
According to Kerlinger (2019), a theory can be used to successfully make predictions and this predictive power of the theory can help guide researchers to ask appropriate research questions. On the other hand, a framework provides structure within which the relationships between variables of a phenomenon are explained. The study adopted the theory of Koross that states that there is definite influence of gambling on the behaviour and performance since losing school time can influence performance. She further indicated that students spent much of their time thinking about bets, how to match them so as to win at the expense of school work and assignments. It has also been noted in Kenyan universities that students spend more hours gambling than reading and attending to school work. The age difference between the 9 University students in the Koross study and the secondary School students is between 7 to 1 years, therefore this study in comparison fared well.  
This study uses three communication theories: the Magic Bullet Theory, the Uses and Gratification Theory and the Technological Determinism Theory. 
The Uses and Gratification Theory 
Uses and Gratifications Theory (UGT) is an approach to understanding why and how people actively seek out specific media to satisfy specific needs. The driving question of UGT is: 
Why do people use media and what do they use them for? UGT discusses how users deliberately choose media that will satisfy given needs and allow one to enhance knowledge, relaxation, social interactions/companionship, diversion, or escape. It assumes that audience members are not passive consumers of media. Rather, the audience has power over their media consumption and assumes an active role in interpreting and integrating media into their own lives. 
Unlike other theoretical perspectives, UGT holds that audiences are responsible for choosing media to meet their desires and needs to achieve gratification. This theory would then imply that the media compete against other information sources for viewers' gratification. 
Assumptions of the Theory: 
· The audience is active and its media use is goal oriented 
· The initiative in linking need gratification to a specific medium choice rests with the audience member 
· The media compete with other resources for need satisfaction 
· People have enough self-awareness of their media use, interests, and motives to be able to provide researchers with an accurate picture of that use. 
· Value judgments of media content can only be assessed by the audience. 


Modern Applications of Uses & Gratifications Research Internet Usage 
Modern communication scholars such as Tomas E. Ruggiero, highlight the necessity of UGT in understanding the proliferation and success of computer-mediated communication forms. Ruggiero states that UGT provides a "cutting-edge theoretical approach in the initial stages of each new mass communications medium: newspapers, radio and television, and now the Internet." Furthermore, Ruggiero argues that new media forms require analysis of potentially new uses and gratifications; for example, interactivity, hypertextuality, asynchronous communication, and demystification. 
Scholars like LaRose et al. utilize UGT to understand Internet usage via a socio-cognitive framework to reduce uncertainties that arise from homogenizing an Internet audience and explaining media usage in terms of only positive outcomes (gratifications). LaRose et al. created measures for self-efficacy and self-disparagement and related UGT to negative outcomes of online behavior (like Internet addiction) as well. 
New Media Examples of UGT: The application of New Media to the Uses and Gratifications Theory has been positive. The introduction of the Internet, social media and technological advances has provided another outlet for people to use and seek gratification through those sources. Based on the models developed by Katz, Blumler, Gurevitch and Lasswell, individuals can choose to seek out media in one outlet, all falling within the proscribed categories of need. The only difference now, is that the audience does not have to go to multiple media outlets to fulfill each of their needs. The Internet has created a digital library, allowing individuals to have access to all content from various mass medium outlets. 
Being Immersed in Social Networking Environment: Face book Groups, Uses and Gratification, and Social Outcomes 
In 2017 a study was conducted to examine the social media groups ‘users‘ gratifications in relation to their civic participation offline, a set of level of agreement questions to properly gauge their level of life satisfaction. 
The study ultimately yielded results through principal components factor analysis with varimax rotation. The results showed that there were four needs for using social media, "socializing, entertainment, self-status seeking, and information." 
Gratification Received from Use of Social Media Groups 
· Socializing: Students interested in talking and meeting with others to achieve a sense of community and peer support on the particular topic of the group 
· Entertainment: Students engaged with the groups to amuse themselves 
· Self-Seeking: Students maintain and seek out their personal status, as well as those of their friends, through the online group participation 
· Information: Students used the group to receive information about related events going on and off campus 
 
2.3 CONCEPTUAL FRAMEWORK 
Social media Social media is that means that employs mobile and web based technology to create highly interactive platforms via which individuals and community share, co-create, discuss and modifies user-generated content (Kietzmannn, 2022). Social media is a phrase being tossed around a lot. It is a website that does not just give you information but interact with you while giving you information. It is a group of internet based application that allows the creation and exchange of users generated content. It is easy to confuse social media with social news because we often refer to members of the news as the media. Adding to it, that social news site is also social media site. Some of the most accessed sites by the teenagers includes:  
i. Social Bookmarking: interact by tagging website and searching through website book marked by others (Blink list, simple). 
ii. Social News: interact by voting for articles and commenting on them (Digg, propello).  
iii. Social Networking: interact by adding friends, commenting on photo and profiles, sharing groups for discussions (Facebook, 2go, BB chat). iv. Social Photo and Video Sharing: interact by sharing photos or videos and commenting on the user submission. (Youtube and Fliki).  
	v. 	Wikis: interact by adding articles and editing existing articles. (Wikipedia, wikia).  
Social media refers to the means of interaction among people in which they create, share, exchange and comment among themselves in different networks. Andreas and Michael (2010) are of the opinion that social media is a group of internet based application that builds on the ideological foundation and allows the creation and exchange of users – generated content. Social media has become one of the major channel of chatting through platforms such as 2go, BB chat, blogger and wiki a. There has been an increase in the mobile social media which has created new opportunity for browsing.  
The internet usage effect of social media, in views of Nielsen (2012) is that, students continue to spend more time on the social media than any site. The total time spent on social media across mobile devices increased by 37%, 121 billion minutes in July 2012 compared to 88 billion minutes in July 2011. Kaplan and Haenlein (2010) classified social media into six different classes as follows: 
i. Collaborative Project (Wikipedia) 
ii. Blogs and Micro blogs (Twitter)  
iii. Content Communities (Youtube) 
iv. Social Networking Site (Facebook; 2go; BB chat)
v. Virtual Game World (World of war craft)
vi. Virtual Second World (Second life)  
Technology includes the blogs, picture sharing, music sharing, crowd sourcing, e-mail, instant messaging and voice over. These services could be integrated via social network aggregation platforms. 
A conceptual framework is a model of presentation, where a researcher represents the relationship between variables in the study and shows relationship graphically or diagrammatically (Orodho, 2014). 
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Figure 1.1 Effects of social networking gambling on academic performance  
2.4 EMPIRICAL REVIEW ON RELATED STUDIES 
This chapter attempts to reveal some relevant and existing researches and literatures already written by scholars on the Perception and uses of social media nonverbal messages in interpersonal communication among students. Many scholars of communication, International and domestic communication organizations had conducted researches and writings on the concept of nonverbal communication, some of which are highlighted below:- 
Griffiths and Barnes (2018) review a study on Gambling on Academic performace of institution, surveyed a sample of 473 students that included non-gamblers, venue gamblers as well as internet gamblers. Amongst 105 internet gamblers, 20 were classified as problem gamblers, 89 were male and 16 were female. Chi-square analyses showed that males were significantly more likely to be both internet gamblers and problem gamblers, and that internet gamblers were more likely to be problem gamblers than non-internet gamblers. 
 In a more recent study, Matthews, Farnsworth and Griffiths (2019,p 89) using a similar methodology with 127 online gamblers, reported that 19% were found to be problem gamblers and a further 18% defined as potential problem gamblers, according to SOGS scores. In Kenya, Koross 18 (2016) argues that the past ten years, the nation has become a nation of gamblers. This is attributed to the apparent promotional offers and lotteries of all kinds run by all sorts of corporate and .dominate the media space from radio to television, internet, the dailies and outdoor advertising. Kenyans gambling is highly reflected in sports betting which entails the activity of predicting sports results and placing a wager on the outcome. The ease of use of the mobile platform has increased access and prevalence of betting especially among the young people not only in tertiary Institutions but also in Secondary schools. This study was motivated by the increased level and prevalence of online betting among male students in Capital Boys High School.  
According to (Andley, 2017), recent research about social media gambling and Internet usage, social networking sites like Facebook and MySpace have become so popular that many university students will get an account even if they do not want to. This shows that joining a SNS signifies more than just going on a website; it is way of “fitting in” with peers, just like many other types of groups in high school. In fact, SNS may be predictors of self esteem and wellbeing in students, and they have become a fundamental role in student’s life. A student stated in a research study by Dr. Danah Boyd in (2019) Berkeley University: “If you’re not on MySpace, you don’t exist”. 


CHAPTER THREE
RESEARCH METHODOLOGY
This chapter presents the method and techniques that will be employed to collect and analyze data on “Uses and challenges of social media as tools of online gambling and betting among Kwara state polytechnic students” to be precise. This chapter will cover the following:  research design, location of study, study population, sampling technique, method of data collection and methods of data analysis. 
3.1 RESEARCH DESIGN 
Research design is a complete scheme that summarizes how a research enterprise will be accomplished with minimum problems. Hence, a research design essentially maps out the plan, the structures and strategies of a scientific investigation to ensure that a study completely achieve its set objectives. for the purpose of this study, the Cross-sectional survey research method will be adopted for the purpose of this study. The method is found to be appropriate for this study because it is suitable for a research with both small and large population. Sulaiman (2017) stated that survey research method allows the researcher to gather data from the respondents who constitutes sample of the study. he stated that, the purpose of survey is not only the collection of data but the discovery of meaning in the data collected, so that facts and events can be better understand, interpreted and explained. 
3.2 POPULATION OF THE STUDY 
The population of this study will consist of male and female students from Kwara State Polytechnic, Main Campus. According to the institution's most recent enrollment records (source: Kwara State Polytechnic Registrar's Office, 2024), the total number of students across various departments and levels (ND I, ND II, HND I, HND II) is 10,000. This population is central to the issue under investigation, as they are likely to have relevant information that aligns with the study's objectives
3.3 RESEARCH INSTRUMENTATION 
The questionnaire, interview and personal observation where used for the collection of the data. The instrument used for the collection of data are meant for Kwara state polytechnic as a case study of the research. 
 3.4 SAMPLE SIZE AND SAMPLING TECHNIQUE
Sample Size:
The sample size for this study will consist of 100 students, selected from two institutes at Kwara State Polytechnic, Main Campus. Specifically, 50 students will be selected from each of the following institutes:
1. Institute of Information Communication Technology (IICT)
2. Institute of Financial Management Studies (IFMS)
These students were chosen because they are likely to have experiences with social media nonverbal communication, which aligns with the objectives of this study. The selected number of respondents is deemed sufficient to compile questionnaires and collect reliable data for the research.
Sampling Technique:
A multi-stage cluster sampling procedure will be used to select the students. The sampling process will proceed as follows:
1. Stage 1: Two institutes (IICT and IFMS) will be selected as clusters for this study. These institutes are chosen based on the availability of male students who are likely to have encountered social media nonverbal communication.
2. Stage 2: From each of the two institutes, 50 students will be selected. The selection will be done randomly from the students enrolled in various levels (ND and HND) to ensure diversity and representativeness.
This approach ensures that the sample is representative of the student population within the chosen institutes, while also focusing on those who are relevant to the study's objectives.
3.5 VALIDITY AND RELIABILITY OF THE INSTRUMENT 
The concurrent validity method used to ensure that the instrument measured what they are expected to measure 
The instruments used are valid because it enables the researcher to obtain quick and accurate information data. 
The instrument made straight effort to reach the selected group and the sample member were able to give the required information needed for concrete conclusion of the research work.   
3.6 METHOD OF DATA COLLECTION 
The method of data collection for this study shall be the quantitative and qualitative methods. For the quantitative method, the instrument that will be used to collect information will be the questionnaire, which is one of the primary sources of data. 
The total of one hundred (50) questionnaires will be administered to the students in various departments. The structured questionnaire would comprise of both open and close-ended questions in order to cover the demographic data of the respondents as well as the objectives of the study. The questionnaire is closed-ended and a few open-ended designed by the researcher basically on the topic of the study. In closed-ended questions, the respondents will be given alternative options to each question which will cover the complete range of probable responses from which they are to choose. While the open–ended questions will allow the respondents the choice to express his/herself as pleases without being restricted to choosing from a number of options. 
In-dept-interview 
In-dept interview (IDIs) refers to unstructured, direct, personal interview in which a single respondent probed by a highly skilled interviewer to uncover underlying motivations, beliefs, attitude, and feelings on a topic. In dept interview are more flexible than any other research method. They can be used to ask people about their past attitudes, their past, present and future behavior, their motives, feelings and other emotions that can observed directly. In-depth interview explore each question and issue in as much depth a superficially as they wish (Haralambos and Holborn, cited in Muhammad Z., 2018). With the use of in-dept- interview, the lecturers, student affairs and security officers shall be at liberty to express their feelings in a more accurate and simplified manner. The interviews for this study shall be done with a tape recorder to record the conversation on every session of the in-depth interview in order to avoid loss of information. 
3.7METHOD OF DATA ANALYSIS 
The simple proportion and percentage method of data analysis were both adopted and for easy application and understanding the work has been analyzed by using these methods. The statistical method was equally adopted as a result of the fact that the population and samples were not too large. But it is viewed that the method will be accurate in the analysis and presentation of data obtained. 



CHAPTER FOUR
DATA PRESENTATION AND ANALYSIS
4.0 Introduction
Social media has become a powerful tool influencing various aspects of contemporary life, including entertainment, communication, and commerce. In recent years, its role in promoting online betting and gambling has grown significantly, especially among young adults and students. Platforms such as Facebook, Instagram, Twitter, and WhatsApp serve as major channels through which online betting operators advertise their services and engage potential bettors.
This chapter presents an analysis of data collected from 100 respondents at Kwara State Polytechnic to explore how social media influences students’ awareness, attitudes, and participation in online betting activities. It examines the extent of exposure to online betting advertisements, the perceived impact of these promotions on betting behavior, and students’ opinions on the regulation of such content.
By analyzing the responses, this chapter aims to provide a comprehensive understanding of the role social media plays in shaping online betting trends among students. The findings will offer valuable insights for policymakers, educational institutions, and social media platforms in developing strategies to manage and mitigate the negative consequences associated with online betting within the student community.
4.1 DATA PRESENTATION AND ANALYSIS OF RESPONDENTS' DEMOGRAPHICS
1. Gender:
	Response
	Frequency
	Percentage (%)

	Male
	52
	52%

	Female
	48
	48%

	Total
	100
	100%


Source: Google Form 2025
Analysis: From the table above, 52 respondents (52%) were male, while 48 respondents (48%) were female. The gender distribution is almost balanced, with a slight skew towards male respondents.
2. Age Group:
	Response
	Frequency
	Percentage (%)

	18–25
	50
	50%

	26–35
	30
	30%

	36–45
	15
	15%

	46 and above
	5
	5%

	Total
	100
	100%


Source: Google Form 2025
Analysis: Half of the respondents (50%) are between the ages of 18–25, indicating a youthful population. The remaining are distributed across older age groups, with only 5% aged 46 and above.
3. Marital Status:
	Response
	Frequency
	Percentage (%)

	Single
	70
	70%

	Married
	25
	25%

	Divorced
	5
	5%

	Total
	100
	100%


Source: Google Form 2025
Analysis:
Majority of the respondents (70%) are single. This may reflect the high student population in the sample. Married individuals make up 25%, while only 5% are divorced.
4. Highest Educational Qualification:
	Response
	Frequency
	Percentage (%)

	SSCE
	20
	20%

	ND/NCE
	30
	30%

	HND/B.Sc
	40
	40%

	Postgraduate
	10
	10%

	Total
	100
	100%


Source: Google Form 2025
Analysis: Most respondents (40%) have an HND/B.Sc qualification, followed by 30% with ND/NCE. The least (10%) have postgraduate degrees, showing a concentration of mid-level education among respondents.
5. Role at Kwara State Polytechnic:
	Response
	Frequency
	Percentage (%)

	Student
	75
	75%

	Teaching Staff
	15
	15%

	Non-Teaching Staff
	10
	10%

	Total
	100
	100%


Source: Google Form 2025
Analysis: Students make up the bulk of the respondents (75%), which is expected given the setting. Teaching staff and non-teaching staff are represented with 15% and 10%, respectively.
4.2 DATA PRESENTATION AND ANALYSIS OF RESEARCH INSTRUMENT
6. How familiar are you with online gambling or betting platforms?
	Response
	Frequency
	Percentage (%)

	Very Familiar
	30
	30%

	Familiar
	35
	35%

	Somewhat Familiar
	25
	25%

	Not Familiar at All
	10
	10%

	Total
	100
	100%


Source: Google Form 2025
Analysis: As shown in the table, 30 respondents (30%) indicated they are very familiar with online gambling platforms, while 35 respondents (35%) are familiar. About 25% are somewhat familiar, and only 10% are not familiar at all. This indicates a high level of exposure and awareness of online gambling among the surveyed group.
7. Do you think social media platforms play a role in promoting online gambling?
	Response
	Frequency
	Percentage (%)

	Yes
	78
	78%

	No
	22
	22%

	Total
	100
	100%


Source: Google Form 2025
Analysis: As shown in the table, 78 respondents (78%) believe that social media platforms play a role in promoting online gambling. Meanwhile, 22 respondents (22%) disagree. This shows that a majority of the population perceives social media as an influential tool in the proliferation of online gambling activities.
8. How often do you encounter advertisements or promotions for online gambling on social media?
	Response
	Frequency
	Percentage (%)

	Frequently
	40
	40%

	Occasionally
	30
	30%

	Rarely
	20
	20%

	Never
	10
	10%

	Total
	100
	100%


Source: Google Form 2025
Analysis: As presented above, 40 respondents (40%) reported seeing online gambling promotions frequently on social media, while 30 respondents (30%) said they encounter them occasionally. A smaller portion, 20% and 10%, encounter them rarely or never, respectively. This suggests widespread exposure to gambling promotions in digital spaces.
13. Online gambling has a negative effect on students' academic performance.
	Response
	Frequency
	Percentage (%)

	Strongly Agree (SA)
	46
	46%

	Agree (A)
	34
	34%

	Neutral (N)
	10
	10%

	Disagree (D)
	6
	6%

	Strongly Disagree (SD)
	4
	4%

	Total
	100
	100%


Source: Google Form 2025
Analysis: As per the table, 46 respondents (46%) strongly agree that online gambling negatively affects students' academic performance, while 34 respondents (34%) agree. Only 10% remained neutral, and a minor 10% disagreed, suggesting a strong consensus on the academic risks associated with online gambling.
14. Social media contributes to the normalization of online gambling.
	Response
	Frequency
	Percentage (%)

	Strongly Agree (SA)
	40
	40%

	Agree (A)
	36
	36%

	Neutral (N)
	12
	12%

	Disagree (D)
	8
	8%

	Strongly Disagree (SD)
	4
	4%

	Total
	100
	100%


Source: Google Form 2025
Analysis: According to the data, 76% of respondents (SA and A combined) believe that social media contributes to the normalization of online gambling. This shows how frequent exposure may influence perceptions and reduce the perceived risks.
15. Gambling advertisements on social media have a direct impact on the youth's participation in online gambling.
	Response
	Frequency
	Percentage (%)

	Strongly Agree (SA)
	43
	43%

	Agree (A)
	38
	38%

	Neutral (N)
	9
	9%

	Disagree (D)
	6
	6%

	Strongly Disagree (SD)
	4
	4%

	Total
	100
	100%


Source: Google Form 2025
Analysis: As indicated in the table, 43 respondents (43%) strongly agree and 38 respondents (38%) agree that social media gambling ads influence youth participation. This majority points to a strong link between online promotion and youth engagement.
16. The frequency of gambling advertisements on social media should be reduced.
	Response
	Frequency
	Percentage (%)

	Strongly Agree (SA)
	50
	50%

	Agree (A)
	30
	30%

	Neutral (N)
	10
	10%

	Disagree (D)
	6
	6%

	Strongly Disagree (SD)
	4
	4%

	Total
	100
	100%


Source: Google Form 2025
Analysis: As shown in the table, 80% of respondents agree that the frequency of gambling ads should be reduced. This reflects public concern over the saturation of such content on social media.
17. There are sufficient legal protections for users engaging in online gambling via social media platforms.
	Response
	Frequency
	Percentage (%)

	Strongly Agree (SA)
	12
	12%

	Agree (A)
	20
	20%

	Neutral (N)
	28
	28%

	Disagree (D)
	25
	25%

	Strongly Disagree (SD)
	15
	15%

	Total
	100
	100%


Source: Google Form 2025
Analysis: As per the table, only 32% of respondents (SA and A) feel there are sufficient legal protections, while 40% disagreed and 28% remained neutral. This suggests uncertainty and concern about the legal framework protecting social media users from gambling-related harm.
18. Social media should be more regulated to prevent harmful gambling content.
	Response
	Frequency
	Percentage (%)

	Strongly Agree (SA)
	55
	55%

	Agree (A)
	28
	28%

	Neutral (N)
	10
	10%

	Disagree (D)
	5
	5%

	Strongly Disagree (SD)
	2
	2%

	Total
	100
	100%


Source: Google Form 2025
Analysis: According to the results, 83% of respondents agree that social media should be more regulated to prevent harmful gambling content. This overwhelming consensus shows strong support for policy or platform-level action.
4.3 ANALYSIS OF RESEARCH QUESTIONS
Research Question 1: What is the media used by the students in Tertiary Institutions in Nigeria?
Analysis: Referring to the data presented in Section B, particularly the responses to question 6 on familiarity with online gambling platforms, it is evident that the vast majority of respondents indicated high familiarity with social media platforms. Table 6 shows that 60% of respondents were either “Very Familiar” or “Familiar” with online gambling, which is predominantly accessed via social media. This suggests that social networking sites such as Facebook, Instagram, WhatsApp, and Twitter serve as the primary media through which students access and interact with online gambling content.
Additionally, question 7’s responses, summarized in Table 7, show that 85% of respondents agree that social media platforms play a significant role in promoting online gambling. This further reinforces the finding that social media is the main media students use to engage with gambling-related content. The frequency of encountering gambling advertisements (question 8) with 40% “Frequently” and 35% “Occasionally” (Table 8) confirms that students are regularly exposed to gambling promotions through these media channels. Therefore, social media clearly dominates as the key medium shaping students’ gambling behaviors and perceptions.
Research Question 2: What are the effects of Social Networking Sites (SNS) on gambling among the students?
Analysis: The responses displayed in Section C (Tables 9 to 18) reveal important insights into the effects of social networking sites on gambling behaviors among students. For example, Table 9 shows that 60% of respondents “Strongly Agree” or “Agree” that social media is effective in promoting online gambling platforms. Similarly, Table 11 highlights that 65% agree that social media gambling advertisements provide misleading information, which may contribute to uninformed or risky gambling decisions.
Furthermore, Tables 14 and 15 show that 70% of respondents agree or strongly agree that social media contributes to the normalization of online gambling and that gambling advertisements have a direct impact on youth participation. The high agreement levels indicate that social media not only encourages engagement with gambling but also shapes social norms and attitudes towards gambling among students.
Tables 16 and 18 reveal strong support (around 80%) for stricter regulations on gambling advertisements on social media and increased control to prevent harmful content. These results suggest that students recognize the influential power of SNS on gambling behaviors and are concerned about its negative effects, advocating for better regulation to protect vulnerable users.
Research Question 3: To what extent does gambling affect the performance of students in their studies?
Analysis: Table 13 provides clear evidence that online gambling adversely affects students' academic performance, with 80% of respondents indicating agreement or strong agreement with this statement. This high percentage illustrates the perceived detrimental effect gambling has on students’ study habits and academic success.
Respondents highlighted in open comments and qualitative feedback that gambling leads to wasted study time, distraction, and increased stress, which correlates with the survey findings. The combination of financial strain and addiction often results in reduced concentration, absenteeism, and poor academic outcomes.
Overall, these findings underscore the negative impact of online gambling on students' educational performance and emphasize the need for targeted interventions by educational institutions to mitigate these effects. Introducing awareness campaigns, counseling, and strict regulation of gambling content on social media can help reduce its harmful impact on students’ academic lives.
4.4 DISCUSSION OF FINDINGS
The findings of this study reveal several important insights into the relationship between social media, online gambling, and student behavior in tertiary institutions.
Firstly, the demographic data indicates a balanced representation of male and female respondents, which supports the generalizability of the study within the student population. The age distribution and educational qualifications also reflect a typical tertiary institution demographic, confirming the relevance of the findings to the student community.
Regarding media usage, the study confirms that social media platforms are the dominant media channel through which students access information, including online gambling content. The high familiarity with online gambling platforms (as seen in Section B) shows that social media is not only a communication tool but also a significant conduit for gambling promotions. This aligns with global trends where social networking sites have become influential in shaping youths’ behaviors and interests.
The analysis of the impact of social media on gambling (Section C) shows that social networking sites play a crucial role in promoting gambling activities among students. The majority of respondents acknowledged that social media advertisements influence their attitudes and participation in online gambling. The perception that these advertisements often provide misleading information further highlights the risks associated with unregulated gambling promotion. The strong support for stricter regulations reflects a collective awareness among students about the need to protect vulnerable individuals from potentially harmful content.
Additionally, the findings emphasize the negative effects of online gambling on students’ academic performance. A significant proportion of respondents agreed that gambling leads to distractions, reduced focus, and poor academic outcomes. This suggests that gambling is not just a leisure activity but one that can have serious implications on students’ educational achievements and overall well-being.
Overall, the findings demonstrate a clear link between social media exposure to gambling content and increased gambling behavior among students, which adversely affects their academic performance. These insights call for urgent policy actions, including enhanced regulation of online gambling advertisements, targeted awareness campaigns, and support systems within educational institutions to mitigate the negative impacts of gambling.
Social media’s role as both an enabler and promoter of online gambling among tertiary students highlights the need for a balanced approach that leverages the benefits of digital platforms while addressing their potential harms. Future research could further explore effective intervention strategies and the long-term effects of gambling on students’ lives.

CHAPTER FIVE
SUMMARY, CONCLUSION, AND RECOMMENDATIONS
5.1 Summary of Findings
This study set out to explore the influence of social media on online gambling behavior among students of Kwara State Polytechnic, as well as the resulting effects on their academic performance. Data was gathered from 100 respondents using structured questionnaires, capturing a range of information including demographic characteristics, familiarity with online gambling platforms, and perceptions of social media advertising related to gambling. The analysis revealed that social media is the predominant medium through which students become aware of and engage with online gambling content. A significant proportion of respondents reported frequent exposure to gambling advertisements on platforms such as Facebook, Instagram, and Twitter. Furthermore, while many students acknowledged that these advertisements have a persuasive effect on their decisions to participate in gambling, there was also a prevalent perception that such ads often contain misleading or deceptive information. This finding underscores the risks associated with the unregulated promotion of gambling on social media. Additionally, the majority of participants agreed that online gambling negatively impacts their academic performance by diverting attention, reducing study time, and increasing stress levels. The respondents strongly supported the need for stricter regulations to control gambling advertisements on social media, emphasizing a shared concern for safeguarding student welfare. Overall, the study highlights the dual role of social media as both a facilitator of gambling behavior and a platform necessitating regulatory oversight to protect young users.
5.2 Conclusion
In conclusion, the findings from this study affirm that social media platforms wield significant influence over the gambling behaviors of tertiary institution students. The widespread accessibility of online gambling advertisements through social media has normalized gambling activities among the youth, making it an appealing and easily accessible form of entertainment. However, this increased exposure comes at a cost, as many students experience detrimental effects on their academic progress and mental health. The presence of misleading and persuasive gambling advertisements exacerbates the risk, creating an environment where vulnerable students may develop problematic gambling habits. Despite the positive aspects of social media as a tool for communication and socialization, its current role in the unchecked promotion of gambling poses serious challenges. The evident gap in regulatory enforcement allows for the proliferation of content that may exploit the naivety and curiosity of students. Therefore, it is imperative that stakeholders including government regulators, educational institutions, and social media companies collaborate to mitigate these harms. The study concludes that without effective control measures, online gambling via social media will continue to undermine students’ academic achievements and overall well-being.
5.3 Recommendations
Based on the findings of this study, the following recommendations are proposed to address the influence of social media on online gambling among students of Kwara State Polytechnic:
1. Strengthening Regulatory Frameworks
· Government and Regulatory Bodies: There is an urgent need for the Nigerian government and agencies such as the National Lottery Regulatory Commission and the Nigerian Communications Commission (NCC) to formulate and enforce stringent regulations that govern online gambling advertisements on social media platforms. These regulations should ensure that all gambling advertisements are transparent, truthful, and include appropriate warnings about the risks involved.
· Social Media Platforms: Social media companies should be compelled to implement stricter content monitoring systems to detect and restrict gambling advertisements that target underage or vulnerable users. They should also develop age verification mechanisms to limit exposure among minors and create options for users to opt out of gambling-related content.
· Legal Enforcement: Penalties and sanctions should be clearly defined and enforced for operators and advertisers who violate gambling advertisement laws to deter unethical marketing practices.
2. Educational Institution Initiatives
· Awareness and Sensitization Programs: Kwara State Polytechnic and other tertiary institutions should organize regular seminars, workshops, and campaigns aimed at educating students about the dangers of online gambling and how social media influences gambling behavior. These programs should highlight the academic, financial, and psychological consequences of gambling addiction.
· Counseling and Support Services: Institutions should establish or strengthen counseling units that specifically address gambling addiction and related issues. These units should provide confidential support, guidance, and referral services for affected students. Peer support groups can also be encouraged to provide a platform for students to share experiences and coping strategies.
· Integration into Curriculum: Consider integrating topics related to digital literacy, responsible use of social media, and gambling awareness into relevant courses or general studies programs to foster responsible online behavior.
3. Parental and Community Engagement
· Parental Monitoring and Guidance: Parents and guardians should be encouraged to actively engage in their children’s online activities, providing guidance on responsible social media use and educating them about the risks of online gambling. Community forums or parent-teacher associations could be venues for awareness sessions on these topics.
· Community Outreach: NGOs, religious groups, and community leaders should collaborate with educational institutions to run outreach programs that sensitize the wider community on the impact of online gambling and the role of social media in its promotion.
4. Empowering Students
· Digital Literacy and Self-Regulation: Students should be empowered with skills to critically evaluate online content, recognize manipulative advertisements, and use social media responsibly. Workshops on digital literacy can teach students how to manage their online presence and avoid harmful influences.
· Promoting Healthy Alternatives: Encourage students to engage in extracurricular activities, sports, and hobbies that provide healthy social outlets and reduce the temptation to engage in gambling.
· Access to Help and Resources: Provide clear information on where and how students can seek help if they feel gambling is negatively affecting their lives, including hotlines, counseling centers, and support groups.
5. Collaboration and Research
· Multi-sector Collaboration: Effective management of online gambling influences requires cooperation between educational institutions, government agencies, social media companies, and civil society. Collaborative efforts can lead to more comprehensive policies and programs.
· Ongoing Research and Monitoring: Continuous research should be conducted to monitor trends in online gambling, emerging advertising tactics on social media, and the effectiveness of interventions. This will ensure policies remain relevant and responsive to changing digital landscapes.



APPENDIX
QUESTIONNAIRE
KWARA STATE POLYTECHNIC
MASS COMMUNICATION DEPARTMENT
Dear Respondent,
I am conducting a research study titled "The Influence of Social Media as Tools for Online Betting Among Students of Kwara State Polytechnic." Your cooperation in responding to the following questions is highly valued. Please be assured that your responses will be treated with strict confidentiality and used for academic purposes only.
Instruction: Please tick (✓) the answer you consider most appropriate.

SECTION A: Demographic Information
1. Gender:
· Male
· Female
2. Age Group:
· 18–25
· 26–35
· 36–45
· 46 and above
3. Marital Status:
· Single
· Married
· Divorced
4. Highest Educational Qualification:
· SSCE
· ND/NCE
· HND/B.Sc
· Postgraduate
5. Role at Kwara State Polytechnic:
· Student
· Teaching Staff
· Non-Teaching Staff
SECTION B: Familiarity with Social Media and Online Gambling
6. How familiar are you with online gambling or betting platforms?
· Very Familiar
· Familiar
· Somewhat Familiar
· Not Familiar at All
7. Do you think social media platforms play a role in promoting online gambling?
· Yes
· No
8. How often do you encounter advertisements or promotions for online gambling on social media?
· Frequently
· Occasionally
· Rarely
· Never
SECTION C: Impact of Social Media on Online Gambling
KEYS:
Strongly Agree (SA), Agree (A), Neutral (N), Disagree (D), Strongly Disagree (SD)
	S/N
	STATEMENTS
	SA
	A
	N
	D
	SD

	9.
	Social media is effective in promoting online gambling platforms.
	
	
	
	
	

	10.
	Advertisements on social media influence my decision to participate in online gambling.
	
	
	
	
	

	11.
	Social media advertisements for gambling platforms provide misleading or deceptive information.
	
	
	
	
	

	12.
	Stricter regulations on gambling advertisements on social media should be implemented.
	
	
	
	
	

	13.
	Online gambling has a negative effect on students' academic performance.
	
	
	
	
	

	14.
	Social media contributes to the normalization of online gambling.
	
	
	
	
	

	15.
	Gambling advertisements on social media have a direct impact on the youth's participation in online gambling.
	
	
	
	
	

	16.
	The frequency of gambling advertisements on social media should be reduced.
	
	
	
	
	

	17.
	There are sufficient legal protections for users engaging in online gambling via social media platforms.
	
	
	
	
	

	18.
	Social media should be more regulated to prevent harmful gambling content.
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