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Abstract- This paper investigates the possibility of improving Nigeria education system through the use of computer based 
learning kits especially, computer games with the government not necessarily spending heavily in making computers 
available to primary schools’ pupils. Questionnaires were administers to some pupils in 20 primary schools in Ekiti State, 
Nigeria to find out their accessibility to computers and related devices like smartphones, on which games can be deplored 
and what they do with the devices.  The result shows that 82% of respondents had access to computer while 75% to 
smartphones, also 32% and 52% of them are used to playing games on computers and smartphones respectively. 
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I. INTRODUCTION 
 
In shaping the future of Nigerian education system 
for better standard, all stakeholders must look beyond 
classroom activities and one tool to help in this regard 
is the computer game. Being a tool which attracts the 
attention of their players until they master the task of 
the game, computer games will be a tool that can 
improve the rate of educating pupils at the basic 
education section in Nigeria. 
 
Funding and lack of pupils’ concentration are part of 
major challenges Nigeria education system is having. 
Thus, leading to fall in standard of the system. This 
paper examined the possibility of salvaging the 
system through the introduction of curriculum based 
computer games despite the lack of proper funding 
currently being witnessed.  
Hence, the level of accessibility the pupils are 
currently having to computers and smartphones and 
their ability to play games on these devices will 
greatly affect the success which computer games in 
schools will have. This paper investigated the level of 
pupils’ access to computers and smartphones and 
reported same. 
 
II. LITERATURE 
 
Computers have changed the way we work, be it any 
profession. Therefore, it is only natural that the role 
of computers in education has been given a lot of 
importance in recent years. Computers play a vital 
role in every field. They aid learning and teaching 
processes. Lot of works has been done on impacts 
made in enhancing educational status of nations of 
the world.  
 
Attention is currently on computer games in 
education. Reported that video games influence the 
behavioral pattern of their players either positively or 

negatively. Games have been able to get attention of 
many individuals all over the world. They are a big 
portion of the entertainment of the average persons. 
Despite their entertainment focus, Computer Games 
have potential in impacting knowledge of different 
disciplines to their players. Learning process can be 
made entertaining when computers games are 
engaged in the process, because playing games is fun 
among different categories of players. It is essential 
to look beyond classroom activities in shaping the 
futures of learning in Nigeria Society for greater 
explore.Computer Game is one of the tools to look 
unto if this should be done. proposed that the future 
of learning lies within the emerging arena of video 
games. It is essential to make available the tools 
through which these games will run on if their 
impacts to be felt and the prospect they provided will 
be enjoyed at the basic educational level in Nigeria. 
 
III. METHODOLOGY 
 
The basic research instrument used to collect data on 
an issue relating to having access to and using 
computer game for learning in primary schools is 
questionnaire. A questionnaire consisting of sixteen 
questions was designed for primary schools pupils to 
evaluate whether the pupils have access to computer 
or smartphones and also use them for learning 
purpose.  
The questionnaires were administered randomly on 
1220pupils in primary four to six where computer is 
taught as a subject. Three (3) different types of 
schools, namely, public, private and pilot schools in 
Ekiti State, Nigeria were chosen for this purpose.  
Twenty random samples of twenty primary schools in 
Ekiti State were used in this work. This idea was 
informed by two reasons; firstly to eliminate the 
assessment bias which would have risen if their 
teachers were to allow assessing the questionnaire 
and secondly, it is believed that pupils who are the 
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recipients of the knowledge are in the best position to 
assess it. 
Presenting the data collected from the questionnaire 
in tables. The methods of analysis employed are 
percentage and chart. 
 
IV. ANALYSIS 
 

Table 1: Access to Computers 

 
 

 
Fig. 1: Percentage of Pupils having access to Computers 

 
Among this figures, Table 2 shows where they have 
this access. 
 

Table 2: Where access is had 

 
 

 
Fig. 2: Percentage of Where Pupils has Access to the 

Computers 
 
Table 3 shows what these pupils do mostly with the 
computer any time they have access to it. 
 

Table 3: Usage of Computers by the Pupils 

 

 
Fig. 3: Percentage of Purpose of Using the Computers by 

Pupils 
 

Table 4: Access to Smartphones 

 
 

 
Fig. 4: Percentage of Pupils having access to Smartphones 

 
Table 5: Purpose of using Smartphones 

 
 

 
Fig. 5: Usage of Smartphones 

 
Table 6: Games played is related to subjects taught in 

classrooms 
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Fig. 6:Percentage of Games Played that are related to 

classwork 
 

Table 7: Willingness to play Games Related to Classwork 

 
 

 
Fig. 7:Percentage of Pupils willing to Play Games that are 

related to Classwork 
 
V. FINDINGS 
 
Based on the percentage analysis and chart 
presentation, the following are discovered: 
Higher number of pupils has access to both 
computers and smartphones. The highest percentage 
(40%) of the pupils has access to computer at school. 
With this finding, little budget will be made to make 
computers accessible to other pupils. Moreover, 
computer of the near future will be a private property 
of individual with 32% and 75% of them having 
access to computers and smartphones at home 
respectively. Training these pupils on how games are 
played on computers and other devices may not be a 
difficult task as the research has shown that highest 

percentage of the pupils are currently playing 
computer games. The research also revealed that a 
smaller number of games played on the devices are 
educational in nature but lacking in curriculum 
content. Finally, it is however impressive to know 
that a larger percentage indicated their interest in 
playing computer games that would impact their 
learning process.  
 
CONCLUSION 
 
Salvaging the educational system of Nigeria must be 
a task all stakeholders must ensure they achieve. In 
ensuring this, it must beginning from the elementary 
basic class with introduction of curriculum based 
computer games. This is achievable if the games are 
available and entertaining. This is as a result of the 
finding of this work which shows that 92% of them 
are willing to play educational games with 52% 
already familiar with playing of games with 
smartphones and 36% with computers. But 92% of 
the games played by these pupils lack educational 
contents. 
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