
UNIVERSITI TEKNOLOGI MARA FACULTY OF 

ADMINISTRATIVE SCIENCE & POLICY STUDIES 

 

 

 

 

E-SPORTS BEHAVIOUR AMONG FINAL YEAR AM228 

DEGREE STUDENTS AND ITS IMPACT TOWARDS 

ACADEMIC RESULTS 

 

 

MUHAMMAD HAYKAL BIN YUSNI 2020968501 

MUHAMMAD AMIRUL RAFIQ BIN RAMLI 2020980315 

 

 

FEBRUARY 2022 

 

 

 



 

iv 
 

ACKNOWLEDGEMENT 

 

Alhamdulillah, firstly, we would like to thank Allah S.W.T as finally we are able to finish our 

proposal that has been given by our lecturer. Despite several challenges encountered 

throughout the completion of this assignment, both of us worked together to complete it. 

Fortunately, all the issues were resolved, and we were able to adjust effectively and prudently. 

 

Furthermore, we would like to show our gratitude to our supervisor, Sir Muhammad Faiz bin 

Ismail, because our project would not have been done successfully without his guidance. He 

is always willing to help us with our assignments so that we may generate a decent outcome 

for the research we have been doing. 

 

Finally, we would want to express our gratitude to our beloved friends for their cooperation and 

perseverance and not to mention the time and effort that was put into producing a decent 

assignment with all their efforts and responsibilities. We are hoping that all our efforts will pay 

off beautifully for us and our collective project. Thank you so much to all our classmates for 

their efforts in assisting us with our group project. They are always providing us with 

suggestions and feedback on our project, allowing us to better our research in a variety of 

ways. 

 

 

 

 

 

 

 

 

 

 

 



 

v 
 

ABSTRACT 

 

This study aimed to examine the behavior of final year students of Am 228 towards E-sports 

behavior and its impact on academic performance. This research used a quantitative methods 

and stratified sampling involving 263 final year students of Am 228 from Universiti Teknologi 

Mara (UiTM) Seremban campus through a questionnaire. This research shows that the factors 

that influence academic performance towards E-sports are influenced by time spent on playing 

E-sports, student awareness on their studies, types of game played, and addiction to E-sports. 

Therefore, students should have self-control, good time management and also guidance from 

parents to ensure the behavior and effect of playing E-sports on academic performance is 

better. 
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