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ABSTRACT

Thepurposeofthestudyistoidentifytheriskfactorsthatpredictonlinegamingaddictionbasedon
psychologicalfactors.Asampleof150respondents,whoplayonlinegamesorplayedinthepast,
were the respondents.Structuredquestionnaire isused tounderstandgamingbehaviorandother
psychologicalfactors.Thefollowingfactorswerefoundtobeapredictorofonlinegamingaddiction:
emotionaldependence,socialwithdrawal,detachmentfromotheractivities,andlonghoursspent
playinggames.Confirmatoryfactorsanalysiswasusedtoidentifycriticalfactorsanddiscriminant
analysiswasusedtoclassifyrespondentsasactiveandnon-activeonlinegamerbasedontheirlevel
ofaddictionandtimespentinplaying.Theresultshowsasignificantgapintheperceptionofactive
andnon-activegamerswithrespecttotheabove-mentionedfactors.Thestudybringsvaluableinsights
tomedicalpractitionersandresearchersinthecontextofdefiningproblematicgamingbehaviour.

1. INTRODUCTION

Onlinegamesarebecomingpopularacrossagesandsocio-economicgroups(Singh,2019).Multiplayer
gameshavetheadditionalbenefitofsociallyengagingastheplayersneedtocollaborateandform
associationstoachievespecificgoals.Theykeepplayersmoreengrossedresultinginspendingmore
timeingamingactivities(Ng&Hastings,2005).Indiaisamongtopfivemarketsworldwideandis
expectedtoreachrevenuetargetof$1.1billionby2020(DCI,2019).Thisgeneratesahugeopportunity
forboth localand foreigngameappdevelopers to target Indianmarket forgamingapplications.
Theexponentialgrowthintheindustryisfueledbydriverslikegrowinginternetdensity,low-cost
smartphones,digitalliteracy,digitalpayments,availabilityofaffordabledataplans,andoptionsof
interestingandaffordablegamesinthemarket(DCI,2019).GamessuchasClashofClans,Candy
CrushandPUBG,areamongthemostpopularwithyoungIndians,whodevotelonghoursingaming
interface(Dataquest,2019).AlthoughgamingindustrygrowthinIndiaisphenomenal,itcomeswith
itsownshareofnegativefeatures(Thomas&Martin,2010).InIndia,gamingsectorisregulatedby
ThePublicGamingAct,1857.Althoughthereisnoformallegalframeworktoregulatethepredatory
effectofonlinegames,theonlineGaming&PreventionofFraudBill,2018wasaimedatgambling;
underthisumbrella,theGamingCommissioncanmakesurethatallrequisitesaremetbyonlinegame
developers.Variousstudiesbymedicalprofessional,researchers,practitionersrevealedthenegative
aspects ofmobile gaming in termsof extreme andnegative consequenceonhealth, particularly
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amongchildren(Shaffer,Squire,Halverson,&Gee,2005;Sung,2009;Kiralyetal.,2014).Some
studiesevenledtobanningofgamesbyafewcountries(Thomas&Martin,2010;Kissetal.2012).

Gamingaddiction isdelineatedasbehavioraladdictionandhasbeenfound tobeassociated
withanumberofpsychologicalandhealthproblems(Billieux,Schimmenti,Khazaal,Maurage&
Heeren,2015;Cho,2010,Mehroof,&Griffiths,2010,Winther,2014)includingdepression(Kuss,
Louws&Wiers,2012),socialanxiety(Wan&Chiou,2006a),fatigue(Griffiths,2010)andloneliness
(Caplan,2007).Addictivegamersconfinethemselvestotheirhomesandforthem,gamingisan
easywayofemotionalescape(Leung,2004).Zimbardo&Coulombe(2015), intheirbook‘Man
Disconnected’, elucidates the negative consequences of online games and gadgets on the young
generation.Extremegaminghasnegativeconsequencesonthementalandphysicalconditionofan
individual.Gamingaddictionreferstoreiteratingagamingactivitytoanextentofself-harm(Sung,
2009).Self-harmisdefinedaspurposelyinflictingharmtotheirbody(mhanational.org),alsocalled
asself-hurting.Peoplewithanxiety,depression,disordersetc.maytrytoself-harm(Hoon,Park,Yul,
Moon&Chun,2002).Engrossmentofyouthinonlinegameshasincreasedtosuchanextentthat
playersoverlookbasicneedsofthehumanbodyi.e.,theydonottakeouttimetoeat,bathorchange
clothes(Shaffer,Squire,Halverson&Gee,2005).Thereexistsanoteworthyanddirectassociation
betweenstudents’obsessionwithcomputergamesandtheirphysicalandmentalhealth(Cho,2010).
Significantandpositiverelationshipalsoexistsbetweenobsessionwithcomputergamesandimpaired
socialfunctioning(Thomas&Martin,2010).Riskedrelationshipsdenoteanothertraitofimpaired
social functioningwhereagameobsessedpersonmaydriftawayfromclose friendsandfamily,
toenjoythevirtualworld.Teenagersoftenavoidfamilyfunctionstoplayonlinegames(Thomas
&Martin,2010).Gamersderivemorepleasurefromsuccessinvirtualgamesascomparedtoreal
lifeachievementssuchasacademics,meetingwithfamilyandfriends,ordoingwellinsports.In
SouthKorea,thereweremultipleincidentsofnegligenceduetouncontrolledinvolvementinonline
gamingwhichresultedinextremesituations(Cho,2010).Therewerereportsofchilddeathdueto
negligenceoftheparentsengrossedingaming.Tohandlesuchadversesituations,Governmentof
SouthKoreaformulatedlegislatedpoliciesagainstcomputeraddiction(Cho,2010).Chinahasalso
endorsedpoliciesthatcomprisetreatmentcentersandmandateadolescentstousegovernmentID’s,
tokeeptrackofgamingusage,andfurtherminimizingit(Sung,2009).

Manystudiesalsosuggestthatengagingwithgamesinabalancedwaymayhaveencouraging
effectsonplayerssuchaseyehandco-ordination,andshapesintelligenceandcriticalskills.Online/
videogamesareanimportantcomponentofinformationandcommunicationtechnologyineducation
and it isperceived thatgamesarenotonly regardedas a sourceof entertainment, theyare also
consideredasaneffectivepedagogicaltool(Shaffer,Squire,Halverson&Gee,2005).Simulation
and other games are very effective in experiencing real world problems and enhance student’s
understanding.Talkingaboutmultiplayeronlinegames,internethaschangedthecompleteexperience
andtechniquesofgamingforyouths(Griffiths,2003;WilliamsandSkoric,2005).Usershavemore
optionsandcanbeconnectedtovariousplayersaroundtheworld.Thiscouldalsobeoneofthe
reasonsofmountingaddictionandcanleadtovariousproblematicsituations(Kiralyetal.,2014).

Excessiveinvolvementofyouthinonlinegamingisagrowingconcernandvariousresearches
havebeentakenupinthepasttoknowthemotives/factorsbehindexcessiveinvolvementofyouthin
playingonlinegames(Lo,Wang&Fang,2005;Hoon,Park,Yul,Moon&Chun,2002;Chen,Chen,
Sing,Yee&Kobra,2005).Kuss,Louws&Wiers(2012)havefoundintheirstudythathighlevelsof
engagementinmultiplayeronlinegamingcanbeproblematic.Inrecentyears,menacelinkedwith
onlinegaminghasgrabbedattentionandcausesconcernformanyincludingmedia,psychologists,
psychiatristsandmentalhealthorganizations.AsperastudydonebyNIMHANSonGenerationX,
excessiveuseoftechnologyisareasonforpsychiatricdistressforapproximatelyseventy-onepercent
oftheurbanpopulationinIndia.Involvementofyouthinonlinegamingisgraduallydevelopinginto
asocialproblem;aroundseventoelevenpercentofaddictedgamersarebeinglabeledaspathological
gamers.Therefore,itiscriticaltounderstandfactorsleadingtoaddictionbehaviorofusersinthe



 

 

20 more pages are available in the full version of this

document, which may be purchased using the "Add to Cart"

button on the publisher's webpage: www.igi-

global.com/article/assessing-behavioral-patterns-for-online-

gaming-addiction/255160

Related Content

An Appraisal of a Computer-Based Continuing Professional Development

(CPD) Course for Nigerian English Teachers and Teacher-trainers
Kehinde A. Ayoola (2010). Handbook of Research on Discourse Behavior and Digital

Communication: Language Structures and Social Interaction  (pp. 642-650).

www.irma-international.org/chapter/appraisal-computer-based-continuing-professional/42809

Civility Values and Cyberbullying Prevention in the Digital Workspace: How

to Foster an Ethical Climate of Respect
Eva Zedlacherand Martina Hartner-Tiefenthaler (2022). Research Anthology on

Combating Cyber-Aggression and Online Negativity (pp. 1151-1169).

www.irma-international.org/chapter/civility-values-and-cyberbullying-prevention-in-the-digital-

workspace/301684

New Media and Cultural Identity in the Global Society
Guo-Ming Chenand Kai Zhang (2010). Handbook of Research on Discourse Behavior

and Digital Communication: Language Structures and Social Interaction  (pp. 795-

809).

www.irma-international.org/chapter/new-media-cultural-identity-global/42819

Constructivist and Constructionist Approaches to Graduate Teaching in

Second Life: Ethical Considerations and Legal Implications
R. S. Talaband Hope R.BotterbuschM.L. S. (2011). International Journal of Cyber

Ethics in Education (pp. 36-57).

www.irma-international.org/article/constructivist-constructionist-approaches-graduate-

teaching/52099

http://www.igi-global.com/article/assessing-behavioral-patterns-for-online-gaming-addiction/255160
http://www.igi-global.com/article/assessing-behavioral-patterns-for-online-gaming-addiction/255160
http://www.igi-global.com/article/assessing-behavioral-patterns-for-online-gaming-addiction/255160
http://www.irma-international.org/chapter/appraisal-computer-based-continuing-professional/42809
http://www.irma-international.org/chapter/civility-values-and-cyberbullying-prevention-in-the-digital-workspace/301684
http://www.irma-international.org/chapter/civility-values-and-cyberbullying-prevention-in-the-digital-workspace/301684
http://www.irma-international.org/chapter/new-media-cultural-identity-global/42819
http://www.irma-international.org/article/constructivist-constructionist-approaches-graduate-teaching/52099
http://www.irma-international.org/article/constructivist-constructionist-approaches-graduate-teaching/52099


E-Infrastructures for International Cooperation
Giuseppe Andronico, Antun Balaž, Tiwonge Msulira Banda, Roberto Barbera, Bruce

Becker, Subrata Chattopadhyay, Gang Chen, Leandro N. Ciuffo, P. S. Dhekne,

Philippe Gavillet, Salma Jalife, John Wajanga Aron Kondoro, Simon C. Lin, Bernard

Marie Marechal, Alberto Masoni, Ludek Matyska, Redouane Merrouch, Yannis

Mitsos, Kai Nan, Suhaimi Napis, Salwa Nassar, Marco Paganoni, Ognjen Prnjat,

Depei Qian, Sijin Qjan, Mario Reale, Federico Ruggieri, Cevat ener, Dipak Singh,

Yousef Torman, Alex Voss, David Westand Colin Wright (2014). Cyber Behavior:

Concepts, Methodologies, Tools, and Applications  (pp. 380-430).

www.irma-international.org/chapter/e-infrastructures-for-international-cooperation/107740

http://www.irma-international.org/chapter/e-infrastructures-for-international-cooperation/107740

