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ABSTRACT

Thepresentstudywasconductedtostudytheimpactofinternetgamingonthequalityoflifeand
flourishingofundergraduates.Forthispurpose,80internetgamersand80internetnon-gamerslying
withintheagerangeof17-24yearswererecruited.Forassessingtheextentofinternetgaming,the
InternetGamingDisorderScale-ShortForm(IGDS9-SF)wasutilizedwhileforassessingqualityof
lifeandflourishing,theWHOQualityofLife–BREF(WHOQOL-BREF)andFlourishingScalewere
used,respectively.Theresultsindicatedsignificantdifferencesinaspectsofqualityoflifebetween
thetwogroups.Further,therelationshipofinternetgamingwithvariousaspectsofqualityoflifeand
flourishingwasalsoexplored.Theresultsrevealthatinternetgamingmayindeedinfluenceyoung
undergraduates’qualityoflifeandflourishing.
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INTRodUCTIoN

Internetaddiction(IA)andinternetgamingdisorder(IGD)are“conceptuallydifferentbehaviours”.
IndividualswithIAareusuallymales,investasignificantamountoftimeonlinedoinganykindof
onlineactivitiessuchassocialnetworking,chatting,watchingsocialmediaincludinggaming,whereas
gamingdisorderisspecificallyassociatedwithgamingonline (Griffiths,2014).

Internetgamingdisorder,alsoknownasproblematiconlinegamingoronlinegamingaddiction
orinternetgamingaddictioncanbedefinedasdisproportionateaswellasuncontrollableusageof
onlinegamessuchthatitstartsaffectingallaspectsofaperson’slife(Schivinski,etal.,2018).An
individualaddicted toonlinegamingspendsmajorityof the time inplayingonlinegameswhile
neglectingpersonalhygiene,school/workandspendingqualitytimewithfamilyandfriends(Young,
2015).Accordingto DSM-5(AmericanPsychiatricAssociation,DiagnosticandStatisticalManual
ofMentalDisorders,2013),anindividualissaidtobehavingInternetGamingDisorderifanyfive
outofthefollowingninefeaturesi.e.preoccupation,withdrawal,tolerance,lossofcontrol,giving
upotheractivities,continuation,deception,escape,andnegativeconsequences(riskinglossofor



International Journal of Cyber Behavior, Psychology and Learning
Volume 11 • Issue 1 • January-March 2021

51

actuallossofrelationships,job,academicorcareeradvancementopportunities),havebeenpresent
inthelast12monthperiod.

It is often believed that the amount of time spent on online gaming is a great criterion for
identifyinginternetgamingaddicts(Lemmens&Hendriks,2016).Thisideaisbasedonvarious
studiesthatindicatethataddictedonlinegamersgenerallyspendapproximately80hoursinaweek
playingonline(Griffiths,2009)andthataddictedgamersdevotemorethanfourtimesasmuchtime
engaginginonlinerole-playinggamesandmorethanthriceasmuchtimeengaginginonlineshooter
gamesthannon-addictedgamers(Lemmens&Hendriks,2016).However,byusingtheamountof
timespentononlinegaming,itisalmostimpossibletodistinguishexcessivegamers(thosegamers
whodespiteengagingininternetgamingforexcessivelylonghours,sometimesaslongaseven14
hoursperday,exhibitafeworalmostnonegativeconsequencesassociatedwithIGD)fromaddicted
gamers(thosegamerswhoengageinonlinegamingsomuchsothattheyfulfiltheDSM-5criteriafor
diagnosisofIGD(Griffiths,2010).Griffiths(2010)withthehelpoftwocasestudiesdemonstrated
thatbothexcessivegamingandaddictivegamingalthoughbeingbehaviourallyidenticalintermsof
hoursofgameplaying,arequitedistinctintermsofthemotivation,thesignificanceandthegaming
experiencethatthesetwoclassesofgamingcarryforthegamers.Currently,thenumberofhours
spentplayingonlineisnotconsideredasareliableaswellasvalidcriterionfordiagnosingonline
gamingaddiction(Griffiths,2009;Kuss,2013).

Fergusonetal.,(2011)performedameta-analysisonthirty-threepublishedresearchstudiesand
dissertationstoestimatethepredominanceofpathologicalonlinegamingaswellasitsco-morbidity
withmentalhealthissues,troubleinacademicsanddifficultiesinsocialrelationships.Theresearchers
estimatedthataround3.1%populationfallsinthecategoryofpathologicalgamersandthatonline
gamingindeedleadstopoormentalhealth,unsatisfactoryacademicperformanceandpoorsocial
relationships.ToassesstherelationshipbetweenInternetGamingDisorderandpsychologicalissues,
interpersonalissues,andwell-being,Chengetal.(2018),foundthatInternetGamingDisorderwas
highlypositivelycorrelatedwithpsychologicalissuesandinterpersonalissueswhileitwasfoundto
beinverselycorrelatedwithlifesatisfactionandwellbeing.ScottandPorter-Armstrong(2018)didan
extensiveliteraturereviewofstudieshavingkeywordsnamely,online/internetgaming,wellbeing,
psychosocial and the like.They tentativelyconcluded thatplayingonlineMassivelyMultiplayer
OnlineRolePlayingGameshasbothhelpfulaswellasharmfulimpactonthepsychosocialwellbeing
ofthegamers.BargeronandHormes(2017)studied257regularonlinegamersandreportedthat
nearly8.7%ofthestudysamplemettheDSM-5criteriaforInternetGamingDisorderandthatsuch
individualsmorefrequentlyexperiencedstress,anxietyanddepression,hadlowersatisfactionwith
lifeandheightenedlevelsofimpulsivity.Männikköetal.(2017)foundproblematiconlinegamingto
besignificantlyassociatedwithpsychologicalandphysicalhealthissuessuchassleepdisturbances,
fatigue,depressionaswellasanxietyandalsoconcludedthatindividualswhohadaninclinationfor
socialinteractionsoverinternetspentmoreamountoftimeplayingonline.Wartbergetal(2017a),
foundthatadolescentswhometthecriteriaforInternetGamingDisorderperceivedlessamountsof
socialsupport,hadalargenumberoffriends,madeoverinternetandhadpoorqualityofliferelatedto
healthincomparisontotheadolescentswithoutInternetGamingDisorder.Inanotherstudy,Wartberg
etal(2017b)inferredthatadolescentswhohaveangerrelatedissues,areemotionallydistressedor
havelowselfesteemorwhoseparentshaveanxietyarevulnerabletodevelopingInternetGaming
Disorderintheirearlyadolescence.

Limetal.(2016),inacomparisonofInternetgamingdisordergroupwiththehealthycontrol
groupindicatedthattheformergroupexhibitedmoresymptomsofdepressionaswellasanxiety,had
higherdegreesofimpulsivityandaggression,higherdegreeofdistress,andapoorerqualityoflife.
MartončikandLokša(2016),intheirstudyonMassivelyMultiplayerOnlineRolePlayingGamers
foundthatthegamersexperiencedappreciablyloweramountsoflonelinessandsocialanxietywhen
onlinethanwheninphysicalworld.Smokingandemploymentofmotherwerefoundtoincrease
addictiontowardsgamingwhilebelongingtofemalegenderandeducationofthemotherdecreasedthe



 

 

12 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/a-study-of-the-impact-of-internet-gaming-

on-aspects-of-quality-of-life-and-flourishing-of-young-

undergraduates-in-india/272000

Related Content

Hacking Well-Being: Can Serious Games Fit Positive Technology

Framework?
Luca Argenton, Federica Pallavicini, Gabriele Barone, Andrea Zini, Giacomo Garcea,

Andrea Zanacchiand Fabrizia Mantovani (2019). Multigenerational Online Behavior

and Media Use: Concepts, Methodologies, Tools, and Applications  (pp. 617-634).

www.irma-international.org/chapter/hacking-well-being/220966

Driven by a Social and Interactional Routine: Responding to a Mobile Phone

Summons in a Car
Mirka Rauniomaaand Pentti Haddington (2012). International Journal of Cyber

Behavior, Psychology and Learning (pp. 39-58).

www.irma-international.org/article/driven-social-interactional-routine/70089

A New Framework for Politics, Law, and Government in the Digital Era: A

Judge-Based Political System
Keshav Sinha, Roma Kumari, Rakesh Kumar Chandan, Partha Paul, Naghma

Khatoonand Runmi Kundu (2022). Handbook of Research on Digital Violence and

Discrimination Studies (pp. 589-609).

www.irma-international.org/chapter/a-new-framework-for-politics-law-and-government-in-the-

digital-era/296102

Using Google Sites Technology to Teach Undergraduate Courses: Ethical

Considerations
Irina Dudina (2012). International Journal of Cyber Ethics in Education (pp. 1-12).

www.irma-international.org/article/using-google-sites-technology-teach/68381

Comparing the Characteristics of Text-Speak Used by English and Japanese

Students
Jean Underwoodand Taiichiro Okubayashi (2013). Evolving Psychological and

Educational Perspectives on Cyber Behavior (pp. 258-271).

www.irma-international.org/chapter/comparing-characteristics-text-speak-used/67888

http://www.igi-global.com/article/a-study-of-the-impact-of-internet-gaming-on-aspects-of-quality-of-life-and-flourishing-of-young-undergraduates-in-india/272000
http://www.igi-global.com/article/a-study-of-the-impact-of-internet-gaming-on-aspects-of-quality-of-life-and-flourishing-of-young-undergraduates-in-india/272000
http://www.igi-global.com/article/a-study-of-the-impact-of-internet-gaming-on-aspects-of-quality-of-life-and-flourishing-of-young-undergraduates-in-india/272000
http://www.igi-global.com/article/a-study-of-the-impact-of-internet-gaming-on-aspects-of-quality-of-life-and-flourishing-of-young-undergraduates-in-india/272000
http://www.irma-international.org/chapter/hacking-well-being/220966
http://www.irma-international.org/article/driven-social-interactional-routine/70089
http://www.irma-international.org/chapter/a-new-framework-for-politics-law-and-government-in-the-digital-era/296102
http://www.irma-international.org/chapter/a-new-framework-for-politics-law-and-government-in-the-digital-era/296102
http://www.irma-international.org/article/using-google-sites-technology-teach/68381
http://www.irma-international.org/chapter/comparing-characteristics-text-speak-used/67888

