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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
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