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Abstract— This study was carried out in order to analyse the impact of game addiction among students. Questionnaire used as the 

data collecting instrument was applied among college students who are considered to have the capacity of responding regarding 

gaming. On the basis of the research, gaming is not impacting the social behaviour and academic performance but its slightly playing 

a role in affecting the health. The study contradicts the already available researches which proves that gaming has a negative impact 

on academic performance and social behaviour.  
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I. INTRODUCTION 

History of games evolved during the days of mainframe computers. Games were initially designed to test computers and 

networks [1]. Moving forward online games served the purpose of entertainment. The most common reasons behind gaming are, 

to meet challenges, emotional coping, excitement, stress relief, and an escape from reality. Gaming is classified into two types 

which in turn results into two types of addictions, one is the standard video gaming which is designed for a single player, where 

the player has a clear goal or a single task to be accomplished [2]. The next type is online multi-player games, where more than 

one player is involved and are highly addictive as they have no end. Further gamers are classified into four categories: 

‘achievers’, ‘explorers’, ‘socializers’ and ‘killers’. Achievers are the ones who tend to complete the missions of the game. 

Explorers discover new in-game structures and stories. Socializers concentrate on socialising and being a part of a team or 

community. Finally, Killers game to bully fellow gamers [3]. The behaviour of a gamer is predicted into ‘positive urgency’ and 

‘immersion’.  It is difficult for a gamer to avoid gaming as it is the tendency of the gamer to act rashly in a positive mood. 

Immersion is one of the principal motivations for gamers to avoid real-life problems [4]. Game addiction can have both long 

term and short-term effects. Long term effects are widely negligence of sleep and improper food habits. They also lead to 

financial and academic consequences. Short term effects include fatigue conditions. Video game addicts miss out on socializing. 

These games are time consuming leaving the addicted gamers with minimum time to focus on their education. Working parents 

try to introduce gaming to their kids to keep them occupied and to reduce their parenting burden. For the majority of students, in 

the social modern world gaming is a delightful pastime because they feel engaged with something while their parents are busy 

with their own career choices [5]. The aim of this study is to provide a perception on the current behaviour of game addiction. It 

has been found that there is a large interest in gaming amongst the millennials which has led to a considerable growth of the 

gaming sector and a huge fan base. The study also provides consequences of game addiction. The ultimate goal of the study is 

to find how gaming affects the students’ academic performance, health and social behaviour. 

 

A. Research questions 

i. How gaming affects academic performance and health? 

ii. How gaming affects the social behaviour of students? 

 

B. Objectives 

i. To explore the impact of gaming addition towards academic performance and health 

ii. To measure the social behaviour of students 
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II. LITERATURE REVIEW 

Psychological Pathology 

According to Douglas Gentitle, pathological gamers spend twice the time of non-pathological gamers and get bad grades. 

Pathological gaming also displayed comorbidity with causing problems with attention. Even after having a control over sex, age 

and time spent on video games weekly, pathological status significantly showed bad performance and grades [6]. Practitioners 

in the psychiatric field have increasingly reported on excessive computer gaming. The symptom is complex because there is no 

standardized definition and the aim of the study is to access excessive gaming and its potential negative and additive disorder on 

gamers. By applying the adaptive diagnostic criteria of substance-related-addictions, psychopathological computer gaming was 

diagnosed. Cognitive mechanism, demographic variables and the state of anxiety was also analysed at the same time.  

 

Academic Performance 

 

A popular pass time among students is video game. An addiction scale was identified among students and were separated into 

two groups - addictive and non-addictive. Reports revealed that the addictive group got into more of physical fights and 

arguments with friends and teachers and were highly hostile and obtained low grades [7]. Video games whether violent or non-

violent play a major role in harming students. Researchers have focussed on student samples on video game addiction and 

resulted with poor outcomes. The effect of overall video game use and exposure to the violent games were considered even 

though it was not an analysis of pathological game use. The overall results of the study suggested that video game influenced 

the students by increasing their aggression, reducing their social behaviour, downfall in academic performance and symptoms 

of depression [8]. On a study done by Robert Weis and Brittany C Cerankosky, Young boys were promised video game system 

for participating in an ongoing study of child development. Boys were randomly given the video game system immediately and 

after four months. It is found that boys who received the system immediately were less engaged in academic activities than the 

others and also had low reading and writing scores and greater academic problems. Hence the result provide that video games 

may take over the after-school activities [14]. 

 

Social behaviour  

 

Students with excessive game playing behaviour show substantial correlations with psychopathological abnormalities such as 

social conflict, concentration deficits, maladaptive coping behaviour, stress and psychosomatic challenge and school phobia. 

The study by Batthyany shows that game playing can be well described in accordance to substance dependence and shows 

specific connections with psycho-social, psychopathological factors [3].  

 

In a study done by Wiegman and Van Schie the relationship between the amount of time students spent on video games and 

aggressive and prosocial behaviour was investigated. No significant relationship was found between them but a negative 

relationship with prosocial behaviour was supported. The study showed that students who preferred playing aggressive video 

games were less intelligent and boys who preferred aggressive video games were more aggressive and showed less prosocial 

behaviour than that with low preference [15]. 
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TABLE I 

DEMOGRAPHIC 

 

Sl.No Classification Categories Frequency Percent 

1 Gender 

Male 84 51.9 

Female 77 47.5 

Other 1 0.6 

Total 162 100 

2 Age 

18-21 71 43.8 

22-24 44 27.2 

24 and above 47 29 

Total 162 100 

3 Qualification 

UG 97 59.9 

PG 53 32.7 

Other 12 7.4 

Total 162 100 

 

The above table I reveals that out of 162 respondents, male respondents contribute to 51.9% of total respondents whereas 

female respondents contribute to 47.4% and the other category contribute to 0.6%. With reference to age factor, respondents 

between the age group (18-21) have highest percentage i.e., 43.8%. The respondents between the age group (22-24) contributes 

to 27.2% and the other respondents who fall under the age group 24 and above contributes to 29%. The responses also show 

that 59.9% of respondents who game is under graduates and 32.7% are post graduates. The remaining 7.4% of respondents fall 

under the other category. 
TABLE III 

HOURS SPENT ON GAMING 

Sl. No Classification Categories Frequency Percent 

1 Hours spent on gaming 

less than 2 

hours 
137 84.6 

2-4 hours 19 11.7 

more than 

4 hours 
6 3.7 

Total 162 100.0 

 

The above table II reveals that out of 162 respondents,84.6% of total respondents spent less than two hours on gaming, 11.7% 

of total respondents spend between 2-4 hours on gaming, and 3.7% of total respondents spend more than 4 hours on gaming. 
TABLE IIIII 

DEVICE PREFERRED 

Sl.No Classification Categories Frequency Percent 

1 Device preferred 

phone or 

tablet 
129 79.6 

computer 17 10.5 

Xbox 1 .6 

Play 

station 
6 3.7 

Other 9 5.6 

Total 162 100.0 
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The above table III reveals that out of 162 respondents, total of 79.6% prefer phone or tablet to game, 10.5% prefer 

computer to game, 0.6% prefer Xbox and 3.7% prefer play station to game. 
 

TABLE IVV 

LOOK FORWARD FOR GAMING 

Sl. No Classification Categories Frequency Percent 

1 

I look forward for 

gaming the next 

time 

Valid 2 1.2 

Yes 76 46.9 

No 84 51.9 

Total 162 100.0 

 

The above table IV reveals that out of 162 respondents, a total of 51.9% do not look forward to game the next time while 46.9% 

of total respondents will look forward to game the next time. 

 
TABLE V 

RELIABILITY ANALYSIS 

 

Sl. No Classifications Cronbach's Alpha 

1 Academic Performance .814 

2 Social Behaviour .929 

3 Health .918 

 
From the above table V, it can be observed that Cronbach’s Alpha of academic performance is 0.814, social behaviour is 0.929 

and health is 0.918. Hence it can be noted that all the variables have a good degree of internal consistency.  

 
 

TABLE VI 

CROSS TABULATION 

  

hours spent on gaming 

Total less than  

2 hours 
2-4 hours 

more than 4 

hours 

Qualification 

UG 

Count 83 11 3 97 

% within qualification 85.6% 11.3% 3.1% 100.0% 

PG 

Count 48 5 0 53 

% within qualification 90.6% 9.4% 0.0% 100.0% 

other 

Count 6 3 3 12 

% within qualification 50.0% 25.0% 25.0% 100.0% 

Total 

Count 137 19 6 162 

% within qualification 84.6% 11.7% 3.7% 100.0% 
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The above table VI reveals that among under graduate students 85.6% spend less than two hours on gaming, 11.3 % spends (2-

4) hours on gaming and 3.1% spends more than 4 hours. Among post graduate students 90.6% of respondents game less than 

two hours, 9.4% of respondents spends (2-4) hours on gaming and no respondents game more than 4 hours. The respondents 

who do not fall under the under either of the above-mentioned category contribute to 50% in gaming less than two hours and 25 

% in both (2-4) hours and more than four hours. 

  
TABLE VII 

CHI- SQUARE TEST 

Sl. No Categories Chi-Square test 

1 Qualification and hours spent on gaming 0.00 

 

The above Chi-square test table VII reveals that there is significant relationship between qualification and hours spent on 

gaming as the significant value is 0.00 

 

 
TABLE VIII 

CORRELATIONS 

  

 

  
SOCIAL 

BEHAVIOUR 
HEALTH 

ACADEMIC 

PERFORMANCE 
GAMING 

 SOCIAL BEHAVIOUR 

Pearson 

Correlation 
1 .845** .843** -.134 

 

Sig. (2-

tailed) 
  .000 .000 .088 

 

N 162 162 162 162 

 HEALTH 

Pearson 

Correlation 
.845** 1 .777** .030 

 

Sig. (2-

tailed) 
.000   .000 .709 

 

N 162 162 162 162 

 ACADEMIC 

PERFORMANCE 

Pearson 

Correlation 
.843** .777** 1 -.121 

 

Sig. (2-

tailed) 
.000 .000   .126 

 

N 162 162 162 162 

 GAMING 

Pearson 

Correlation 
-.134 .030 -.121 1 

 

Sig. (2-

tailed) 
.088 .709 .126   

 

N 162 162 162 162 

 

**. Correlation is significant at the 0.01 level (2-tailed). 

  

The above Correlation table VIII reveals that gaming has negative impact on social behaviour with (-.134), gaming has slight 

impact on health (.030), and gaming have negative impact on academic performance (-.121). 
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III. CONCLUSION 

 

This study makes us understand the impact of gaming on students. It also makes us understand the relationship between Gaming, 

academic performance, social behaviour and health. Generally gaming refers to an excessive unhealthy amount of playing 

rather than engaging in the social world. The study contradicts the above statement by breaking the belief from the advent of 

days. The findings suggest that gaming doesn’t impact social behaviour and academic performance, it is also found that gaming 

has a minute negative impact on health. In spite of the attraction of the students towards the games, there is no such evidences 

that proves gaming negatively affects social behaviour. The widespread presence of gaming among students have made many 

researchers to determine the effects of these games on them. Gaming targets a variety of people of different ages. It is a well-

known entertainment in the modern world. The reason for playing these games are considered to be the excitements and 

challenges which the players face. Challenging with the obstacles and reaching a higher level in the game, make the players 

excited and losing the game make them anxious.[12]. In earlier times, students were involved playing outdoor games with their 

friends, but students of today spend most of their time on computer games, while these games cannot create any emotional and 

human relationship.[9]. Students play games on a wide variety of devices, including phone, laptop, tablets, and desktops. 

Students tend to play while multi-tasking, so their time is not solely spent on one activity. Overall, computer gaming seems to 

be a recreational past time, and does not seem to have harmful effects on the student body [1]. 

The research was carried out on a sample of 162 students based on a questionnaire. From the study, it is found that 31.48% 

of the respondents set limits with gaming and then break them. The negative effects of the games are basically related to 

different gaming categories and their nature. Some games are constructive while others can have damaging effects on children's 

body and mind. The results showed that there is no significant correlation between gaming and social behaviour, and no 

significant correlation between gaming and academic performances. Earlier it was believed that gaming makes people isolated 

and away from the society. But most of the recent games involve multi player options and are played cooperatively which leads 

students to interact online and socialize with others. It also gives them self-confidence, and develops skills that may be used in 

real life. Students get to know different cultural and social scenarios through few social games, which allows them to have 

valuable experiences as they move ahead in life. 

People presumes that excessive gaming negatively influences academic performance. The study proves that gaming doesn’t 

affect students’ academic performance. But it also doesn’t say that gaming is the cause which made students to score marks. 

Most of the games requires the players to solve puzzles to reach next level and that involves general knowledge, reasoning and 

some skills from maths, science and other subjects which are taught in classes. Gaming also helps students to maintain accuracy. 

From the study, the result showed that there is a significant correlation between gaming and health. From the result, 30% of the 

respondents believe that gaming helps them in the coordination of their eye and hand movements. Few other studies have 

proposed that gaming can improve eyesight. It improves gamer’s vision to identify different shades of colour. But gaming do 

causes some health issues. Students may face sleeping trouble caused by gaming at unreasonable time. Students lack physical 

activities due to prioritising video gaming over outdoor games. By continuously staring into the screen gaming causes strain on 

eyes. It also causes joint pains because of constant body postures. The brain also becomes a victim of excessive gaming, parts of 

the brain associated with cravings gets activated, while viewing images of video games or video contents [10].  Therefore, it is 

suggested that gaming does not impact students’ social behaviour and academic performance. 

 

 

 

CIKITUSI JOURNAL FOR MULTIDISCIPLINARY RESEARCH

Volume 6, Issue 3, March 2019

ISSN NO: 0975-6876

http://cikitusi.com/144



REFERENCES 

 

1. Amy W. Poon. (2012). Computer game addiction and emotional dependence.  

2. Bartley. (2004). Designing virtual worlds.  

3. Batthyany, D., & Muller, K. V. (2009). Computer game playing clinical characteristics.  

4. Billieux, J., & Channal, J. (2011). Psychopathology.  

5. Kuss, Daria, J., & Mark, D. (2002). Online gaming addiction.  

6. Ferjuson, & Christopher, J. (2015). A meta-analysis of video game.  

7. Gentitle, & Douglas. (2009). Pathological video game among youth.  

8. Hauge, & Marny, R. (2003). Video game addiction- associated with academic performance.  

9. Klin JD, & Freitag, E. (1991). Enhancing motivation using an instructional game.  

10. Ko, C. (2009). Brain activities associated with gaming, urge of online game addiction.  

11. Logan, & Rivens. (2017). History of online gaming.  

12. Morrission, M., & Krugman DM. (2001). A look at mass and computer mediated technologies: Understanding the 

roles of television and computers in the home.  

13. Rivens, & Logan. (2017). The history of online gaming.  

14. Robert Weis, Brittany, C., & Cerankosky. (2010). Effects of video game ownership-academic and behavioral 

functioning.  

15. Schie, Oene Wiegman, & Emil G M Van. (2011). Video game playing and its relations with aggressive and prosocial 

behavior.  

16. Thale Mann, R., & Grusser-Sinopoli. (2007). Computer game addiction- A psychopathological symbol.  

 

 

 

 

 

 

 

 

 

 

CIKITUSI JOURNAL FOR MULTIDISCIPLINARY RESEARCH

Volume 6, Issue 3, March 2019

ISSN NO: 0975-6876

http://cikitusi.com/145


