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INTRODUCTION 

Video game addiction is an excessive and compulsive 

use of computer or video games that results in social 

and/or emotional problems; despite these problems, the 

gamer is unable to control this excessive use.
[1]

 There is a 

wide variation across studies in the reported prevalence 

rates for video game addiction.
[2]

 

 

The risk factors include young age,
[3]

 male gender,
[2]

 

single marital status,
[4]

 living alone,
[5]

 unemployed 

status,
[6]

 and living in developing countries.
[5,7]

 Though 

one study,
[8]

 reported that video gaming addiction was 

independent of educational background, another study,
[5]

 

found higher prevalence among less educated groups. 

Most of the studies on video game addiction have been 

conducted on younger age groups,
[9]

 and few studies 

have been conducted across various age groups in the 

general population.
[4]

 Thus, more research is required to 

determine the socio-demographic determinants of video 

game addiction. 

 

When compared with non-daily gamers, daily gamers 

tend to own multiple devices that are used for gaming 

viz. laptop or desktop computers, dedicated gaming 

consoles attached to a television, smart phones and 

dedicated handheld gaming devices. As compared to a 

“feature phone” that only offers basic telephony, the 

modern “smart phone” is portable, affordable, endowed 

with operating systems similar to that of a laptop or desk 

top computer; has a wide range of software capabilities 

that provides integrated services from communication, 

web browsing over mobile broadband, multimedia 

functions computing, a wide variety of downloadable 

applications (“apps”), voice communication, messaging, 

and wireless communication capability.
[10,11]

  

 

Excessive use of mobile phones has been found to be 

linked to loneliness, depression and low self-esteem;
[12]

 

headache, stress and sleep disturbances; 
[13]

 a condition 

called “phantom ringing” or “ringxiety”, where 

individuals hear the phone ringing when it is not;
[14]

 

interference with the users’ daily routine,
[15]

  tolerance, 

withdrawal, cravings, loss of control;
[16]

 unrestrained 

behaviours, such as, constantly checking their phones;
[17]

 

anxiety,
[18,19]

 and altered cranio-cervical posture with 

temporo-mandibular disorders.
[20]

   

 

The bulk of psychological research emphasizes the 

negative impact of gaming mainly due to the massive 

media attention drawn by mass violence, which is linked 
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without significant gender difference (Z=1.497; p=0.134). A significant male preponderance was observed in the 

proportion of males who felt energetic after playing online games (Z=2.901; p=0.003) and indulged in gaming 

when under stress (Z=2.110; p=0.034). A significantly higher proportion of females preferred online gaming over 

social interactions (Z=2.167; p=0.030); had tried to quit the habit of gaming (Z=2.801; p=0.005) and reported eye 

strain (Z=2.869; p=0.004) after gaming. 
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to youth who play violent video games.
[21]

 Gaming can 

provide cognitive benefits (attention, reasoning, spatial 

awareness and problem-solving), motivation (resilence), 

emotional advantages (mood management) and promote 

pro-social behaviour.
[22]

 Online gaming has facilitated 

efforts to enforce social distancing during the COVID-19 

pandemic, with higher use of multi-player modes in 

comparison with single-user modes.
[23]

 Gamers use 

several methods for playing with other people, such as, 

dual controllers, Bluetooth links, or Internet connections.  

 

The objective of the present study was to determine the 

effects of compulsive playing of video games by urban 

adults. 

 

MATERIALS AND METHODS 

This cross-sectional descriptive study was conducted 

using snow ball sampling. A pre-tested and pre-validated 

questionnaire was administered, via Google forms to 

male and female urban adults, who self-reported that 

they compulsively played online video games on a daily 

basis for at least one year preceding the study. Informed 

consent was taken on the Google forms. The data were 

adapted to Microsoft Excel spreadsheet (Microsoft 

Corporation, Redmond, WA, USA) and analyzed using 

SPSS statistical software Windows Version 25.0 (IBM 

Corporation, Armonk, NY, USA). For discrete data, the 

percentage of responses and the standard error of 

difference between two sample proportions were 

calculated. For continuous data, the standard error of 

difference between two means was calculated. 95% 

Confidence interval (CI) was stated as: [Mean-

(1.96)*Standard Error)] – [Mean+(1.96)* Standard 

Error)]. The statistical significance was determined at 

p<0.05. 

 

RESULTS AND DISCUSSION 

In all, there were 133 respondents – 51 females (38.34%) 

and 82 males (61.66%). 

 

Daily duration of playing online video games: The 

mean daily duration of playing online video games for 

females and males was 3.88 +/- 1.29 hours per day (95% 

CI: 3.60–4.16 hours per day) and 3.52 +/- 1.38 hours per 

day (95% CI: 3.23–3.82 hours per day), respectively. 

The gender difference was not significant (Z=1.523; p= 

0.127). The first quartile, median and maximum duration 

of playing online video games was higher for females, 

but the minimum duration and third quartile were 

identical for both genders (Fig 1).  

 

 
Fig. 1: Daily duration of playing online video games. 

 

 
Fig. 2: Duration of playing online video games in 

years. 

 

Gaming patterns: On an average, female respondents 

played online video games since 4.08 +/- 2.71 years 

(95% CI: 3.49–4.67 years), while their male counterparts 

did so since 3.40 +/- 2.26 years (95% CI: 2.91–3.89 

years), without significant gender difference (Z=1.497; 

p=0.134). The minimum, first quartile, third quartile and 

maximum duration of playing online video games (in 

years) was identical for both genders, but the median 

duration was higher for females (Fig 2). The pattern of 

playing online games is outlined in Table 1. A 

significantly higher proportion of males stated that they 

felt energetic after playing online games (Z=2.901; 

p=0.003) and playing when under stress (Z=2.110; 

p=0.034). 60.78% females revealed that they preferred 

online gaming over social interactions, as compared to 

41.46% males, with significant gender difference 

(Z=2.167; p=0.030). A significantly higher proportion of 

females divulged that they had tried quit gaming 

(Z=2.801; p=0.005). Several studies
[24-26]

 have identified 

female gender as a risk factor, while some studies
[27,28]

 

found that males were at higher risk. On the other hand, 

some researchers
[29-31]

 have stated that gender is not a 

determinant. 

 

 



www.ejpmr.com          │         Vol 7, Issue 12, 2020.          │         ISO 9001:2015 Certified Journal         │ 

Srabani et al.                                                                  European Journal of Pharmaceutical and Medical Research 

315 

Table 1: Pattern of playing online games. 
 

Parameter Females (n=51) Males (n=82) Z value ‘p’ value 

Feel energetic after gaming 12 (23.53%) 40 (48.78%) 2.901 0.003 * 

Playing when under stress 16 (31.37%) 41 (50.00%) 2.110 0.034 * 

Playing even when work is pending 19 (37.25%) 21 (25.61%) 1.423 0.155 

Prefer gaming over social interactions 31 (60.78%) 34 (41.46%) 2.167 0.030 * 

Continue playing even after losing continuously 21 (41.18%) 31 (37.80%) 0.387 0.696 

Spending money on gaming 04 (07.84%) 07 (08.54%) 0.141 0.886 

Tried quitting 32 (62.75%) 31 (37.80%) 2.801 0.005 * 

Z = Standard error of difference between two proportions 

 

Table 2: Symptoms. 
 

Parameter Females (n=51) Males (n=82) Z value ‘p’ value 

Eye strain 36 (70.59%) 37 (45.12%) 2.869 0.004 * 

Headache 11 (21.57%) 16 (19.51%) 0.286 0.771 

Mood swings 22 (43.14%) 31 (37.80%) 0.610 0.541 

Aggressive behaviour 15 (29.41%) 22 (26.83%) 0.323 0.748 

Z = Standard error of difference between two proportions 

 

Symptoms: Eye strain, headache, mood swings and 

aggressive behaviour were experienced by the 

respondents (Table 2). As compared to their male 

counterparts, a significantly higher proportion of females 

reported eye strain (Z=2.869; p=0.004), while there were 

no significant gender differences in the other reported 

symptoms. 13 (25.49%) females and 24 (29.27%) males 

reported that their online gaming habit affected their 

professional life adversely. The gender difference was 

not significant (Z=0.472; p=0.638). 16 (31.37%) females 

and 36 (43.90%) males slept after mid-night due to their 

gaming habits, without significant gender differences 

(Z=1.439; p=0.149).  Similarly, there were no significant 

gender differences in sleeping patterns, such as sleeping 

for less than 6 hours per day (Z=0.948; p=0.342), 

sleeping during daytime (Z=0.094; p=0.928) and 

compromising on sleep for purpose of gaming (Z=0.096; 

p=0.920). The violence portrayed in video games has 

been linked to sleep disturbances,
[8]

 fatigue, anxiety,
[4]

 

sensation-seeking, loneliness, introversion, neuroticism, 

impulsivity,
[32]

 suicidal ideation,
[4]

 hostility towards 

others, desensitization to violence, reduced empathy, 

aggressive thoughts and attitudes,
[33]

 deterioration of 

professional performance, financial escapades and 

familial disharmony.
[34] 

 

Limitations: This cross-sectional study was based on 

self-reported data and did not differentiate between 

various types of video games. 

 

CONCLUSION 
 

The findings of the present study may facilitate 

identification of individuals who are at risk of getting 

addicted to gaming. Since excessive gaming is linked 

with negative health and psycho-social profiles, there is a 

need for formulating multi-pronged interventions at 

individual, family and community levels, using user-

friendly techniques. To prevent compulsive gaming, 

individuals need to be taught to develop hobbies, explore 

new activities and think of new accomplishments outside 

game scores. 
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