
Journal of Analysis and Computation (JAC) 
(An International Peer Reviewed Journal), www.ijaconline.com, ISSN 0973-2861 

Volume XVII, Issue II, July-Dec 2023 
 

20 

Gaurav Khandelwal, Aryan Verma, Deepika Bansal 

 

 

 

 

 

 

 

 

 

 

 

IMPACT OF ONLINE GAMING 
 

Gaurav Khandelwal1, Aryan verma2, Deepika Bansal3 

 
1 Jaipur Engineering College and Research Centre, Jaipur, India 
2Jaipur Engineering College and Research Centre, Jaipur, India 

3Assistant Professor, Jaipur Engineering College and Research Centre, Jaipur, India 

 

 

ABSTRACT 

Developed countries have Formerly acclimated to the changes that come with it. India society is new 

to this request and still constructing news schemas and relating preliminarily learnt generalities with 

it contemporaneously. Indian society's former schemas are negative toward gaming. The old 

generation thinks it's a time extravagant exertion. It'll take time for new schemas to replace old 

schemas and it'll be from positive gets . As online gaming is new to youthful Indians as well. They 

know that they need to control themselves to function well in their class which is why they only play 

games during recesses and weekends with a lot of time compared to when they've classes. 

Indeed though they play online games; they know how to fraternize well and they can perform 

veritably well when it comes to academic performance. still, it's ineluctable not to play indeed for half 

an hour especially when they're habituated to it. thus, it's just a matter of discipline. 

 

Keywords – Inordinate Gaming, Dependence, Internet Games, Children, Adolescents, 

Social Interaction 

 

 

 

 

 [1] INTRODUCTION 

 

 An online game is a  videotape game played over some form of computer network. 

This network is  generally the internet or original technology, but games have always used 

whatever technology was current modems before the Internet, and hard- wired outstations 

before modems. The expansion of computer networks from small original networks to the 

internet and the growth of internet access itself. According to recent studies, computer and 

internet dependence  have negative influences on people's family, academic and business 

lives. It's known that the Internet also causes problems in interpersonal  connections. The  

exploration showed that internet addicts have relationship problems and spend limited time 

with others around them[4].  

http://www.ijaconline.com/


Journal of Analysis and Computation (JAC) 
(An International Peer Reviewed Journal), www.ijaconline.com, ISSN 0973-2861 

Volume XVII, Issue II, July-Dec 2023 
 

21 

Gaurav Khandelwal, Aryan Verma, Deepika Bansal 

 

 

Computer and internet  operation habit, which is defined as a new type of dependence , 

came an important study area that attracted the interest of different disciplines including 

psychology, sociology and communication[10]. 

 

 

 

 [2] LITERATURE SURVEY 

  

Online games incorporate networked a virtual  terrain where there may be thousands of 

multiple geographically distributed  druggies involved who potentially interact with each other 

using a virtual persona, called an  icon , in real- time[1]. Indeed though dependence  is generally 

related to the use of  medicines or  commodity chemically dependent, the Internet offers some 

direct benefits as a technological advancement,  therefore making it, not a device to be said as 

addicting. Internet dependence is one of the Technological dependences defined asnon-

chemical( behavioral) dependences  that involve  inordinate commerce between humans and 

machines. therefore, defining dependence  has moved to a whole new  position, which includes 

the number of actions that don't bear  medicines,  similar asgambling addiction and video 

gaming addiction.[3] 
 

[3] METHODOLOGY 

The progression of the current study depends on both primary and secondary sources. The 

research is both applied and quantitative. The non-doctrinal study relies upon the primary 

source acquired from 1944 responses collected through a random survey of questionnaire 

method and the secondary sources include books, published articles, journals and e-sources. 

The responses were collected among individuals from different age groups and gender to 

understand the opinion of the respondents as to the awareness of 'online gaming addictions[2]. 

A research hypothesis has been formulated to describe whether the independent variables have 

a relationship with the dependent variables. Thus, the hypothesis is as follows: 
  

  
Fig 1 : Methodology Chart 

  

• TECHNOLOGICAL FACTOR 
  

In the last decade, online games have gained increased popularity. Approximately, 20 million 

people play the online game worldwide. And the numbers continuously increasing. Today, the 

online game becomes an addiction to people which is lead to the bad habit. Various games 
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conquer the top game online. Nowadays, the World of Warcraftconquer the list by obtaining 

12,000,000 online gamers. According to Simon Hill, developers and publishers always put 

their best effort into graphic factors to improve the acceptance of online gamers. This factor 

put the World of Warcraft at the top of avoid their problems by playing games, which in the 

map. People keep following the  streamlined  exorbitantly isn't disputed, but defining  

interpretation of a game to make the following the trend. Publishers and  inventors consider 

this factor as an  occasion to increase fashionability. The  price systems in an online game like 

reaching a high  position in the game, and  carrying new munitions may also encourage gamers 

to play online. Indeed the people  suppose online games might  give some benefits, being too  

hung up with online games will lead to serious problems[9]. 
  

• ROLE OF MEDIA 

Games Dependence shows a bad effect on people  currently. Dependence to the internet shares 

some of the negative aspects of substance dependence  and has been shown to lead to 

consequences  similar as failing academy, and family and relationship problems. It can make 

the people who have addicted will feel that the games can give  openings for achievement, 

freedom and indeed a connection to the players. Those benefits trumped a shallow sense of 

fun, which does not keep gamers as interested. The part of media in flashing the games also 

makes  further cause why the games addicted will be more interested in those games.  

According to Wood.R.T. A, media hype about the  videotape game" dependence " may lead 

some concerned cousins to define  impeccably" normal"  gesture as problematic[9]. 
  

• PSYCHOLOGICAL FACTOR 

We study the cerebral factor, whether that's a factor of game dependence  among  scholars. 

Unlike substance abuse, the natural aspect ofvideotape game dependence is uncertain. 

Research suggests laying elevates dopamine, but there isfurther to dependence  than brain 

chemistry. The addict suffers from a cerebral  element to the dependence.Online gaming allows 

a person to escape the real world and change their perception of tone- worth.Online gaming 

dependence isn't that far from medicine dependence.Both are searching for a way to make 

themselves feel more. These from 1 (not at all) to 5 (extremely serious). Higher scores indicate 

severe depressive symptoms.[6] 

  

• CHILD LONELINESS SCALE 

The revised  interpretation of the Child Loneliness Scale was  espoused to  estimate  

individualities' loneliness. The scale contains 16  particulars, which were answered using a 5- 

point Likert scale ranging from 1( always) to 5(  noway ); advanced scores indicate elevated 

loneliness. 
  

• CHILD SOCIAL ANXIETY SCALE 

The modified  interpretation of the Child Social Anxiety Scale was used to assess actors' social 

anxiety. The term “ children ” in the original scale was changed to “ classmate ” in the current  

interpretation. The scale contains 10  particulars and each item was rated using a 3- point Likert 

scale, ranging from 1 =   noway  to 3 =  always. Advanced scores indicate advanced  situations 

of social anxiety[6]. 
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[4] GAME ADDICTION AND FLOW 

Further people are starting to play and are  getting addicted to playing computer games as 

reported by the media. A check study  set up MMORPG  druggies dominated the heavy overuse 

of game players, who spend  further than eight  nonstop hours playing in one session. The 

possible causes of game dependence symptoms were explored, which set up druggies who have 

endured inflow are more likely to come addicted. Flow is defined as" the holistic sensation that 

people feel when they act with total involvement[2]." Flow is described as" the state in which 

people are so involved in an  exertion that nothing  additional seems to count; the experience 

itself is so  pleasurable that people will do it indeed at great cost, for the sheer sake of doing 

it." videotape gamers may equate this state to  passions of absorption in the game or being lost 

in the experience. The perceived task challenge(e.g., advance in game) and a sense of being in 

control have been  set up as the  crucial factors that affect in the state of enjoyment and  violent  

attention called optimal inflow[3]. 
  

 

[5] METHODS AND MEASURES 

• MOBILE GAME ADDICTION SCALE 

This scale was especially developed for the  dimension of mobile game dependence  and 

included 11  particulars. Each item was rated on a Likert- type scale from 1 =   fully differ to 5 

=   fully agree, with the total scores ranging from 11 to 55. A advanced score indicated a severer 

addition tendency[6]. 
  

• DEPRESSION SCALE 

The depression subscale from the Brief Symptom Inventory (BSI) was used to assess the 

depression symptoms. The scale contains 6 items and each item was rated on a 5-point Likert 

scale, ranging 

  

As  further  exploration on the  goods of  inordinate gaming is conducted,  numerous believe 

that it's only a matter of time before computer game dependence  is classified as a  obsessive  

gesture analogous to  laying dependence . Psychologists and other  internal health professionals  

originally acclimated the  individual criteria for gambling dependence  and used this as a rough 

assessment tool for computer game dependence [3]. 
 

[6] RESULTS AND DISCUSSION 

The goal of this study is to investigate the effect of Internet game addiction on Malaysian 

undergraduate students by understanding the cognitive and psychological factors that 

contribute to the negative outcome of playing. Somehow, this study only focused on the 

negative consequences of study time not the academic achievement of students who are 

addicted to online games[7]. 
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Fig 2 : Flow Chart of Gaming Addiction 
  

The progression of the current study depends on both primary and secondary sources. The 

research is both applied and quantitative. The non-doctrinal study relies upon the primary 

source acquired from 1944 responses collected through a random survey of questionnaire 

method and the secondary sources include books, published articles, journals and e-sources. 

The responses were collected among individuals from different age groups and gender to 

understand the opinion of the respondents as to the awareness of 'online gaming addictions[2]. 

A research hypothesis has been formulated to describe whether the independent variables have 

a relationship with the dependent variables. Thus, the hypothesis is as follows: 
 

 
Fig 1 : Methodology Chart 

 

• TECHNOLOGICAL FACTOR 
 

In the last decade, online games have gained increased popularity. Approximately, 20 million 

people play the online game worldwide. And the numbers continuously increasing. Today, the 

online game becomes an addiction to people which is lead to the bad habit. Various games 

conquer the top game online. Nowadays, the World of Warcraftconquer the list by obtaining 

12,000,000 online gamers. According to Simon Hill, developers and publishers always put 

their best effort into graphic factors to improve the acceptance of online gamers. This factor 

put the World of Warcraft at the top of avoid their problems by playing games, which in turn 

interferes with their lives because they're so busy playing games[2].  

 

[7] FUTURE SCOPE 
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Unborn  exploration should engage experimental studies in examining the  goods of the  point 

or game features,  similar as the use of audio,  vitality, and interactive function in altitudinal 

and behavioral consequences. They should also explore implicit longitudinal studies, in which 

a  stoner probing  gesteureand  factual return to a game  point can be recorded through designed 

experimental spots. Another important consideration that  demanded attention is to have a good  

description of the population and a more applicable  slice  fashion  similar as using the 

probability approach. By doing this a good  conception for the  marvels of the study can be 

more meaningful for decision-  timber. 
 

 

CONCLUSION 

Game is one of the  topmost technology  diligence right now. inventors can get so  numerous 

advantages, but game dependence   clearly is a bad dependence  and still a mysterious problem. 

It can make parents worry about their children. Game dependence  can attack anyone, no matter 

teens or grown-up, but  utmost are  kiddies. Online game dependence  indicates  numerous 

variables to  impact the dependence . Theoretically, universities and societies should be  

apprehensive that the environmental factors(cerebral factors, technological factors and media 

factors) are borderline significant to  impact or  openings to come addicted to online gaming. 

However, some are far more likely to become addicted to computer games. 
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