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Effects of online games on the personality of adolescents 

Simran Kaur1* 

ABSTRACT 

The objective of this research is to see the effect of online games on the personality of 

adolescents. The data of this study was obtained by the Internet Gaming Disorder Scale – 

Short Form 9 (IGD – SF9) (Pontes & Griffiths, 2015) and Big Five Inventory (BFI) 

(Rammstedt & John, 2007) and a demographic information form. A sample of 500 

adolescents (between the ages of 13 to 19) participated in the study. The study was conducted 

in a school in Delhi/NCR. For testing the significant difference in the personality of 

adolescents who play online games, a t-test was conducted. To ascertain if there was any 

major difference in the personality of adolescents with respect to gender, one-way ANOVA 

was used. Throughout analyses of data, it was found that there was a significant difference in 

the level of agreeableness and conscientiousness among participants who play online games. 

With participants having a low risk of IGD scoring higher than participants with a high risk 

of IGD on agreeableness. Whereas, it was also found that there is a significant difference in 

conscientiousness with respect to gender and IGD. And a significant difference in 

neuroticism with respect to gender only. But the interaction between gender and IGD shows 

significance. 
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As the penetration of the internet grew many folds in the last decade, online gaming is a 

recent phenomenon that has caught the fancy of the generation. These days children invest 

most of their time on the computer, mobile phones, tablets, television, and playing online 

games. Online games have become a staple in everyday life. Playing online games has many 

adverse effects on both the physical and mental health of children and adults. Online gaming 

is common among adolescents. According to research, online gaming is a widely enjoyed 

activity among adolescents. It has been measured that there are roughly five million online 

gamers worldwide, and this number is growing steadily (Chan and Vorderer,2006). Online 

gaming these days allow the players to be in contact with the other players around the world. 

Online gaming not only affects physical and mental health, but it has been proposed in 

research that over indulgent in online gaming can affect social lives, lessen community 

involvement and notably affect the health of the player (William, Yee, & Caplan, 2008). 
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REVIEW OF LITERATURE 

(Muller, et al., 2018) tried to understand the effect of problematic internet use (PIU) on the 

personality. The final result concluded that PIU was linked to increase in stress and increased 

adjustment disorder symptoms. The inter relation was further elaborated by conscientiousness 

and neuroticism. (Braun, Stopfer, Muller, Beutel, & Egloff, 2016) conducted an online survey 

using the Big Five among 2891 participants. The finding showed the gaming addicts scored 

higher in neuroticism, and similar results were observed for non-gamer, whereas the regular 

gamer was observed low in neurotic aspects, in way pointing towards harmless essence of 

video gaming. (Ozturk, Bektas, Ayar, Oztornaci, & Yagci, 2015) ascertain the correlation 

between personality features and internet dependency in adolescents. According to the 

results, 15.9% were at the risk of developing internet addiction and the rest 42.4% have seen 

to be spending an acceptable amount of time online. According to the results, significant 

difference was proved statistically sub dimensional scores being extraversion and openness to 

experience, and between students at risk of internet addiction and those who were not. The 

study confirmed the probability of internet addiction, which was then related to the levels of 

extraversion and openness to experience. (Chong-WenWanga, 2015) assessed the 

correlations between personality features based on the Big Five model and dependency on 

various online activities among adolescents. The outcome proved a prominent variance in 

personality features for dependency related to different online activities. The scores were 

higher in neuroticism and less in conscientiousness which depicted leading relationship with 

internet addiction in general. Whereas, the factor conscientiousness and low openness were 

prominently related with gaming addiction. And neuroticism and extraversion were 

prominently related with social networking addiction. (Vollmer, Randler, Horzum, & Ayas, 

2014) concluded that students with extraversion and agreeableness reported lesser computer 

game addiction. The result showed no notable between students’ computer game addiction 

scores and openness to experience, conscientiousness. The final results interpreted that 

students which play in the evening are prone to computer game addiction than the ones who 

play in the morning.  

 

Objectives 

1. To study the difference in the personality of adolescents who play online games. 

2. To study the difference in the level of personality among male and female adolescents 

with respect to online games. 

 

Hypotheses 

1. There will be a significant difference in the personality of adolescents who play 

online games. 

2. There will be a significant difference in the level of personality among male and 

female adolescents with respect to online games. 

 

METHODOLOGY 

Sample 

For this purposive study, a random sample of male and female adolescents (between the ages 

of 13 to 19) participated in the study. The study was conducted in Delhi. The participants of 

this study were 500 out of which 402 (189 females and 213 males), participants completed 

the questionnaire. And 98 participants were eliminated from the final analysis due to 

incompleteness and biasness (i.e., responding same answers to all questions or leaving the 

questions).   
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Instruments 

The data of this study was obtained by the Internet Gaming Disorder Scale – Short Form 9 

(IGD – SF9) (Pontes & Griffiths, 2015), the scale has a coefficient alpha reliability of .93. 

The second tool is the Big Five Inventory (BFI) (Rammstedt & John, 2007), with coefficient 

alpha reliability of .83 and a demographic information form. 

 

Procedure 

The initial steps of this research involved the collection of the data and forming a rapport 

with the participants. The age group of the participants ranges from 13 – 19 years. It was 

brought to participants' notice that their participation in this study is voluntary. They were 

told that they could refuse to take part in this study or stop whenever they felt uncomfortable. 

The participants were then instructed to fill the demographic details, and instructions were 

given. It was ensured that they understood all the items in the questionnaire. Later the 

participants’ responses were scored according to the scoring given in the respective 

questionnaires. In the present research, the mean and standard deviation of the Internet 

Gaming Disorder Scale with the Big Five Inventory were calculated. For testing the 

significant difference in the personality of adolescents who play online games, a t-test was 

conducted. To ascertain if there was any major difference in the personality of adolescents 

with respect to gender, one-way ANOVA was used. 

 

RESULTS 

Table 1: Showing the overall mean for IGDS9-SF 

 N Minimum Maximum Mean Std. Deviation 

IGDS9-SF 402 9 40 16.17 6.611 

 

Table 2: Showing the mean (SD) and t-score of participants with low risk of IGD and high 

risk of IGD with respect to Big Five Personality Dimensions. 

 IGD   

 Low risk of IGD 

(N = 241) 

High risk of IGD 

(N = 161) 

T Df 

Extraversion 26.97 

 (4.86) 

26.03  

(4.91) 

1.88 400 

Agreeableness 33.56  

(5.40) 

32.40  

(5.87) 

2.04** 400 

Conscientiousness 29.31  

(5.20) 

28.20  

(5.44) 

2.04** 400 

Neuroticism 24.56  

(5.98) 

24.16 

 (5.65) 

.66 400 

Openness 36.11  

(4.76) 

35.27 

 (4.95) 

1.70 400 

Note. ** =   p ≤ .05.  Standard Deviation appears in parentheses below means. 

 

The above table showing the mean, standard deviation, and t values of the participants with 

low risk of IGD (N = 241) and high risk or IGD (N = 161) on the Big Five Personality 

dimensions. The statistical significance was tested on .05 levels. Hence, there was a 

significant difference in the levels of agreeableness and conscientiousness. 
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Table 3: Showing the Factorial Analysis of variance for Big Five Personality dimensions 

with respect to Gender and IGD 

 Df F Sig. 

Extraversion    

Gender 1 .15 .69 

IGD 1 2.62 .10 

Gender*IGD 1 .00** .98 

Agreeableness    

Gender 1 .81 .36 

IGD 1 2.61 .10 

Gender*IGD 1 .00** .96 

Conscientiousness     

Gender 1 5.59 .01** 

IGD 1 7.15 .00** 

Gender*IGD 1 .02** .87 

Neuroticism    

Gender 1 23.27 .00** 

IGD 1 .41 .52 

Gender*IGD 1 3.94 .04** 

Openness    

Gender 1 2.19 .13 

IGD 1 1.32 .25 

Gender*IGD 1 .11 .73 

Note. ** = p ≤ .05. 

 

The above table showing the factorial analysis for personality dimensions. With respect to 

gender and IGD. No significant difference was observed in personality dimensions 

(Agreeableness, Extraversion, and Openness). But there was a significant difference in 

conscientiousness with respect to IGD and gender. There was also a significant difference in 

neuroticism with respect to gender, and interaction between gender and IGD has also 

implicated a significance difference in neuroticism.  

 

Table 4: Showing the Mean and Standard Deviation for males and females' participants 

with a low and high risk of IGD on the Big Five Personality Dimensions. 

 Males (N = 213) Females (N = 189) 

Low risk of 

IGD (N = 97) 

High risk of 

IGD (N = 116) 

Low risk of 

IGD (N = 144) 

High risk of 

IGD (N = 45) 

Extraversion 26.84 

(3.65) 

25.97 

(4.94) 

27.06 

(5.53) 

26.18 

(4.89) 

Agreeableness 33.22 

(4.83) 

32.25 

(6.11) 

33.80 

(5.76) 

32.78 

(5.25) 

Conscientiousness 30.07 

(5.51) 

28.61 

(5.58) 

28.79 

(4.93) 

27.16 

(4.96) 

Neuroticism 22.05 

(4.98) 

23.67 

(5.69) 

26.25 

(6.01) 

25.42 

(5.42) 

Openness 35.54 

(5.37) 

35.10 

(5.35) 

36.50 

(4.28) 

35.71 

(3.72) 

Note. Standard Deviation appears in parentheses below means.  
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The above table showing the mean and standard deviation for male and female participants at 

low and high risk of IGD with respect to big five personality dimension. 

 

DISCUSSION 

Table 1 shows the overall mean for the IGDS9-SF, with (N=402) the mean is 16.17 with 

standard deviation being 6.611. The participants were classified on the basis of the mean; 

those scoring lower than the mean score was categorized as low risk of IGD. And those 

scoring higher than the mean score were categorized as high risk of IGD. 

 

Table 2 shows the t scores for the participants who are at low risk of IGD (N = 241) and high 

risk of IGD (N = 161). The mean score is given in the table with (SD in parentheses). The 

statistical significance was tested on .05 level. It is found that there is a significant difference 

in the level of "Agreeableness" and "Conscientiousness" of participants who play online 

games. With participants having a low risk of IGD scoring higher than participants having a 

high risk of IGD, scoring lower on "Agreeableness" and "Conscientiousness." It is also found 

that the level of agreeableness decreases as the level of IGD increases.  

 

Table 3 shows the factorial analysis of variance for personality dimensions; Extraversion, 

Agreeableness, Conscientiousness, Neuroticism, and Openness. With respect to gender and 

IGD. The statistical significance was tested on .05 levels. No significant difference was found 

on personality dimensions (Extraversion, Agreeableness, and Openness), with respect to 

either gender or IGD. But a significant difference is found on conscientiousness with respect 

to IGD (.00) and gender (.01). On neuroticism, there is a significant difference with respect to 

gender (.00), and interaction between gender*IGD (.04) is also implacable in significance 

difference.  

 

Table 4 shows the descriptive statistics of Anova, with a mean and standard deviation of 

males and females’ participants on the five personality dimensions. 

 

CONCLUSION 

Throughout analyses of data, it was found that there was a significant difference in the level 

of agreeableness and conscientiousness among participants who play online games. With 

participants having a low risk of IGD scoring higher than participants with a high risk of IGD 

on agreeableness. Whereas, it was also found that there is a significant difference in 

conscientiousness with respect to gender and IGD. And a significant difference in 

neuroticism with respect to gender only. But the interaction between gender and IGD shows 

significance. 
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