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Gaming addiction and its effects on mental health 

Vidhi Tandon1* 

ABSTRACT 

The overarching goal of the video games is to supply the end-users by denotes of interactive 

systems that square measure currently existent across varied platforms like laptop computer, 

mobile phones, tablets and game consoles. Player unknown's battlegrounds (PUBG) may be a 

multiplayer on-line game. The addiction of PUBG is soaring worldwide and it's thick user-

base. It's recommended that inhuman attitudes like lack of fellow feeling and war-related 

sentiments square measure seemingly to emerge among youngsters World Health 

Organization play aggressive and violent games like PUBG. World health organisation (who) 

acknowledged on-line play compulsion as a grave musculature health quandary. A number of 

the well-known repercussions of enjoying PUBG computer game square measure ocular 

perceivers strain, exhaustion, headache, obesity, poor quality of slumber, insomnia, 

withdrawal symptoms (rage and irritability) and even substance abuse as a result of 

compulsive disorder. This game craze is haplessly triggering world’s adolescent population to 

speculate their valuable juncture, mazuma and energy in an exceedingly no-return business, 

and consequently desires imperative measures. 

Keywords: Internet Gaming Disorder, Mental Health, Players Unknown Battlegrounds 
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he growing digital world has transmuted the method we tend to optically recognise 

the planet. During this digital world, vice may be a overriding prospect; the vice 

business is likewise activated by the equivalent. The net world has remodelled into a 

noble ara} as vice is additional active nowadays than the other juncture and it's concretely 

known among teenagers and kids United Nations agency are hooked with it most of the 

juncture. In fact, the planet health organization (who) currently acknowledges ‘gaming 

disorder’ as a muscle system health condition within the international classification of 

diseases and has placed it within the same class as abuse and gambling addiction. Even 

finally these teenagers and kids haven’t ceased disbursement additional and additional 

juncture taking part in video games. It's even established to be additional problematic within 

the recent juncture, like during this case, wherever a 15-year-old from Bangalore, Asian 

nation is receiving treatment for his addiction to on-line game player unknown’s 

battlegrounds (PUBG). For those that don’t ken what exactly is PUBG, may be a in style 
game, player unknown’s battlegrounds or PUBG created in Dec 2017. PUBG, such associate 

degree exotic game, systematically associate degree astronomically huge range of people 
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plays this game each hour. Nevertheless at a similar juncture, a artefact is not right. Habit-

forming nevertheless most distinguished, PUBG has its disadvantage. The sport is 

continuously driving negative result due to its execution and hacks or region lockup. 

However, that's a product flaw. Individuals area unit celebrating that it’s arduous to fly out 
of the vice zone no matter whether or not they don't seem to be taking part in. This game 

overwhelms their psyches and makes them think however laborious it's to measure within 

the actual world. This is often thought-about dependence that's merely influencing the final 

population to travel overwrought. Being therefore habit-forming to a computer game may be 

awful for your general eudemonia prompting sure psychological problems. Following area 

unit the negative effects of being a computer game addict. 

 

Health Problems: If child spends the majority of his free energy in playing computer games 

and skips dinners as a supposititious succedaneum loses rest due to over game play, a video 

game addiction can negatively impact his health.  Kids or even youths who go through over 

two hours per day afore a TV or computer games in lieu of taking part in the physical 

kineticism may experience the ill effects of obesity.  What's more, it can likewise prompt 

such medical issues as backaches, headaches, ocular perceiver fatigue and carpal tunnel 

syndrome--pain and numbness that your kid may feel in his wrists, hands, shoulders and 

elbows. 

 

Increased Aggression: There may video games that are super violent and have violent 

actions/scenarios lead to be desensitized to the violence making the player addictive.  As per 

a study, players who become engrossed in first-person shooter-style video games, for 

example, he/she might adopt those actions and scenarios that may engender a detached view 

of society as a supposititious succedaneum develop aggressive noetic conceptions and 

tendencies. 

 

Poor Performance: Playing video games for a long juncture can negatively affect the 

performance at work/ school as they incline to play this game for a long juncture, sometimes 

all night.  Doing this regularly might lead to sleepless nights, having quandaries paying 

attention and have lower test/work scores than other children/colleagues who don’t spend as 

much juncture in front of a television or video game console. 

 

The Positive & the Negative 

Online video vice has become one in all the world’s most well liked leisure juncture 

activities among youth. Analysis has systematically shown that vice will bring several 

positive advantages together with therapeutic, medical, health, cognitive, and academic 

advantages. However, for a tiny low minority, vice is problematic and doubtless habit-

forming. One in all the foremost fashionable games at the juncture of indicting is player 

unknown’s battlegrounds (PUBG), a winner-takes-all team game galvanized by the Japanese 

film, Battle Royale. A lot of specifically, in every game, PUBG parachutes a hundred 

players on to a virtual island wherever groups off our fight one another to death till only 1 

team is left alive. It had been formally launched in Gregorian calendar month 2017 and may 

be vie on each vice consoles and sensible phones and has prevailed downloaded over a 

hundred million times on the Google play store. At present, the sport has over thirty million 

daily active users globally and is incredibly fashionable in Asian country —the country of 

focus within the gift letter. A marketing research survey conducted among 1047 Indian 

gamers reportable that PUBG was the foremost fashionable game (62%) followed by the 

games free fireplace (21%) and period (8%). 
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Impact 

1. Despite the recognition of recreation in Asian nation, there have prevailed no 

dedicated studies on the negative psychosocial impact albeit there have prevailed 

studies that have enclosed Indian gamers. 
2. As a part of psychology evaluations of the properties of recreation disorder 

assessment instruments.  

3. In multi-country recreation samples however not as well as any breakdown of 

individual country characteristics or variables.  

4. As a part of studies examining problematic web use and/or web addiction however 

with very little or no info on Indian recreation except to verbally categorical that 

recreation comprised one in every of the applications used among those experiencing 

problematic web use.  

5. Whereas there are some case study accounts of problematic recreation within the 

medical and psychological literature spanning over thirty five years, there have not 

prevailed any revealed cases within the medical or psychological literature involving 

Indian gamers. 

 

Cases 

However, based on media reports, case studies of problematic gaming in India have been 

highly common over the past few months, particularly in relation to PUBG gaming.  The 

Indian print media has arguably vilified the game and has attempted to link the game with a 

wide range of negative psychosocial impacts.  Eight very recent cases are highlighted below: 

 

Case 1 - Exam failure: An adolescent unnamed Indian boy from Karnataka (a south western 

state) who had secured distinction in his secondary school leaving certificate exam allegedly 

became so addicted to the PUBG online game that he stopped studying.  In his pre-

university economics exam, all he was able to indite was how to download and play PUBG.  

In an interview he verbally expressed: bi was studious, but got attracted towards PUBG as it 

was entertaining, and anon got addicted to it.  Sometimes I even bunked classes to play the 

game and sat in the nearby garden. 

 

Case 2 - Running away from home: A 15-year-old Indian boy ran away from his Patel 

Nagar home in Delhi (North India) on march 11.  The boy’s father claims his son was brain 

washed by his online PUBG teammates.  A preliminary investigation by the police reported 

that he was chatting with someone on PUBG and that the most recent messages verbally 

expressed he would continue chatting utilizing a different screen name.  At the juncture of 

inditing , the boy  had still not returned home. 

 

Case 3 – Hospitalization: A fitness trainer from Jammu and Kashmir (a state in northern 

India) allegedly became addicted to playing PUBG and was admitted to the hospital after he 

commenced hitting himself after completing one of the rounds and injured himself.  The 

doctors treating him claimed the man was mentally unbalanced and that his mind is 

consummately under the influence of the ‘PUBG’ game. According to the news report, this 

was the sixth such case in Jammu and Kashmir.  As a consequence, local residents had 

appealed to governor to get such life-threatening online games banned in both the state and 

the country. 

 

Case 4 - Drinking Acid instead of water by mistake: A adolescent adult from Chhindwara 

(in the central Indian state of Madhya Pradesh) was allegedly so engrossed in playing PUBG 
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that he drank acid cerebrating it was a bottle of dihydrogen monoxide.  He underwent a 

successful intestinal operation performed by Dr.  Manan gogia and has since recovered. 

 

Case 5– Suicide attempt: In an incident from Nashik (in the northwest region of 
Maharashtra), a 14-year-old boy, , allegedly attempted suicide in a fit of anger by consuming 

poison after his mother took away his mobile phone because she did not progressively will 

him to play the PUBG game by virtue of he was spending so much time on it. 

 

Case 6-  Suicide : An unnamed 18-year-old teenager from Kurla(in Mumbai, Maharashtra), 

described as a PUBG game enthusiast, committed suicide after an argument with his family 

members about him wanting to buy an sumptuous smart phone to play PUBG.  His family 

refused to buy the smart phone for him and he became so distraught that he hung himself 

from the ceiling fan in his family’s kitchen. 

 

Case 7- Death: An unnamed 20-year-old man from Jagitial, Telangana (in the center-south 

stretch of the Indian peninsula) was hospitalized in Hyderabad (also in Telangana) with 

earnest neck pain after playing PUBG for 45 days and then died while undergoing treatment.  

It was claimed in both newspapers and on a social media video made by his roommate that 

the nerves surrounding his neck were damaged after playing PUBG perpetually.  However, 

Doctors (of bristlecone hospital, Barkatpura, Hyderabad) later verbally expressed his death 

was due to a earnest illness (although no details as to what the earnest illness were given). 

 

Case 8 – Death by train: Two adolescent Indian men were so engrossed playing the PUBG 

game near some railway tracks that they were killed by a train at the khat kali by pass in the 

Hingoli district of Maharashtra (a state in the Indian western peninsular). 

 

Other media stories have reported different psychosocial impacts of playing PUBG 

including a man (who may as a supposititious succedaneum may not have prevailed Indian) 

who left his enceinte wife by virtue of his addiction to PUBG.  His constant playing of 

PUBG has caused arguments with his wife, and he had prevailed neglecting his job as a 

consequence of his PUBG playing.  Other stories have endeavoured to link PUBG playing 

with extreme acts (e.g., Delhi teen, who killed family, was addicted to online game; Indian 

express 2019) but the act (in this case, the killing of three members of his own family) has 

little (or nothing) to do with the playing PUBG. 

 

In December 2018, PUBG was banned along with eight other games (including fortnite) by 

china’s online gaming ethics review committee by virtue of the game’s alleged negative 

psychosocial impact on Chinese youth (new Indian express 2019).  In India, the local 

governor of Jammu and Kashmir withal endeavoured to get the life-threatening game 

banned because of all the negative coverage PUBG had prevailed given in the Indian press 

(new Indian express2019).  The Bombay high court has withal interrogated the Indian union 

government to take action against PUBG mobile by virtue of a public interest litigation (pil) 

filed by an 11-year-old boy in Mumbai and his mother based on the argument that the game 

promotes violence, aggression, and cyber bullying. The game has withal faced potential bans 

in Gujarat (including the cities of Rajkot, Ahmedabad, and Himmat nagar city) and Tamil 

Nadu state, and Goa’s information technology minister is seeking for banning PUBG by 

virtue of the alleged negative impact on children’s educational studies, as well as apparent 

(and unspecified) detrimental health and psychological effects.  In reaction to all the 

negative media attention, PUBG mobile introduced a so-called  healthy gaming system 

which prevents individuals from playing more than 6 h a day (although there is no update on 
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the efficacy of such a system), and they are withal in constructive dialogue with relevant 

authorities so that game prohibitions can be reversed.  A pil has withal prevailed filed by the 

internet freedom foundation in Gujarat high court against the banning of PUBG and has 

argued that such bans violate articles 14, 19, and21 of the Indian constitution. 
 

PUBG’s Potential 

Currently a $290 million (rs2, 070 crore) business, India’s vice business is going to be price 

over $1 billion with a hundred ninety million games by 2021, a KPMG study estimates. 

Already, Indian gamers created in-app purchases price $19. Sixty-five million within the 

year ending February 2017, and over seven in ten PUBG players were creating purchases for 

players’ attire and weapons at intervals the app as of late last year. Moreover, simply 

enjoying isn’t a draw. PUBG streaming, particularly within the native language, has become 

a profitable business. “Before PUBG I had around 17k subscribers on youtube. As sugar 

apple as I commenced streaming PUBG mobile, it took Pine Tree State 50-60 days to 

achieve around 70k subscribers,” Rahul Panday World Health Organization posts PUBG 

games streams in hindi on his channel goldy hindi vice, told digit. Now, Panday has over 

two hundred,000 subscribers. And he’s not alone: twenty-two-year-old Naman Mathur with 

the youtube game streaming channel mortal optically discerned his subscriber base 

skyrocket from some 300-odd subscribers in august 2018 to over 995,000 subscribers by this 

month. Additionally, competitions supply players an expert platform to contend, giving 

handsome rewards. As an example, within the in progress PUBG mobile Asian country 

series 2019 tournament, that incorporates a pool of rs1 large integer, the highest ten groups 

bag money prizes and also the winning team takes home rs30 100000. 

 

Clinical Diagnosis 

Behavioural addictions, like on-line gambling addiction, have usually prevailed categorised 

either among the frameworks of impulse management disorders or substance dependencies. 

To date, criteria developed for the designation of on-line gambling addiction in empirical 

studies have prevailed supported either the standards for pathological gambling or the 

standards for substance dependence. Per the official designation, pathological gambling is 

associate impulse management disorder not otherwise specifies. The most characteristic of 

impulse management disorders is that the “failure to resist associate impulse, drive, or 

temptation to perform associate act that's harmful to the person or to others”. Another 

approach to assessing on-line gambling addiction is that the reliance on the official criteria 

for substance dependence or the dependence syndrome. The discriminative options of 

substance dependence embody “a cluster of psychological features, behavioural, and 

physiological symptoms indicating that the individual continues use of the substance despite 

important substance-related issues. The relevant diagnostic things for substance dependence 

square measure conferred. Unlike pathological gambling, a designation for substance 

dependence needs the presence of the individual criteria among a amount of 12months. 

Thus, criterion to designation that's relevant for the identification no real pathology. 

Moreover, another main identifying feature is that the absence of a withdrawal criterion 

within the case of pathological gambling relative to substance dependence. Consequently, 

for pathological gambling, the particular activity of participating within the doubtless 

maladjustive behaviour takes a first-rate role over the other attainable negative consequences 

the engagement could end in. Typically, the reliance on substance dependence criteria is 

employed for the classification of behavioural addictions. With behavioural addictions like 

on-line gaming-addiction, no psychedelic substances square measure eaten. Instead, the 

psychedelic result results from organic chemistry changes within the body. This square 

measure triggered by reward able activities that square measure then engaged in too. Given 
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the variability of potential classification frameworks for on-line gambling addiction, it seems 

to be crucial to judge each on an individual basis. For this purport, a literature review was 

undertaken. The precise aims of this review were to 

1. Gift the classification basis of on-line gambling addiction utilizing frameworks of 
formally recognized mental disorders as printed within the current versions of the 

diagnostic and applied mathematics manual for mental disorders DSM-IV and 

therefore the international classification of muscle system and behavioural disorders 

icd-10. 

2. Establish up to date empirical studies that assess on-line gambling addiction in 

youngsters and adolescents. 

3. Gift and assess their findings against the background of the established official 

criteria. For this purpose, the empirical studies known from this scientific cognizance 

base are going to be delineated and evaluated. 

 

CONCLUSION 

The results of this study showed that there's an immediate relationship between physical 

health, anxiety and depression with pc games addiction. However, the connection of 

addiction to pc games and good-time pathology was significance and inverse. The results 

showed that rotund students were additional interested in pc games. In different words, 

taking part in additional pc games because adolescents to remain home, that result in their 

lack of activity and obtaining fat. This is often thought of as a biological quandary. 

Psychological dimension, it looks that pc games have a negative relationship with 

musculature health of adolescents and have an immediate result on their violent behaviour, 

anxiety; depression and isolation of these adolescents UN agency play these games. The 

results of pc games on psychological health of individuals and severity and significance of 

that depends on factors like level and intensity of violence within the game, the power of 

player in differentiating virtual world and authentic world, player's facility to inhibit their 

needs and motivation, the values square measure they’re} spoken with as a supposed 

substitute living with and nonetheless values that are within the context and content of the 

games. Anxiety was one in every of doable outcomes of pc games, that could be a study by 

researchers. Studies showed that pc games will increase players' heart beats to level quite 

their body request. The current study nonetheless, we tend to found an immediate vital 

relationship between addiction to pc games and anxiety. It additionally showed a major 

relationship between the game-type and presence of others within the game location with 

good-time skills of adolescents. Choosing home because the place of game had significance 

negative relationship with good-time skills and people adolescents UN agency were largely 

taking part in reception, had less good-time adroitness. However, within the gift study, there 

was AN inverse relationship between addiction to pc games and good-time pathology. It 

denotes that because the addiction to pc games will increase, good-time pathology can 

decrease. The aim of his study was to seek out if pc games have good-time effects. The 

results showed that violence and aggression in students UN agency vie these games was 

above those that didn't play. Withal, good-time participation of scholars UN agency was 

taking part in pc games was low. The first issue noticed in most studies likewise because the 

gift study is that the disorder generally health of players. Studies show that taking part in an 

excessive amount of pc games causes physical damages and will increase anxiety and 

depression in players. Several studies show that the majority adolescents UN agency square 

measure dependent on pc games have high heart beat and vital sign because of an excessive 

amount of joy and stress. Most of these UN agencies involve in these games don't notice the 

juncture passing and even forget to victual. It looks that making a cause and result 

relationship between pc games and physical health or additional typically verbalizing, cause 
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and result relationship between addiction to pc games and musculature and physical health is 

simplification of the topic. There square measure sundry causes for correlation between 

addiction to pc games and physical health, anxiety and depression. 

1. First, addiction to pc games will cause disorder in physical health, increase anxiety 
and depression. 

2. Second, it's doable that disorder in physical and musculature health cause folks to 

urge interested in pc games. 

3. Third manner is that each addiction to pc games and disorder in physical and 

musculature health square measure created because of the results of different factors.  

 

Considering associations between taking part in pc games and physical and musculature 

disorders, the negative effects of those games square measure rudimentally associated with 

the games and their nature. Consequently, some pc games are often constructive, whereas 

others will have damaging effects on children's body and mind. Consequently, we must 

always settle for anyway that pc games like several different development of technology age 

have found their thanks to our children's and our lives. If we tend to increasingly can to 

ignore them and deprive our youngsters taking part in them, we tend to build them 

additional needing to access them and if they can't play games reception, they'll attend their 

friends, if they can't play there, they'll attend net restaurant and places they will notice pc 

games. On the opposite hand, if we tend to increasingly can to depart our youngsters on their 

own during this field, phrenic, psychological and physical risks threat them. So, folks and 

authorities in cultural and academic fields ought to have acceptable plans to produce 

opportune involvement of youngsters in these games and during this regard, we must always 

manufacture games that square measure supported our culture. Moreover, it's overriding to 

forestall import of damaging and harmful games to the country that could be a responsibility 

of authorities. Withal, earnest supervising on youngsters’ involvement with pc is required at 

home; particularly their involvement with pc games and oldsters ought to teach their 

children the opportune culture of taking part in games. In fact, one in every of main worries 

regarding pc games, considering their wide usage among adolescents is that these games 

could engender a additional engaging atmosphere compared faculty to high school to high 

school works and interfere with school and academic performance of youngsters. It's 

conspicuous that if youngsters pay all their juncture out of faculty to pc games and neglects 

different activities which can be helpful from the good-time viewpoint or for his or her 

cerebrating, it'll not be favourable. Additionally, the novelty of this development demands 

variant curiosities and researches. 
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