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ABSTRACT 

Internet gaming is very popular in India. Heavy gaming affects the mental and physical health 

of the gamers. An insight into the risk factors can provide a better understanding in the etiology 

of internet gaming disorder. This study aims to find out the association of Internet Gaming 

Disorder with Personality traits among Indian Adolescents. 
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ndia has the world largest gamers base of about 160 million players (Majumdar, 2020). 

According to report, gaming industry in India has grown from 2 million gamers in the year 

2016 to 90 million gamers in the year 2019 (Gupta & Mathur, 2020). Annual growth of 

gaming industry is expected to be 38% (Farooqui, 2022). The amount paid for playing online 

games has reached approximately INR 160 billion (KPMG, 2020). Apart from the physical 

and mental health hazards, the gamers are facing legal and criminal proceedings (Kurian, 

2021). The Indian Government has also started recognizing the seriousness of internet gaming 

addiction (Ministry of Education, 2021). There are various news stating suicidal attempt of 

youngsters due to financial loss during online gaming. (Sidhu, 2020; Bhat, 2022; Riza, 2022). 

There is also a recommendation to government that they should form a clear regulation for 

gaming sector (Hazarika, 2023). Heavy gamers tend to show symptoms like substance 

disorder (Young, 1998) having comorbid with various other mental health issues like 

depression, anxiety, sleep disturbances, poor interpersonal relationship, poor academic scores, 

loss of job etc. (Greydanus & Greydanus, 2012) (Huang et al.,2020). The diagnostic and 

statistical manual of mental health disorder (2013) has also included internet gaming disorder 

as a condition for further research (Petry et al., 2014). International classification of diseases 

(ICD-11), has also included it as a disease (WHO, 2018). The prevalence of internet gaming 

disorder in Asia ranges from 1.6% to 18.4% (King et al., 2020, Chia et al., 2020., Mak et al., 

2014). The prevalence of IGD among college students in the state of Haryana in India is 12% 

(Ranga et al., 2023). 

 

Personality plays an important role in the development of internet gaming disorder. 

Personality includes all characteristics and traits that a person possesses. Personality is 

relatively a stable trait that can’t be changed overnight. There are different theories that talk 

 
1Assistant Professor (Psychology), Govt. College, Raipur Rani, Panchkula 
2Assistant Professor (Psychology), Govt. P. G. College, Sector-1, Panchkula 

*Corresponding Author 

Received: August 13, 2026; Revision Received: August 28, 2026; Accepted: September 03, 2026 

I 

mailto:chahal.sumita@gmail.com


Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1547 

about various personality traits. According to Cattell, there are 16 key personality traits which 

are present in all individuals varying in degrees. Cattell & Mead (2008) developed 16PF to 

measure personality. According to Sigmund Freud, personality depends upon basic instincts 

like food, sex, thirst. He talked about the unconscious aspect of mind which is majorly 

responsible for development of personality. Also, he emphasized on early childhood 

experiences (De Sousa, 2011). According to Eysenck, biological factors also determine 

personality. He proposed that personality revolves around different behavior that can be 

represented on two dimensions: Extroversion and Introversion, Neuroticism and Stability. 

Carl Jung also proposed the theory of personality. He talked about inherited factors that 

influence one’s way of thinking which in turn help to develop the personality type. He talked 

about four functions which are sensing, intuition, feeling and thinking (Matthews & Gilliland, 

1999). One of the recent theories of personality is popularly known as Big 5 proposed by J.M. 

Digman. This theory states that personality is built up of five major factors or traits which are 

popularly known as OCEAN which is Openness, Conscientiousness, Extraversion, 

Agreeableness and Neuroticism (Mccrae & Costa, 1999).  

 

Researchers are focusing on studying the personality traits that predict the problematic gaming 

behavior. Lai et al. (2013) concluded that adolescence is a very crucial part of human life and 

is more susceptible to internet attraction which results in negative health consequences. They 

also concluded that adolescents are facing time management problems, withdrawal symptoms, 

poor performance, social problems and they substitute the internet for reality. Internet 

addiction is negatively impacting Adolescents on both physical and psychosocial health 

aspects. Poor sleep patterns are reported by heavy internet users. The adolescents suffering 

from internet addiction also show signs of depression, ADHD and social anxiety. Burleigh et 

al. (2017) revealed the positive association between gaming avatar and depression. Further, 

the results show that depressed adolescents are more vulnerable to internet gaming disorder. 

Gervasi et al., (2017) published a literature reviewed Internet gaming disorder and personality 

traits relationship in last 10 years (2007-2016). Neuroticism is an important characteristic in 

developing internet gaming disorder. Low conscientiousness and low extraversion are 

considered as a predictor of internet gaming disorder (Müller et al., 2014) (Braun et al., 2015). 

Agreeableness and extraversion are negative predictors of gaming addiction (Peters & 

Malesky, 2008). Several other personality traits within the Big five model were also examined 

such as sociability, cooperativeness and self-directedness and found a negative correlation on 

all these three traits with internet gaming disorder. Also, it suggests a positive association 

between dysfunctional impulsivity, aggressiveness, low self-regulation and gaming addiction. 

Neuroticism seems to be a consistent factor among internet gamers as they use gaming as a 

coping strategy to keep themselves away from any kind of negative thoughts and stressful 

events (Wittek et al., 2015). As the person who is low on agreeableness and highly competitive 

can predict longer time to play games and achieve various levels of the game one by one (de 

Hesselle, 2020).  

 

Introverts are not inclined towards gaming activity rather than extroverts as they consider it 

to be the means of overcoming their loneliness (Braun et al., 2016). The people who score low 

on conscientiousness are more persistent towards gaming activity. Also, addictive gaming is 

influenced by openness to experience (Akbari et al., 2021). According to Cole & Hooley 

(2013) aims to check the clinical factors, personality correlates and motivational factors for 

problem internet gamers and confirmed non significance between problem and controlled 

group on two factors i.e., Openness to Experience and Agreeableness and significant 

correlation among problem gamers and high neuroticism, low extraversion, and low 

conscientiousness. Both neuroticism and anxiety are highly correlated with internet gaming, 
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but anxiety is the key factor in understanding the problem of internet users. The results 

confirmed that problem gamers were less conscientious, more introverted, and more neurotic. 

González-Bueso et.al (2018) tries to find out IGD symptoms and personality correlates of the 

adolescents. The patient group showed high scores on several personality correlates like Self-

Devaluation, Introversion, Inhibition, Identity Confusion. The patient group, if compared with 

the controlled or healthy group showed higher scores on introversion, poor self-esteem, and 

more insecurity in relationships with friends and family. IGD group scored high on inhibition 

which reflects that the subjects are more anxious and avoid threatening situations. IGD group 

remain isolated from reality and remain engulfed in gaming activity and often try to build 

online social relations rather than real ones. Şalvarlı & Griffiths (2019) confirmed that 

Extraversion is negatively correlated with Internet Gaming Disorder. The   individuals who 

score high in extraversion are having less chance to develop internet gaming disorder.  On the 

contrary, the individuals who score high on introversion have more chances to develop 

internet gaming disorder. To overcome the feeling of loneliness and poor social relationships, 

they try to compensate for it by playing online games.  

 

Individuals who scored low on conscientiousness are more likely to indulge in internet gaming 

activity (Chew, 2021). Such individuals are less competent, have poor self-discipline and they 

are more likely to indulge in virtual gaming activity. However, the individual who scores high 

on conscientiousness also sometimes indulge in gaming activity to improve their skills. In 

addition to these, no relationship was found between conscientiousness (Collins et al., 2012). 

Therefore, the trait conscientiousness showed contradictory findings. Neuroticism showed 

positive correlation with Internet Gaming Disorder (Evren et al., 2018) (Akbari et al., 2021). 

The individuals high on neuroticism are emotionally unstable. They tend to play more to 

overcome the feelings of insecurity and to escape the problems (Widiger & Oltmanns, 2017). 

Neuroticism is also associated with impulsivity (Valero et al., 2014) (Lee-Winn et al., 2016). 

The study has shown a positive correlation between negative valence (Charlton & Danforth, 

2010), detachment, and negative emotionality with internet gaming disorder (Laier et al., 

2018). 

 

Adolescence period is a very crucial stage of human development (Christie, 2005) and is also 

termed a stage of storm and stress (Hall, 1904). Cognitive, emotional, and physical changes 

take place in this stage (Yurgelun-Todd, 2007). Adolescents are often very curious about their 

surroundings and want to explore. Adolescents of age 15-16 years are a vulnerable population 

to be affected by internet addiction (Karacic & Oreskovic, 2017). Predictive factors of internet 

gaming in adolescents include personality traits, low self-esteem (Sevelko et al., 2018), and 

temperament (Seong et al., 2019). Loneliness, self-esteem and social anxiety are not 

associated with gaming disorder (Kircaburun, et al., 2018). Internet addiction resulted in 

negative health consequences. Adolescents faced time management problems, withdrawal 

symptoms, poor performance, educational, social problems and other important aspects of life 

(WHO, 2022). Often, they substitute the internet for reality. Internet addiction is negatively 

impacting adolescents in both physical and psychosocial health aspects Poor sleep patterns 

are reported by heavy internet users. Inactivity or less physical activity among internet users 

eventually results in health problems like obesity, etc. (Byeon et al., 2022). Personality traits 

are considered important factor in the development and sustaining online gaming (Mihara & 

Higuchi, 2017). Furthermore, many personality traits are highly associated with gaming 

addiction (Carbonell & Oberst, 2018). 

 

There is a pertinent difference in personality traits of non-gamers and problematic gamers. 

Low scores on conscientiousness and openness to experience were also significantly linked 



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1549 

with gaming addiction (Wang et al., 2015). Wittek et al., (2016) Norwegian game players 

were also positively associated with neuroticism and negatively associated with 

conscientiousness. Hesselle et al., (2020) confirmed positive and negative links among 

different gaming motives and various personality traits. Agreeable, extroverted, conscientious 

gamers tend to play less. A low score on conscientiousness is a good predictor of pathological 

internet gaming (Reyes et al., 2019; Bouna-Pyrrou et al., 2018). Braun et al. (2016) compared 

the personality profile of addicted gamers, regular gamers, and non-gamers. Low level of 

neuroticism is found in regular gamers. Personality traits play a critical role in contributing to 

vulnerability of internet gaming addiction. Extraversion and openness to experience had a no 

or zero association with online gaming (Liao et al. 2020; Salvarh & Griffiths, 2019), and no 

significant differences were found in the dimensions of agreeableness between problematics 

and non- problematic gamers (Dieris- Hirche et al., 2020). Tolerance, Excessive Time Spent, 

Regulation Damage, Compulsive Use, and Continued Use despite Side Effects subfactor 

scores were also significantly higher among gamers than non-gamers (Kim et al., 2022).  

 

Players with neurotic tendency behave violently after playing to violent video games (Markey 

et al., 2010) or vice versa as players exposed to violent games score high on neuroticism 

(Chory et al., 2010). Such players also score low on agreeableness and conscientiousness traits 

(Markey et al., 2010). Neurotics seems to be more addicted to online gaming (Lee-Winn et 

al., 2016). Neurotic people likely to use gaming as a defense mechanism of handling or 

controlling negative thoughts or mood (Mehroof et al., 2010) or avoiding a particular situation 

or problem (Wittek, 2016). Neuroticism is allied with impulsivity also (Costa & McCrae, 

1992) which may further lead to the development of IGD (Sharma et al., 2020). Internet 

Gaming Addiction (Liao, 2020) was significantly and positively linked with neuroticism and 

negatively with conscientiousness and represents a general health risk factor. Personality traits 

like openness, agreeableness, and extraversion do not contribute to the development of. Highly 

educated married adults were more likely to have IGD which is contrary to many studies 

reporting high prevalence of IGD in single (Mallorquí-Bagué, 2017) due to loneliness. Highly 

neurotic individuals find the real world threatening, they feel safe and situation under control 

in digital world (Muller et.al, 2004). Neurotic traits are the predictors for smoking (Soldz et.al, 

1993) and are associated positively with other psychological illnesses (Kotov et.al, 2017). 

Low conscientiousness indicates less commitment to personal goals, it is a predisposition to 

be disorganized, and trouble following schedule, hence, finds the digital environment more 

attractive. Consequently, keeping an eye on adolescents with high neuroticism or low 

conscientiousness may help prevent IGD (Muller et.al, 2014). Slightly significant correlation 

between low openness, agreeableness, and extraversion associated with Internet addiction 

(Wang, 2015). Gamers with low openness to experiences are less interested in exploring new 

activities. IGD patients spent more time and money on games than the non IGD group.  

 

The individuals scoring low on conscientiousness are unable to control the amount of time 

and money they spent on gaming (Laio, et al., 2020). No linkage is found between marital 

status and education between the IGD and control group. IGD can also be predicted by time 

and money (Rho et al., 2017). Gamers are unable to control the gaming time. Rho et al. (2017) 

showed that money and time spent on gaming are risk factors for IGD. Spending more time 

playing games online increases the risk of addiction (Hussain, 2012). Neuroticism is an 

important characteristic in developing internet gaming disorder. Other personality types i.e., 

extraversion, conscientiousness, openness to experience, and agreeableness are less disposed 

to IGD (Gervasi et al., 2017). Cole & Hooley (2013) measured personality correlates and 

motivational factors among problematic and non-problematic internet gamers. Problematic 

internet gamers scored significantly high on neuroticism and low on extroversion and 



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1550 

conscientiousness dimensions of personality than the non-problematic internet gamers. No 

statistically significant differences were found between the two groups of adolescents on the 

domains of openness to experiences (Terracciano et al., 2005). Low agreeableness is 

significant with violent game playing (Chory & Goodboy, 2011). 

 

The Big five model of personality is the commonly used classification method of personality. 

The five dimensions of personality i.e. Openness to Experiences, Conscientiousness, 

Extraversion, Agreeableness and Neuroticism have a significant effect on internet gaming 

disorder (Kayiş et al., 2016). Till now there has been very less studies to study the relationship 

of internet gaming disorder with personality (Hussain et al., 2012; Rho et al, 2108; Karaca et 

al., 2020). Moreover different tools were used to assess personality traits. Therefore, making 

the results difficult to compare. This study is an another attempt to investigate the relationship 

of internet gaming disorder with personality traits and further to evaluate the etiology of 

internet gaming disorder. 

 

Hypothesis 

The purpose of the study is to understand the association of casual factors of internet gaming 

disorder by studying its relationship with personality traits among urban males and females. 

 

The hypothesis are as follows: 

1. Is there statistical significant relationship between IGD and personality traits? 

2. Among the personality traits, which personality traits have significant impact on IGD? 

 

Sample 

For present study, a sample 200 students will be selected from different colleges and 

universities of Haryana State. The sample is chosen using stratified random sampling which 

includes the following pattern: 

Males Females 

100 100 

 

Both males and females are included in the sample. The age of the sample is ranging from 17-

20 years. The participants are assured that confidentiality will be maintained. Consent is taken 

from the participants. 

 

Tools: 

Internet Gaming Disorder scale, developed by Dr. Halley Pontes in 2015 is used for the study. 

It is the first standardized psychometric tool to assess the Internet Gaming Disorder, covering 

all the nine criterion of IGD. It is also known as IGDS9-SF. This test is extensively used for 

assessing Internet Gaming Disorder across different cultures. The test is found reliable and 

valid on Indian population (Pontes, 2017). The participants who scored more than 5 or more 

criterion out of nine would be considered having IGD. 

 

For measuring personality, we used Big Five Inventory by John, O. P., & Srivastava, S. 

(1999). It was a 44-item inventory. It measures an individual on the Big Five Factors 

(Dimensions) of Personality named as Neuroticism (N), Extraversion (E), Openness (O), 

Agreeableness (A) and Conscientiousness (C). 

 

Statistical Analysis: 

Prevalence of IGD is calculated on the whole sample using IGD scale. Correlational analysis 

was done on the population. Multiple linear regression analysis is also done determine the risk 
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factors in respect to personality traits. The statistical significance is set at p < 0.001 level. 

SPSS 16 version is used for all statistical analysis. 

 

Internet gaming measure relationship with personality (male and female) 

To study the relationship between internet gaming disorder and other variables such as 

extraversion, agreeableness, conscientiousness, neuroticism, openness to experiences, 

correlation analysis was performed on whole sample. Intercorrelations among all 5 tested 

variables, separately for urban male and female were analysed. 

 

RESULTS 

Graphical Presentation of Intercorrelation between internet gaming disorder with 

personality among males 

 
Figure represented that internet gaming disorder is positively correlated with all domains of 

temperament including negative affect (r = .64, p < .01), extraversion/surgency (r = .58, p < 

.01), effortful control (r = .58, p < .01) and orienting sensitivity (r = .71, p < .01) for the group 

of urban male adolescents. Value of correlation coefficient presented in the figure represented 

that internet gaming disorder is significantly negative correlated with negative affect (r = -.27, 

p <.01 level) and extraversion/surgency (r = -.56, p < .01 level), and non-significantly with 

two domains temperament i.e., effortful control and orienting sensitivity for the group of urban 

male adolescents. 

 

Graphical Presentation of Intercorrelation between internet gaming disorder with 

personality among females 
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Figure depicted the coefficient values of interrelationship between internet gaming disorder 

and domains of personality for urban female participants. There is a statistically significant 

relationship was found between internet gaming disorder and domains of personality for urban 

female participants. Proneness to internet gaming is negatively correlated with extraversion (r 

= -.72, p < .01), agreeableness (personality) (r = -.71, p < .01) and conscientiousness (r = -.38, 

p < .01), openness (personality). 

 

DISCUSSION 

After Covid-19, Internet gaming disorder has become more prevalent among the youths 

worldwide. People didn’t realise the potential side effects if internet gaming and fall prey to 

it. Excessive gaming leads to addiction-like symptoms among the gamers.  

 

The findings of this study indicates that 100 participants were males and 100 were females 

from both urban and rural backgrounds. After analysis the correlation tables, it can be 

concluded that internet gaming disorder is positively correlated with neuroticism and 

conscientiousness and negatively correlated with agreeableness, extraversion and openness 

variables of personality for male participants of current study. For female subjects, internet 

gaming disorder is positively correlated with neuroticism and conscientiousness and 

negatively correlated with agreeableness, extraversion and openness dimensions of 

personality. 

 

Therefore, we can fairly say for hypothesis no. 1 that internet gaming disorder is significantly 

related to personality traits. The personality traits like agreeableness, extraversion and 

openness are negatively related to internet gaming disorder. Also, the personality traits like 

neuroticism and conscientiousness are positively related to internet gaming disorder. The 

current study shows that there is a persistent relationship between personality traits and 

internet gaming disorder. The individuals with neurotic tendencies and low contentiousness 

are more likely to develop risk factors for internet gaming disorder later.  

 

Considering many studies these days related to personality traits and internet gaming disorder, 

we can fairly say that spending much time on gaming can lead to addiction. Further few 

specific personality traits have the propensity to cause internet gaming disorder. 

 

Limitations of the study 

The present study is based on small sample of 200 students. The study might not be 

generalised for the general population. The study does not include any other environmental 

factors that can lead to internet gaming disorder. The specific personality traits can be an 

indicator of internet gaming disorder but not the only factors. The current study only focuses 

on the personality traits and others factors are not taken into consideration. 

 

CONCLUSION 

In consistent to the findings of the study, specific combination of traits like neuroticism and 

consciousness are positively related to internet gaming disorder. The traits like agreeableness, 

extraversion and openness are negatively related to internet gaming disorder. The youth 

should be sensitized regarding the pros and cons of internet gaming disorder. They should be 

made aware of severe side effects and addictive nature. We should guide the youth to remain 

busy in some productive things rather than virtual world of gaming. Additionally, as we study 

the personality traits indicative of development of the disorder, we can use it as a primary or 

initial indicator for early detection of the disorder. As per the old saying, prevention is always 

better than the cure and we all should act before its too late. 



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1553 

REFERENCES  

Akbari, M., Bahadori, M. H., Milan, B. B., Caselli, G., & Spada, M. M. (2021). 

Metacognitions as a predictor of online gaming in adolescents: Psychometric 

properties of the metacognitions about online gaming scale among Iranian 

adolescents. Addictive Behaviors, 118, 106904. https://doi.org/10.1016/j.addbeh.2021

.106904 

Bhat, A. (2022). How fantasy sports apps are fuelling gambling addiction | India News -  

Bouna-Pyrrou, P., Aufleger, B., Braun, S., Gattnar, M., Kallmayer, S., Wagner, H., 

Kornhuber, J., Mühle, C., & Lenz, B. (2018). Cross-Sectional and Longitudinal 

Evaluation of the Social Network Use Disorder and Internet Gaming Disorder 

Criteria. Frontiers in psychiatry, 9, 692. https://doi.org/10.3389/fpsyt.2018.00692 

Braun, B., Stopfer, J. M., Müller, K. W., Beutel, M. E., & Egloff, B. (2016). Personality and 

video gaming: Comparing regular gamers, non-gamers, and gaming addicts and 

differentiating between game genres. Computers in Human Behavior, 55, 406-412. 

https://doi.org/10.1016/j.chb.2015.09.041 

Burleigh, T. L., Stavropoulos, V., Liew, L. W. L., Adams, B. L. M., & Griffiths, M. D. (2017). 

Depression, Internet Gaming Disorder, and the Moderating Effect of the Gamer-

Avatar Relationship: An Exploratory Longitudinal Study. International Journal of 

Mental Health and Addiction, 16(1), 102–124. http://doi:10.1007/s11469-017-9806-3 

Byeon, G., Jo, S. J., Park, J. I., Jeong, H., Lee, H. K., & Yim, H. W. (2022). Risk factors and 

outcomes of internet gaming disorder identified in Korean prospective adolescent 

cohort study. Journal of Behavioral Addictions, 11(4), 1035-1043. https://doi.org/10.

1556/2006.2022.00071 

Carbonell, X. (2020). The diagnosis of video game addiction in the Dsm-5 and the Icd-11: 

Challenges and opportunities for clinicians. Psychol. Pap, 41, 211-218. https://doi.org/

10.23923/pap.psicol2020.2935  

Cattell, H. E., & Mead, A. D. (2008). The sixteen-personality factor questionnaire (16PF). The 

SAGE handbook of personality theory and assessment, 2, 135-159. 

Charlton, J. P., & Danforth, I. D. (2010). Validating the distinction between computer addiction 

and engagement: Online game playing and personality. Behaviour & Information 

Technology, 29(6), 601-613. https://doi.org/10.1080/01449290903401978 

Chew, P. K., & Wong, C. M. (2022). Internet gaming disorder in the DSM-5: personality and 

individual differences. Journal of Technology in Behavioral Science, 7(4), 516-523. 

https://doi.org/10.1007/s41347-022-00268-0 

Chia, D. X., Ng, C. W., Kandasami, G., Seow, M. Y., Choo, C. C., Chew, P. K., ... & Zhang, 

M. W. (2020). Prevalence of internet addiction and gaming disorders in Southeast 

Asia: A meta-analysis. International journal of environmental research and public 

health, 17(7), 2582. doi: 10.3390/ijerph17072582 

Chory, R. M., & Goodboy, A. K. (2011). Is basic personality related to violent and non-violent 

video game play and preferences?. Cyberpsychology, behavior and social 

networking, 14(4), 191–198. https://doi.org/10.1089/cyber.2010.0076 

Cole, S. H., & Hooley, J. M. (2013). Clinical and personality correlates of MMO gaming: 

Anxiety and absorption in problematic internet use. Social Science Computer Review, 

31, 424–436. doi:10.1177/0894439312475280 

Collins, E., Freeman, J., & Chamarro-Premuzic, T. (2012). Personality traits associated with 

problematic and non-problematic massively multiplayer online role playing game 

use. Personality and individual differences, 52(2), 133-138. DOI:10.1016/j.paid.2011

.09.015 



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1554 

Costa Jr, P. T., & McCrae, R. R. (1992). The five-factor model of personality and its relevance 

to personality disorders. Journal of personality disorders, 6(4), 343-359. 

DOI:10.1521/pedi.1992.6.4.343 

de Hesselle, L. C., Rozgonjuk, D., Sindermann, C., Pontes, H. M., & Montag, C. (2021). The 

associations between Big Five personality traits, gaming motives, and self-reported 

time spent gaming. Personality and Individual Differences, 171, 110483. https://

doi.org/10.1016/j.paid.2020.110483 

De Sousa A. (2011). Freudian theory and consciousness: a conceptual analysis**. Mens sana 

monographs, 9(1), 210–217. https://doi.org/10.4103/0973-1229.77437 

Dieris-Hirche, J., Pape, M., te Wildt, B. T., Kehyayan, A., Esch, M., Aicha, S., ... & Bottel, 

L. (2020). Problematic gaming behavior and the personality traits of video gamers: A 

cross-sectional survey. Computers in Human Behavior, 106, 106272. 

https://doi.org/10.1016/j.chb.2020.106272 

Evren, C., Evren, B., Dalbudak, E., Topcu, M., & Kutlu, N. (2019). Relationships of Internet 

addiction and Internet gaming disorder symptom severities with probable attention 

deficit/hyperactivity disorder, aggression and negative affect among university 

students. ADHD Attention Deficit and Hyperactivity Disorders, 11, 413-421. 

https://doi.org/10.1080/24750573.2018.1490095 

Farooqui, J. (2021). Fantasy sports platforms bat big with aggressive marketing for IPL - 

Exchange4media. Retrieved September 23, 2022, from https://www.exchange4media.

com/ipl-news/fantasy-sports-platforms-bat-big-with-aggressive-marketing-for-ipl-

112517.html  

Gervasi, A. M., La Marca, L., Costanzo, A., Pace, U., Guglielmucci, F., & Schimmenti, A. 

(2017). Personality and internet gaming disorder: A systematic review of recent 

literature. Current Addiction Reports, 4, 293-307. DOI:10.1007/s40429-017-0159-6 

González-Bueso, V., Santamaría, J. J., Fernández, D., Merino, L., Montero, E., Jiménez-

Murcia, S., … Ribas, J. (2018). Internet Gaming Disorder in Adolescents: Personality, 

Psychopathology and Evaluation of a Psychological Intervention Combined with 

Parent Psychoeducation. Frontiers in Psychology, 9. http://doi:10.3389/f

psyg.2018.00787 

Greydanus, D. E., & Greydanus, M. M. (2012). Internet use, misuse, and addiction in 

adolescents: current issues and challenges. International Journal of adolescent 

medicine and health, 24(4), 283-289. doi: 10.1515/ijamh.2012.041 

Gupta, U., & Mathur, U. (2020). Game of Skill vs. Game of Chance: The Legal Dimensions 

of Online Games with special reference to Dream 11. Shimla Law Review, III, 115–

138.  

Hall, G. S. (1905). Adolescence: Its psychology and its relations to physiology, anthropology, 

sociology, sex, crime, religion and education (Vol. 2). D. Appleton. https://doi.

org/10.1037/10616-000 

Hazarika, A. (2023). Regulating a Fantasy for a Billion: Playing on a Smartphone in 

India. UNLV Gaming Research & Review Journal, 27(1), 1. 

https://digitalscholarship.unlv.edu/cgi/viewcontent.cgi?article=1475&context=grrj 

Huang, Q., Li, Y., Huang, S., Qi, J., Shao, T., Chen, X., ... & Chen, H. (2020). Smartphone 

use and sleep quality in Chinese college students: a preliminary study. Frontiers in 

psychiatry, 11, 352. doi: 10.3389/fpsyt.2020.00352 

Hussain, Z., Griffiths, M. D., & Baguley, T. (2012). Online gaming addiction: Classification, 

prediction and associated risk factors. Addiction Research & Theory, 20(5), 359-371. 

DOI: 10.3109/16066359.2011.640442  



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1555 

Hussain, Z., Griffiths, M. D., & Baguley, T. (2012). Online gaming addiction: Classification, 

prediction and associated risk factors. Addiction Research & Theory, 20(5), 359-

371.doi: 10.3109/16066359.2011.640442 

Karaca, S., Karakoc, A., Can Gurkan, O., Onan, N., & Unsal Barlas, G. (2020). Investigation 

of the online game addiction level, sociodemographic characteristics and social 

anxiety as risk factors for online game addiction in middle school students. Community 

Mental Health Journal, 56, 830-838.doi: 10.1007/s10597-019-00544-z 

Karacic, S., & Oreskovic, S. (2017). Internet Addiction Through the Phase of Adolescence: 

A Questionnaire Study. JMIR mental health, 4(2), e11. https://doi.org/10.2196/menta

l.5537 

Kayiş, A. R., Satici, S. A., Yilmaz, M. F., Şimşek, D., Ceyhan, E., & Bakioğlu, F. (2016). Big 

five-personality trait and internet addiction: A meta-analytic review. Computers in 

Human Behavior, 63, 35-40.  doi: 10.1016/j.chb.2016.05.012 

Kim, H. S., Son, G., Roh, E. B., Ahn, W. Y., Kim, J., Shin, S. H., ... & Choi, K. H. (2022). 

Prevalence of gaming disorder: A meta-analysis. Addictive behaviors, 126, 107183. 

https://doi.org/10.1016/j.addbeh.2021.107183 

King, D. L., Chamberlain, S. R., Carragher, N., Billieux, J., Stein, D., Mueller, K., ... & 

Delfabbro, P. H. (2020). Screening and assessment tools for gaming disorder: A 

comprehensive systematic review. Clinical psychology review, 77, 101831. doi: 

10.1016/j.cpr.2020.101831 

Kircaburun, K., Alhabash, S., Tosuntaş, Ş. B., & Griffiths, M. D. (2020). Uses and 

gratifications of problematic social media use among university students: A 

simultaneous examination of the Big Five of personality traits, social media platforms, 

and social media use motives. International Journal of Mental Health and Addiction, 

18, 525-547. https://doi.org/10.1007/s11469-018-9940-6 

Kotov, R., Gamez, W., Schmidt, F., & Watson, D. (2010). Linking "big" personality traits to 

anxiety, depressive, and substance use disorders: a meta-analysis. Psychological 

bulletin, 136(5), 768–821. https://doi.org/10.1037/a0020327 

KPMG. (2020). The Business of Fantasy Sports [eBook]. Retrieved September 23, 2022, from 

https://fifs.in/wp-content/uploads/2020/07/Business-of-fantasy-sports_Final.pdf  

Kurian, T. (2021). The allure of fantasy cricket and why it should bother us. Retrieved 

September 23, 2022, from https://www.thenewsminute.com/article/allure-fantasy- 

cricket-and-why-it-should-bother-us-137886  

Lai, C. M., Mak, K. K., Watanabe, H., Ang, R. P., Pang, J. S., & Ho, R. C. (2013). 

Psychometric properties of the internet addiction test in Chinese adolescents. Journal 

of pediatric psychology, 38(7), 794-807. DOI:10.1093/jpepsy/jst022 

Laier, C., Wegmann, E., & Brand, M. (2018). Personality and cognition in gamers: Avoidance 

expectancies mediate the relationship between maladaptive personality traits and 

symptoms of Internet-gaming disorder. Frontiers in Psychiatry, 9, 

304.https://doi.org/10.3389/fpsyt.2018.00304 

Lee-Winn, A. E., Townsend, L., Reinblatt, S. P., & Mendelson, T. (2016). Associations of 

Neuroticism and Impulsivity with Binge Eating in a Nationally Representative Sample 

of Adolescents in the United States. Personality and individual differences, 90, 66–72. 

https://doi.org/10.1016/j.paid.2015.10.042 

Lee-Winn, A. E., Townsend, L., Reinblatt, S. P., & Mendelson, T. (2016). Associations of 

Neuroticism and Impulsivity with Binge Eating in a Nationally Representative Sample 

of Adolescents in the United States. Personality and individual differences, 90, 66–72. 

https://doi.org/10.1016/j.paid.2015.10.042 

Liao, Z., Huang, Q., Huang, S., Tan, L., Shao, T., Fang, T., ... & Shen, H. (2020). Prevalence 

of internet gaming disorder and its association with personality traits and gaming 



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1556 

characteristics among Chinese adolescent gamers. Frontiers in Psychiatry, 11, 

598585. https://doi.org/10.3389/fpsyt.2020.598585 

Liao, Z., Huang, Q., Huang, S., Tan, L., Shao, T., Fang, T., ... & Shen, H. (2020). Prevalence 

of internet gaming disorder and its association with personality traits and gaming 

characteristics among Chinese adolescent gamers. Frontiers in Psychiatry, 11, 

598585. https://doi.org/10.3389/fpsyt.2020.598585 

Mak, K. K., Lai, C. M., Watanabe, H., Kim, D. I., Bahar, N., Ramos, M., ... & Cheng, C. 

(2014). Epidemiology of internet behaviors and addiction among adolescents in six 

Asian countries. Cyberpsychology, Behavior, and Social Networking, 17(11), 720-

728. doi: 10.1089/cyber.2014.0139 

Mallorquí-Bagué, N., Fernández-Aranda, F., Lozano-Madrid, M., Granero, R., Mestre-Bach, 

G., Baño, M., Pino-Gutiérrez, A. D., Gómez-Peña, M., Aymamí, N., Menchón, J. M., 

& Jiménez-Murcia, S. (2017). Internet gaming disorder and online gambling disorder: 

Clinical and personality correlates. Journal of behavioral addictions, 6(4), 669–677. 

https://doi.org/10.1556/2006.6.2017.078 

Markey, P. M., & Markey, C. N. (2010). Vulnerability to violent video games: A review and 

integration of personality research. Review of General Psychology, 14(2), 82-91. DOI: 

10.1037/a0019000  

Matthews, G., & Gilliland, K. (1999). The personality theories of H. J. Eysenck and J. A. 

Gray: A comparative review. Personality and Individual Differences, 26(4), 583–

626. https://doi.org/10.1016/S0191-8869(98)00158-5 

McCrae, R. R., & Costa, P. T., Jr. (1999). A Five-Factor theory of personality. In L. A. Pervin 

& O. P. John (Eds.), Handbook of personality: Theory and research (pp. 139–153). 

Guilford Press. 

Mehroof, M., & Griffiths, M. D. (2010). Online gaming addiction: the role of sensation 

seeking, self-control, neuroticism, aggression, state anxiety, and trait anxiety. 

Cyberpsychology, behavior and social networking, 13(3), 313–316. https://doi.org/10.

1089/cyber.2009.0229 

Mihara, S., & Higuchi, S. (2017). Cross‐sectional and longitudinal epidemiological studies of 

Internet gaming disorder: A systematic review of the literature. Psychiatry and clinical 

neurosciences, 71(7), 425-444. doi: 10.1111/pcn.12532.  

Ministry of Education. (2021). Advisory to Parents and Teachers on Children’s Safe Online 

Gaming. Retrieved September 23, 2022, from https://pib.gov.in/PressReleseDetailm.a

spx?PRID=1780177  

Montag C, Flierl M, Markett S, et al. (2011) Internet addiction and personality in first-person-

shooter video gamers. J Media Psychol, 2011; 23(4): 163–173 

Müller, K. W., Beutel, M. E., Egloff, B., & Wölfling, K. (2014). Investigating risk factors for 

Internet gaming disorder: a comparison of patients with addictive gaming, pathological 

gamblers and healthy controls regarding the big five personality traits. European 

addiction research, 20(3), 129–136. https://doi.org/10.1159/000355832 

Müller, K. W., Beutel, M. E., Egloff, B., & Wölfling, K. (2014). Investigating risk factors for 

Internet gaming disorder: a comparison of patients with addictive gaming, pathological 

gamblers and healthy controls regarding the big five personality traits. European 

addiction research, 20(3), 129–136. https://doi.org/10.1159/000355832 

Peters, C. S., & Malesky, L. A. (2008). Problematic usage among highly-engaged players of 

massively multiplayer online role-playing games. Cyberpsychology & behavior: the 

impact of the Internet, multimedia and virtual reality on behavior and society, 11(4), 

481–484. https://doi.org/10.1089/cpb.2007.0140 

Petry, N. M., Rehbein, F., Gentile, D. A., Lemmens, J. S., Rumpf, H. J., Mößle, T., ... & 

O'Brien, C. P. (2014). An international consensus for assessing internet gaming 



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1557 

disorder using the new DSM‐5 approach. Addiction, 109(9), 1399-1406. doi: 10.1111

/add.12457 

Pontes, H.M. & Griffiths, M.D. (2017). The development and psychometric evaluation of the 

Internet Disorder Scale (IDS-15). Addictive Behaviors, 64, 261-268. https://doi.org/1

0.1016/j.addbeh.2015.09.003 

Ranga, M., Singh, V., Ancha, D. S. K., & Behmani, R. K. (2023). Prevalence of internet 

gaming disorder in Haryana: Association with temperament and state trait anxiety with 

internet gaming disorder. IJPS, 5(1), 15-20. DOI: https://doi.org/10.33545/26648377.

2023.v5.i1a.30  

Reed, G. M. (2010). Toward ICD-11: Improving the clinical utility of WHO's International 

Classification of mental disorders. Professional Psychology: Research and Practice, 

41(6), 457–464. https://doi.org/10.1037/a0021701 

Reyes, M. E. S., Davis, R. D., Lim, R. A. N. N., Lim, K. R. S., Paulino, R. F., Carandang, A. 

M. D., & Azarraga, M. G. S. (2019). Five-factor model traits as predictors of 

pathological gaming among selected Filipino gamers. Psychological Studies, 64, 213-

220. https://doi.org/10.1007/s12646-019-00498-y  

Rho, M. J., Lee, H., Lee, T. H., Cho, H., Jung, D. J., Kim, D. J., & Choi, I. Y. (2017). Risk 

Factors for Internet Gaming Disorder: Psychological Factors and Internet Gaming 

Characteristics. International journal of environmental research and public 

health, 15(1), 40. https://doi.org/10.3390/ijerph15010040 

Rho, M. J., Lee, H., Lee, T. H., Cho, H., Jung, D., Kim, D. J., & Choi, I. Y. (2018). Risk 

factors for internet gaming disorder: Psychological factors and internet gaming 

characteristics. International journal of environmental research and public 

health, 15(1), 40.doi: 10.3390/ijerph15010040 

Riza, H. (2022). A Virtual Debt Trap! Retrieved September 24, 2022, from https: 

//www.thecitizen.in/index.php/en/NewsDetail/index/14/21811/A-Virtual-Debt-Trap  

Şalvarlı, Ş. İ., & Griffiths, M. D. (2019). The association between internet gaming disorder 

and impulsivity: A systematic review of literature. International Journal of Mental 

Health and Addiction, 1-27. https://doi.org/10.1007/s11469-019-00126-w 

Seong, W., Hong, J. S., Kim, S., Kim, S. M., & Han, D. H. (2019). Personality and 

psychological factors of problematic internet gamers seeking hospital treatment.

Frontiers in Psychiatry, 10, 583. | https://doi.org/10.3389/fpsyt.2019.00583 

Sevelko, K., Bischof, G., Bischof, A., Besser, B., John, U., Meyer, C., & Rumpf, H. J. (2018). 

The role of self-esteem in Internet addiction within the context of comorbid mental 

disorders: Findings from a general population-based sample. Journal of behavioral 

addictions, 7(4), 976-984.https://doi.org/10.1556/2006.7.2018.130 

Sharma, M. K., Anand, N., Marimuthu, P., Suma, N., Murthy, K. D., Thakur, P. C., ... & 

Ahuja, S. (2020). Anxiety as a predictor of gaming disorder among young 

adults. Indian Journal of Social Psychiatry, 36(3), 254-257. https://doi.org/10.4103/i

jsp.ijsp_129_19  

Sidhu, J. (2020). IPL’s Dark Side: A Rise in Suicide Cases Has Greeted the Return of Live 

Cricket on TV. Retrieved September 24, 2022, from https://thewire.in/sport/ipl-betting

-suicide-cricket  

Soldz, S., Budman, S., Demby, A., & Merry, J. (1993). Representation of personality disorders 

in circumplex and five-factor space: Explorations with a clinical sample. 

Psychological Assessment, 5(1), 41. DOI:10.1037/1040-3590.5.1.41 

Terracciano, A., McCrae, R. R., Brant, L. J., & Costa, P. T., Jr. (2005). Hierarchical linear 

modeling analyses of the NEO-PI-R Scales in the Baltimore Longitudinal Study of 

Aging. Psychology and Aging, 20(3), 493–506. https://doi.org/10.1037/0882-7974.20

.3.493 



Association of Internet Gaming Disorder with Personality Traits among Indian Adolescents 
 

© The International Journal of Indian Psychology, ISSN 2348-5396 (e)| ISSN: 2349-3429 (p) |    1558 

Times of India. Retrieved September 24, 2022, from https://timesofindia.indiatimes.com/

india/how-fantasy-sports-apps-are-fuelling-gambling-addiction/articleshow/9045553

4.cms  

Valero, S., Daigre, C., Rodríguez-Cintas, L., Barral, C., Gomà-I-Freixanet, M., Ferrer, M., 

Casas, M., & Roncero, C. (2014). Neuroticism and impulsivity: their hierarchical 

organization in the personality characterization of drug-dependent patients from a 

decision tree learning perspective. Comprehensive psychiatry, 55(5), 1227–1233. 

https://doi.org/10.1016/j.comppsych.2014.03.021 

Wang, H., Jin, C., Yuan, K., Shakir, T. M., Mao, C., Niu, X., ... & Zhang, M. (2015). The 

alteration of gray matter volume and cognitive control in adolescents with internet 

gaming disorder. Frontiers in behavioral neuroscience, 9, 64.https://doi.org/10.3389

/fnbeh.2015.00064 

Wang, H., Jin, C., Yuan, K., Shakir, T. M., Mao, C., Niu, X., ... & Zhang, M. (2015). The 

alteration of gray matter volume and cognitive control in adolescents with internet 

gaming disorder. Frontiers in behavioral neuroscience, 9, 64.https://doi.org/10.3389/f

nbeh.2015.00064 

Widiger, T. A., & Oltmanns, J. R. (2017). Neuroticism is a fundamental domain of personality 

with enormous public health implications. World psychiatry: official journal of the 

World Psychiatric Association (WPA), 16(2), 144–145. https://doi.org/10.1002/wp

s.20411 

Wittek, C. T., Finserås, T. R., Pallesen, S., Mentzoni, R. A., Hanss, D., Griffiths, M. D., & 

Molde, H. (2016). Prevalence and predictors of video game addiction: A study based 

on a national representative sample of gamers. International journal of mental health 

and addiction, 14, 672-686. https://doi.org/10.1007/s11469-015-9592-8 

Young, K. S. (2009). Internet addiction: The emergence of a new clinical disorder. 

Cyberpsychology & behavior, 1(3). doi: 10.1089/cpb.1998.1.237 

 Yurgelun-Todd D. (2007). Emotional and cognitive changes during adolescence. Current 

opinion in neurobiology, 17(2), 251–257. https://doi.org/10.1016/j.conb.2007.03.009 

 

Acknowledgment  

The author(s) appreciates all those who participated in the study and helped to facilitate the 

research process. 

 

Conflict of Interest  

The author(s) declared no conflict of interest.  

 

How to cite this article: Ranga, M. & Chahal, S. (2026). Association of Internet Gaming 

Disorder with Personality Traits among Indian Adolescents. International Journal of Indian 

Psychology, 14(3), 1546-1558. DIP:18.01.137.20261403, DOI:10.25215/1403.137 

 


