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ABSTRACT 

Aim: Over the last few decades researchers have been intrigued by the increasing incidence of 

Problematic Gaming among adolescents and a large body of recent literature is focused on the 

amount of time “Gen Z” likes to spend on playing Online Games. However, whether the “Time 

Spent” on playing Online Games is a significant criterion for classifying gaming as “Problematic” 

remains unclear. Objective: For this purpose, the current investigation attempts to study the 

association between “Time spent on playing games” and ‘Problematic Gaming” among adolescents.  

Methods and Material: The sample comprised of 300 adolescents (150 males and 150 females) in 

the age range of 14-16 years from various schools of Chandigarh, Mohali and Panchkula (India). 

The Problematic Online Gaming Questionnaire-Short Form, POGQ-SF was administered and 

demographic information was collected from the participants using multiple choice questions 

including time spent on playing online games. Data was analysed using the Pearson Chi-Square test. 

Results: Results revealed a significant difference in the Time Spent on playing Online Games 

between Problematic and Non-Problematic gamers over the Weekend (p<.05). Findings from the 

current study, thus, could be used heuristically to consider “Time Spent” on playing games as an 

important criterion for classifying gaming as “Problematic”. 
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INTRODUCTION 

Online Gaming culture has been gaining popularity among 

the adolescents over the last few years, wherein, gaming is 

amongst the most favoured recreational activities for the 

younger generations (Andre et al., 2020). A recent U.S. 

based study reported that 70% of those who play games are 

below 18 years of age (Entertainment Software 

Association, 2018). And even though gaming is associated 

with multiple social, cognitive and motor benefits (Nuyens 

et al., 2018), there is always a risk of gaming to become 

“Problematic” (Andre et al., 2020) and resulting in multiple 

negative health consequences (Kumar et al., 2021). 

Problematic Gaming, thereby, is understood as a consistent 

pattern of gaming that starts to interfere with the routine 

functioning of the individual (Demetrovics et al., 2012). 

According to Van Rooij et al. (2011) and Kuss and Griffiths 

(2012), there are two key aspects of Problematic Gaming: 

a. Individuals continue to engage in gaming activity despite 

knowing about its negative consequences and that often 

results in interpersonal difficulties for the individual 

b. A substantial amount of time is spent on gaming 

activities, wherein, gaming starts to interrupt the routine 

of the individual 

Recent studies by Kumar et al. (2021) highlight that the 

“time” individuals spend on playing games is associated 

with pathological health consequences such as 

musculoskeletal, psychosomatic along with anxious and 

depressive conditions (Hellstrom et al., 2015). This implies 

that the “number of hours” an individual spends on playing 

games is closely associated with “Problematic” patterns of 

gaming. Contrary to this idea, earlier studies of Griffiths 

(2009), posited that the “time spent” on playing games, in 

fact, should not be considered as an essential a criterion for 

classifying gaming as “Problematic”. Further, Lee and 

Leeson (2015) depict that even though the “Time Spent” on 

playing games is a strong risk condition for Problematic 

Gaming behaviours it still cannot be considered a clear 

“indicator” of Problematic Gaming. 

This paradox generates curiosity to dive deeper into the 

subject matter and explore if “Time Spent” on playing 

games is significantly associated with “Problematic 

Gaming” behaviour amongst adolescents. This would 

further help in generating intervention strategies that 

attempt to reduce the number of hours spent on gaming and 

consequently the pathological effects of playing online 

games. 

METHOD 

Aim & Objective: The increasing popularity of the time 

spent on playing Online Games amongst social scientific 

researchers has generated an interest to explore the 

association between Time Spent on Playing Online Games 

and Problematic Gaming. For this purpose, the current 

investigation aims to study the association between “Time 

spent on Gaming” and ‘Problematic Gaming” behavior 

amongst adolescents.  

Hypothesis: Based on the review of literature, following 

hypotheses were proposed: 

1. Problematic Gamers were expected to spend more Time 

on Playing Online Games as compared to Non-

Problematic Gamers on Weekdays. 
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2. Problematic Gamers were expected to spend more Time 

on Playing Online Games as compared to Non-

Problematic Gamers on Weekends. 

Procedure: 

Sample  

The sample comprised of 300 adolescents (150 males and 

150 females) in the age range of 14-16 years. For this 

purpose, subjects were contacted from various schools in 

Chandigarh, Mohali and Panchkula. Participants were 

selected using a purposive sampling technique and 

demographic information was also obtained from the 

participants. 

Tests and Tools 

Following standardized tests and tools were used to assess 

Problematic Gaming and Time Spent on Playing Online Games- 

1. Problematic Online Gaming Questionnaire Short-

Form (POGQ-SF) (Demetrovics et al., 2012): The test 

comprised of 12 questions associated with 

preoccupation, overuse, immersion, interpersonal 

conflict, social isolation and withdrawal. To each item 

there is a graded response (1= never to 5= always). 

According to Papay et al., (2013) a respondent scoring 

32 or above from a maximum possible score of 60 was 

to be classified as a Problematic Gamer and 

consequently the one scoring below 32 as a Non-

Problematic Gamer. The test has good internal 

consistency (Cronbach’s alpha = .91) and high 

discriminant validity (.75). 

2. Time Spent on Playing Online Games: The Time 

Spent on playing online games was recorded along with 

the demographic information, using two multiple choice 

questions i.e. “How many hours do you play online 

games on a Weekday?” and “How many hours do you 

play online games on a Weekend?” Each question had 

four options to choose from i.e. “less than 2 hours”, “2-4 

hours”, “4-8 hours” and “more than 8 hours per day”. 

Statistical Analysis 

Keeping in view the objectives and the hypotheses of the 

current study descriptive frequencies and percentages along 

with Pearson Chi-square test were administered using the 

SPSS software package.  

RESULTS 

Table 1: Frequency and Percentage of Time Spent on Gaming 
(Weekday) (n=300) 

No. of  

Hours 

Problematic  

Gamers 

Non-Problematic  

Gamers 

All 

 N % N % N % 

Less than 2 hours 118 78.70% 135 90.00% 253 84.30% 

2-4 hours 26 17.30% 13 8.70% 39 13.00% 

4-8 hours 4 2.70% 1 0.70% 5 1.70% 

More than 8 hours 2 1.30% 1 0.70% 3 1.00% 

All 150 100.00% 150 100.00% 300 100.00% 

Table 2: Pearson Chi Square Results of Time Spent on Gaming 

(Weekday) for Comparing Problematic and Non-Problematic Gamers 
(N= 300) 

Time Spent on 

Gaming 

Problematic 

Gamers 

Non-Problematic 

Gamers 

Chi 

Square 

P 

value 

Less than 2 hours 118 135 

7.609 0.06 

2-4 hours 26 13 

4-8 hours 4 1 

More than 8 hours 2 1 

Total 150 150 

P<.05*, p<.01** 

Table 3: Frequency and Percentage of Time Spent on Gaming 

(Weekend) (n=300) 

No. of Hours Problematic 

Gamers 

Non-Problematic 

Gamers 

All 

 N % N % N % 

Less than 2 

hours 

90 60.00% 113 75.30% 203 67.70% 

2-4 hours 47 31.30% 31 20.70% 78 26.00% 

4-8 hours 12 8.00% 4 2.70% 16 5.30% 

More than 8 

hours 

1 0.70% 2 1.30% 3 1.00% 

All 150 100.00% 150 100.00% 300 100.00% 

Table 4: Pearson Chi Square Results of Time Spent on Gaming 

(Weekend) for Comparing Problematic and Non-Problematic Gamers 

(N= 300) 

Time Spent on 

Gaming 

Problematic 

Gamers 

Non-Problematic 

Gamers 

Chi 

Square 

P 

value 

Less than 2 hours 90 113 

10.221 0.02* 

2-4 hours 47 31 

4-8 hours 12 4 

More than 8 hours 1 2 

Total 150 150 

p<.05*, p<.01** 

DISCUSSION 

The current investigation aimed to evaluate the 

association between “Time spent on Gaming” and 

‘Problematic Gaming” behavior amongst adolescents. 

For this purpose, descriptive frequencies and 

percentages of Time Spent on Gaming by Problematic 

and Non-Problematic gamers were calculated along with 

calculation of Pearson Chi-square. 

Results from Table 1, depict the frequency and 

percentage of Time Spent on Gaming by Problematic 

and Non-Problematic Gamers on Weekdays. As per the 

findings 1.30% of Problematic Gamers spent “more than 

8 hours” playing games compared to 0.70% of Non-

Problematic Gamers. And 2.70% of Problematic Gamers 

spend “4-8 hours” in comparison to 0.70% of Non-

Problematic Gamers on playing games. While 17.30% of 

Problematic Gamers spend “2-4 hours” on gaming 

compared to 8.70% of Non-Problematic Gamers. Lastly, 

78.70% of Problematic Gamers spend “less than 2 

hours” playing Online Games compared to 90% of Non-

Problematic Gamers. These findings, thus, suggest that a 

higher percentage of Problematic Gamers spend a 

greater number of hours playing Online Games as 

compared to Non-Problematic Gamers on Weekdays. 

Also, the only category in which the percentage of Non-
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Problematic Gamers was higher than Problematic 

Gamers was the “less than 2 hours” category which 

further stands consonant with the hypothesis of the 

investigation.  

Further, results from Table 2, depict the chi-square 

analysis of Time Spent on Gaming (Weekday) and as per 

the findings no significant difference was observed 

between the Time Spent on playing Online Games 

(Weekdays) of Problematic and Non-Problematic 

Gamers i.e. X2= 7.609. Therefore, the hypothesis that 

“Problematic Gamers spend more Time on Playing 

Online Games as compared to Non-Problematic Gamers 

on Weekdays” was rejected. 

Results from Table 3, depict the frequency and 

percentage of Time Spent on Gaming by Problematic 

and Non-Problematic Gamers on the Weekend. As per 

the findings 0.70% of Problematic Gamers spend “more 

than 8 hours” playing games compared to 1.30% of Non-

Problematic Gamers. And 8% of Problematic Gamers 

spend “4-8 hours” playing online games in comparison 

to 2.70% of Non-Problematic Gamers. While 31.30% of 

Problematic Gamers spend “2-4 hours” on gaming 

compared to 20.70% of Non-Problematic Gamers. 

Lastly, 60% of Problematic Gamers spend “less than 2 

hours” playing Online Games compared to 75.30% of 

Non-Problematic Gamers. This implies, that a higher 

percentage of Problematic Gamers spend “2-4” hours 

and “4-8” hours playing Online Games as compared to 

Non-Problematic Gamers on the Weekends. While a 

lesser percentage of Problematic Gamers spend “less 

than 2 hours” playing Online Games on the weekend in 

comparison to Non-Problematic Gamers. 

Since, a higher percentage of Problematic Gamers spend 

more time playing Online Games in comparison to Non-

Problematic Gamers on the Weekend, Pearson Chi-

Square analysis was also administered to find the 

association between “Time Spent on Gaming” and 

“Problematic Gaming” behaviour on the Weekend. As 

evident from the Chi-Square analysis in Table 4, 

significant difference was observed between 

Problematic and Non-Problematic Gamers Time Spent 

on playing Online Games (Weekend), i.e. X2= 10.221 

(p<.05). Therefore, the hypothesis that “Problematic 

Gamers spend more Time on Playing Online Games as 

compared to Non-Problematic Gamers on the Weekend” 

was supported. 

The findings from the current investigation also stand 

consonant with the literary review, wherein, studies of 

Choo et al. (2010); King et al. (2010) suggest that the 

amount of time gamers spend on playing games is 

critical for classifying gaming as Pathological or Non-

Pathological. Further, a recent study of Sincek et al. 

(2017) depicted that Problematic Gamers spend more 

than 5 hours on playing games every day that further 

causes them to be at a higher risk of experiencing 

negative consequences such as bullying and 

cyberbullying as compared to Non-Problematic Gamers. 

The findings of Manniko et al. (2017) were also 

consonant with the above studies, wherein, their findings 

highlighted that there was a positive association between 

“Time Spent on Gaming” and “Problematic Gaming” 

behaviour amongst adolescents who on an average spent 

one hour playing action, casual and digital games. 

Further, Nakayama et al. (2020) posited that 

Problematic Gamers woke-up and slept at later hours in 

comparison to Non-Problematic Gamers and that 

spending time “weekly” on gaming at a younger age was 

a potential risk factor of Problematic Gaming behaviour 

amongst adolescents. From the above listed studies, it 

can thus be implied that ‘Time Spent on playing Online 

Games’ does have “negative” consequences for gamers 

and can contribute to Problematic Gaming behaviours.  

CONCLUSION 

The current investigation, therefore, supplements the 

previous findings by depicting a “significant 

association” between Time Spent on Gaming and 

Problematic Gaming Behaviour amongst adolescents. 

But a limitation of the study was that “Time Spent” on 

gaming was recorded categorically instead of using a 

continuous scale which limited the results to provide a 

“range” over the “exact” number of hours a Problematic 

Gamer would spend on playing games in comparison to 

a Non-Problematic Gamer. So future studies should 

attempt to overcome this limitation by using more 

specific means to measure Time Spent on playing 

Games. 

The current study can, therefore, be considered one 

amongst the preliminary works that have attempted 

solidify the supposition that Problematic Gaming and 

Time Spent on playing Games are positively associated. 

Results from this study could also provide cues for 

intervention based researches that may target to reduce 

the interval of time adolescents spend on playing games 

and consequently minimize their Problematic Gaming 

behaviours.  
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