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Abstract 
The aim of this research is to identify the values that gaming addiction gave to humankind 
behaviour. This paper proposes a framework to identify the four values of gaming addiction. In 
order to achieve this aim, the proposed framework identifies the aspect that influence digital 
library in academic libraries. As a result, the study reveals the values of gaming addiction which 
is consists of Good Problem Solver, Increasement on cooperative & competitive behaviour, 
Motivation Initiator, and Prosocial improvement. This paper also show the table analysis of 
review and the figure proposed research framework. 
Keywords: Online game, gaming addiction, values, human behaviour, gamers 
 

1. Introduction 
 Gaming always been seen as a negative habbit by most people and some 
research consider gaming is a new disorder, that can lead to mental health issue. 
Everything that we do in daily basis have it own pros and cons, same as gaming. To get 
value in every of the activities that we’ve done in our routine is depend on us to control. 
Gaming is harmless when we know how to control the activity, it’s useful for individual to 
reduce stress, making friend online and to spend leisure time (Stocckdale & Coyne, 
2018). Gaming can be a platform to improve our behavior if we know how to gain the 
value from it. It’s depend on the individual itself to make it beneficial or not.  
 
2. Literature Review  
 This research is conducted to analyze the values that can be gain through 
gaming addiction. We focus on four values that which is; Good Problem Solver, 
Increasement on cooperative & competitive behaviour, Motivation Initiator, and 
Prosocial improvement. 
 
2.1 Good problem solver 
 Inside the gaming world, there is a lot of adventure that need a creative solution 
to do a quest, to complete story and to level up. Gamers tend to try several technique to 
find the most easier way to solve the problem. (Stockdale & Coyne, 2018). Games 
players or gamer usually can solve problem as fast as it came. (Eunju Suh & Alhaery, 
2014). Research has been made for students by using alternate reality gaming, where 
the result of the study shown, students able to solved more complex problem critically 
and creatively when they involved in gaming activities (Dondlinger, 2018).  
 
2.2 Increasement on cooperative & competitive behaviour 
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 In gaming, teamwork is really important for gamers. There are many online 
games that reconnect gamers to other gamers. Teamwork become one of important 
aspect of gaming, where the gamers need it to win when they’re gaming. When gamers 
playing a video games in team-play mode, it can make their teamwork behavior 
increase (Dolgov et al, 2014). Human that involve in gaming, not just having fun in 
gaming but they can also gain benefit like improving their cooperative level. Gamers 
always show a good teamwork behavior rather than people who not gaming, most of 
gamers can spontaneous helping other and involving in volunteering (Dolgov et al, 
2014). Online video games these day have two mode of playing which is single player 
and multiplayer. When gamers go multiplayer, they tend to show their competitive spirit 
with other players to aim for winning the games that they play (Gunuc, 2015) and by 
having competitive spirit, gamers can become more ambitious and more oppourtunist 
(Gunuc, 2015). 
 
2.3 Motivation Initiator 
 As a gamers, motivation is a factor to determine the players ability. Gamers 
usually are  more motivated because it’s needed for them to improve their performance. 
By gaming, they can be more motivate because it can help them to gain victory as well 
as to avoid dissappointment when defeated (Fitzgerald et al, 2015). On previous 
research, there study on how lecturer used gaming for develop students character 
motivation, and also to used the strategy that are needed in gaming as a later on tool to 
use in real life, the lecturer used Fallout game for fiction class in order to make the 
student more motivated (Hergenrader, 2016). Gaming give it players a lot of challenge 
and competency, from this the gamers can boost their motivational level in order to get 
the best performance (Doglov et al, 2014). Numerous of gaming tournament offer big 
amount of money for prize pool, this condition train gamers to became more 
motivational to achieve any goal that they aimed (Eunju Suh & Alhaery, 2014).  
 
2.4 Prosocial improvement  

In this era, gaming addiction would make impact on person prosocial behaviour, 
especially children. Almost 97% of children choose gaming as a hobby. Gaming can be 
used as a platform for children to make social through online not only from reality, 
because gaming nowadays give it players a lot of social connection and gaming 
considered as emotionally rich enjoyment form (Leanhart et al., 2008; Lobel et al., 
2017). Previous reserach mention, that gaming activities and prosocial have connection 
between each other (Vieira, 2014). Making social is one of the advantage of gaming 
(Yee, 2006; Bourgonjon, 2016) 
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Table 1.Analysis of Review 

No Author Fast 
Problem 
Solver 

Cooperative 
& Competitive 

Behavior 

Motivation 
Initiator 

Prosocial 
Improvement 

1 Stockdale & S.M. 
Coyne 

     

2 Eunju Suh & Alhaery       

3 Dondlinger        

4 Dolgov et al, 2014       

5 Selim Gunuc     

6 Fitzgerald et al       

7 Hergenrader      

8 Lobel (2017)      

9 Vieira (2014)      

10 Bourgonjon (2016)      

 
3. Proposed Framework 
 This figure shows purposes framework to guide this research with values of 
gaming addiction. The values is good problem solver, increasement on cooperative & 
competitive behaviour, and motivation initiator. In this research, there are 4 
independence variables that has been allocate, and all of this has been discussed in 2.1 
good problem solver, 2.2 increasement on cooperative & competitive behaviour, 2.3 
motivation initiator, and 2.4 prosocial improvement. 
 
 
 
 
 
 
 
 
 
 
  
 
 
 
 
 
     Independent variables                                                                 Dependent Variables 
 

Figure 1: Proposed research framework 
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4. Conclusions 
 Consequently, gaming addiction is not just a useless addiction but it’s also give 
goodness toward the gamers. If the gamers know how to use the platform positively 
then all the negative effects can be avoided. Gaming addiction can grants the players a 
lot of value if they know how to control the addictness. It’s depend on the persons itself, 
if they know how to prevent the negativity, gaming addiction will be harmless for them. 
Human behaviour is complex, it’s not fair if we blame gaming addiction for all the 
negative side that the players have. Limitations is needed in all of the routine, without 
limitations, everything will be harm and dangerous.  
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