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Abstract 
The purposed of this research is to determine the impact of game addiction to human behavior. 
This paper proposes a framework to identify four aspects concerning about the impacts of game 
addiction. As a result, the study reveals that the impacts of game addiction consists of academic 
performance decrement, personality traits, uncontrolled gaming addiction and aggressive 
behavior. This paper also shows the table analysis of review and the figure proposed research 
framework.  
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1. Introduction 
Online gaming significantly known as a beneficial entertainment with a millions of 

customers including children, teenager, adult and game-lovers. Nowadays, playing 
online games omnipresent with modern gaming platforms such as smartphones, 
computers, console and tablet or via social networking sites. Online gaming influenced 
human behavior in appropriated way or vice versa. There are several negative impact 
effected to the people who involve in gaming world on their behavior. There are several 
studies have followed the impacts of gaming towards people behavior, including the 
academic performance decreased, personality traits, uncontrolled gaming addiction and 
aggressive behavior. 

The aim of this study is to measure the impacts of game addiction towards 
human behavior. In order to achieve this objective, this research proposed a framework 
to identify four main aspects of the impacts of game addiction. The remainder of this 
paper is organized as follows. Section 2 is literature review. Proposed framework is in 
Section 3. Final section contains some concluding remarks.                  
 
2. Literature Review  

This research is to evaluate the impacts of game addiction. For the impacts of 
game addiction, we focus on four main aspects; academic performance decrease, 
personality traits, uncontrolled gaming addiction and aggressive behavior.   
 
2.1 Academic performance decrement 

According to the previous study, the author said that playing online games could 
make decrement of the academic performance whether in general or violent games. 
(Ferguson, 2015) Analysis on the interrelated between internet use and the ability to 
pay attention showed that amount of time spent using the internet by young people 
significantly related to higher ratings of distractibility for academic tasks (Levine et al., 
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2007; Jiang, 2014). According to the previous research, the relationship between online 
gaming engagement and academic performance among adolescent and university 
students, and the result show that the game-lover had lower grades than others who are 
not involved in games (Leung and Lee, 2012; Jiang, 2014).  It showed that, Excessive 
internet use also caused deficient self-regulation (LaRose et al., 2003; Jiang, 2014) and 
poor performance at school (Clark et al., 2004; Jiang, 2014). 
 
2.2 Personality traits 

Personality traits that is contain extraversion, openness, neuroticism, 
conscientiousness, and agreeableness. Neuroticism negatively related to addiction to 
online gaming (Huh & Bowman, 2008; Han-Chuang, 2018) and agreeableness 
negatively related to problematic online gaming behavior (Collins, Freeman, & 
Chamarro-Premuzic, 2012). It showed that individual that lowly conscientiousness does 
not enjoy formal communications such as they are not spending their leisure times with 
family or friends. They more enjoy in their virtual communication between other gamers. 
Mostly, games have their own informal communication channel to impress their opinion, 
built multiple informal channel such as WhatsApp group and Facebook and announce 
their performance. So that, they more spent their times into the virtual communications 
rather than their real communication. In other hand, game-lover spent more time with 
his or her game world entirely. According to other author, past study, gamers that 
playing Massively-Multiplayer Online (MMO) games tend to have neuroticism, which is 
one of bad factor in personality traits. (Cole & Hooley, 2013) 
 
2.3 Uncontrolled gaming addiction 

Youth show that the most risk for video game addiction possibly due to the 
flexible   work/study hours during this range of age. (Stockdale & Coyne, 2018). Based 
on previous research, video game addiction related to a variety of negative 
psychological and social outcomes which is decreased life satisfaction, loneliness, 
social competence (Lemmens et al., 2012; Stockdale & Coyne, 2018), poorer academic 
performance, increased impulsivity (Gentile, 2009; Stockdale & Coyne, 2018), 
increased aggression (Griffiths et al., 2012; Stockdale & Coyne, 2018), and increase 
depression and anxiety (Mentzoni et al., 2011; Stockdale & Coyne, 2018). The current 
research show that sex differences might be due to different online usage between male 
and females. It shows that male youth more used online networking to play online game 
rather than female youth used internet to sharing information used instant messaging or 
personal websites. (Hyun et al., 2015). In addition, factor of family environment within of 
social interaction factors in risk of playing online games (Tsai et al. 2009; Hyun et al., 
2015). Besides that, previous research found that video game addicted into boys’ gamer 
had higher level of sleep disturbance (Rehbein et al. 2010; Wittek et al. 2015). 
 
2.4 Aggressive behavior 

In children psychological development of children, it is relate to the aggressive 
cognitions and behaviors. (Anderson et al. 2010; Carnagey and Anderson 2004; Lobel, 
2017). The more violent content in the video games, there are possibility for gamers to 
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been aggressive even for short term. (Bushman, 2016; Verheijen, 2017).  According to 
Greitemeyer, (2014) playing online game may increase gamers’ arousal, for example 
gamer being more aggressive into their real world. Likewise, it is also enhance 
aggressive fantasizing to the gamers that is negatively give effect to them. On meta-
analysis, showed that violent games develop aggressive thought, aggressive behavior, 
aggressive affect, physiological arousal and decrease empathy and helping behavior. 
(Anderson et al., 2010; Greitmeyer (2014). Other previous research, social performance 
and gaming behavior related to the verbal aggression. (Balci & Salah, 2015). 
 

Table 1: Analysis of Review 

Author Academic 
performance 
decrement 

Personality 
traits 

Uncontrolled 
gaming  
addiction 

Aggressive 
behavior 

Qialei Jiang (2014)      

Stockdale & M.Coyne       

Sadie H. Cole & Hooley 
(2013) 

      

Gi Jung Hyung at el., 
(2015) 

     

Verheijen (2017)      

Ferguson (2015)        

Han-Chung Huang at 
el. (2018) 

      

Feldman at el. (2017)       

Wittek at el. (2015)      

Balci & Salah (2015)      

 
 
3. Proposed Framework 

Figure 1 show that proposed framework to guide this research concern the 
impact of game addiction which are academic performance decrease, personality traits, 
uncontrolled gaming addiction and aggressive behavior. In this study, we identified 
those four different independence variables. Independence variables define based on 
previous discussion in Section 2.1 Academic performance decrease, Section 2.2 
Personality traits, Section 2.3 Uncontrolled gaming addiction and Section 2.4 
Aggressive behavior. These independence variables are essential due to the impacts of 
game addiction towards human behavior. 
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Independent Variable    Dependent Variable 
 

Figure 1. Proposed research framework 
 
4. Conclusions 

To conclude, online game is not just only entertainment to everyone. Playing 
online game look like a simple entertainment to everyone but it become dangerous if 
abuse happened However, it is just a game, it is could be something might be develop 
negativity of human behavior.  For example, individual that very obsessed to play online 
game until they forget to take a meal or skipping class because of overslept playing the 
online game. So that, it is not good because addicted gamer would neglect their 
responsibilities in the daily life. In fact, playing online game is not a mistake. Hence, 
playing the online games with a limit.  
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