: SunainaAsthana, Dr. Tanu Dang
ISSN : 2583-3189 (E), 2583-0775 (P) )
Year-02, Volume-02, 1ssue-03 AMOGHVARTA Page No. 125 - 130

AMOGHVARTA

.,I_f,:." -
ISSN H 2583'3189 Amoghvarta

Under standing GamingAddiction in Teenagers: A Content Analysis

Abstract
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lives of teenager because of thetime gradually
ORIGINAL ARTICLE increasing time window that they spend on
gaming. Teensrely on social media to connect
with friends. A significant amount of their social
interaction takes place onlineasthegamesare
connected totheir social mediaid(s) too, in case
of roleplaying group gaming. Themain motive
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What |s Technology Addiction?

Though technology addictionisreferred tomorefrequently than ever, it hasyet tobeofficialy recognized
by the Diagnostics and Statistical Manual of Menta Disorders (DSM-V). The publication doesrefer to
Internet Gaming Disorder, but states that people’s reliance on gaming needs more research. The same thing
can be said about technol ogy addiction. Technology is converted into addiction when you rely moreon
technology for every littlething. Teensmay spend so much timeon their devicesthat they strugglein school,
forego their rel ationshipswith friendsand family, and no longer engageintheir lives off-screen.

A 2018 Pew Research Survey found that 45% of teens claimed to use the internet “almost constantly’—
amost doublethe number from the 2014-2015 survey. The same survey indicated that 97% of boysclaimed
to play new mediagamesintheir sparetime.

Teenagers’ Dependency on Technology

It operatesinasimilar way to chemical addictions, blending expectation and reward with therel ease of
dopamine and other chemicals to create a ‘high.” The reward in question might be winning a challenging new
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mediagame, or getting ahigh number of likesor viewson an Instagram post or TikTok. Over time, your teen
could begin to crave the dopamine release they receive from technology—resulting in their needing even more
stimulation to achievethe samefed-good effect.

Risks and Symbols of Addiction
Hereare afew common symptoms of gadget addi ction amongst teenswhich areasfollows:

|sol ation/ d oofness detachment
Depression and anxiety

Beingover defensive

Avoidanceof school, work, and family

VV VYV VYV V

Changesin mood, deep, and appetite

Hencethegraph between the usage of technol ogy and mentd hedthisinversaly proportiond . Adolescents,
mainly active onsociad mediaand play new mediagamesareat anincreased risk of anxiety, depression, and
isolation. Ultimately, technol ogy offers asense of escape and connection that teens have cometo crave.
However, adol escents should monitor their cumulative screen time. In such cases, moderationiskey, and
families should communi cate cond stently to promote healthy technol ogy amongst dl thefamily members.

Current Scenario of New Media Game Addiction

The hugedemand for new mediagames hasresulted inamultibillion-dollar market. Themarket sizeis
expected toreach $90 billion U.S. Dallars by 2020.

2018 GLOBAL GAMES MARKET

newzoo .
O
¥ % In 2018, mobile games
s will generate

$70.3Bn

or 51% of the global
market

newzoo

Global GameMarket

The entireteam of gaming profess onal sworksto solvethe problem by creating constantly interactive,
highly engaging games, and addi ctive gaming, only to entice customersto spend asmuch timeaspossiblewith
them in order to mint market volumes. So it’s a challenging task for the developers to design such games in
order to retain the player’s attention right from the beginning to the end, and such challenges, along with the
pressureto createhighly engaging games, giveriseto addictive gaming, duetowhich theteensfindit difficult
to resist, which resultsin the neglecting of their day-to-day routinework and thusleadsto thelossof their
socid andfamilyties.

Social Factors Associated With Addiction Among Teenagers

Addictionisaneuropsychiatricillness characterised by acompulsive need to use the substance despite
negative outcomes, according to psychol ogists and psychiatrists. Substance abuse receives more attention
from the public, but non-drug dependency isontheriseaswell. Addiction to video gamesisasubset of the
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broader addiction spectrum. The primary signisan extremereliance on and addiction to the game, to the
point that real-world responsibilities are neglected in favour of the virtual ones, to the detriment of the individual’s
health and well-being. New mediagames have exploded in popul arity astechnol ogy has advanced, and
addiction to these games has become a significant problem in the gaming community. The term “new media
game addiction” is used to describe a pattern of behavior in which people become physically, mentally, and
socidly dependent on playing digital gamesfor extended periodsof time. Addictionto anew mediagamehas
been linked to anincreasein the prevaence of mentd disorders, obsessivethinking, and socid issues; players
report skipping meds, missng school, and missngwork; degpingless, and having difficulty intheir rlaionships
with family and friends.

Inlight of thisliterature, it isquiteimportant to examine adol escent addiction to new mediagamesfrom
theviewpointsof their socia networks, including their families, schools, and friends.

Family Environment

Lack of affectionfrom aparent or both parents may hinder devel opment of important traitslikeempathy
and intellectual curiosity. Becausethey are unableto experience or expressloveintherea world, peoplein
thisdemographic may turnto online communitiesfor companionship and affection.

Over-expectations

When parents set unredigticaly benchmarksfor their children, thekidsmay turnto instant gratification
activities like video games to feel like they’re making progress toward their goals. For this reason, it develops
areliance on gaming, which deliversamoreimmediate reward. Addiction stemsfrom traumatic experiences,
therefore repairing damaged attachment bonds with loved ones, particularly parents, and processing one’s
own history of traumaare essential intherecovery process.

Many parents deny that thereisaproblem with how they raisetheir children or the quality of their
connections with their loved ones. The phrases “It’s the game” and “It’s the kid” are often heard. Putting the
blame for a child’s addiction on video games is unjust. Playing games is frequently nothing more than a way for
kidsto unwind and havefuninaloving household. Parentswho struggleto maintain hedthy reationshipswith
their children are more likely to be used to scolding their kids, even though it’s not healthy to place all the
responsibility on the child. In most cases, they should be made to give up power. While it’s not easy, it’s the
parentswho need to let go of control, not thekid. Both the player (whoisachild) and the controller (whois
an adult) might see games as subj ected to the gaming. Some parentsworry that if they releasetheir gripon
their kid, they would lose even more control, but if they don’t, their youngster will keep turning to the internet
inpursuit of independence.

Parent-child Relationship

Each child’s first source of guidance and instruction in the ways of the world is their family. Asa result,
family isavital issueto consider when examining the societal influences of new mediagameaddiction. Jeong
found aclear inversere ationship between gaming addi ction and how parentseducated their children and the
activitiesthey participated in. Children areless proneto devel op gaming addiction if they regularly interact
withther parents. Thelikelihood that ayoungster may get addicted to video gamesincreasesdramatically if
he or sheisunableto maintain regular, meaningful contact with hisor her parents and instead choosesto
interact with peers, teachers, and others outside of theimmediatefamily.

Parental involvement in their children’s gaming does not increase the risk of their kid developing a
gaming addiction. It’s possible that parental involvement in their children’s gaming might act as a buffer against
any adverse effectsthat the medium may have. They believethat ecosystem theory supportstheideathat
parental conduct is strongly tied to adolescents’ development since the family is the first and most personal
setting inwhich they are exposed. According to the sal f-determination theory, two distinct formsof parental
education—ypsychological control and parental autonomy support—can shed light on the factors that contribute
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to the emergence of problematic behaviours in adolescents. It’s possible that video game addiction will develop
in youngsters whose parents have different ties with them than the average family. Children’s emotional
openness, capacity for independent thought, and freedom of will are strongly influenced by theway their
parentsraisethem. Thus, there aretwo broad types of educational approaches: thosethat prioritisefamily
involvement and thosethat prioritise parental autonomy. Adolescentsare said to beunder parental control
when their parentsexert coerciveinfluence ontheir emotionsand idess, either verbally or nonverbally. This
will seriously hamper their maturation into independent adults. When parents providetheir children with
independent support, they affirm their children’s decisions in support if their rights to exercise their free will.
Mental hedlth inyoungstersisenhanced when thiskind of conduct is ableto satisfy their most fundamental
psychological demands. Furthermore, children’s maladjustment, such as gaming addiction, results when parents’
educational conduct falls short of meeting their children’s’ psychological demands.

Addiction to digital games affects the whole family, not just the kids. Parents support their kids’ in their
decisions. They don’t use negative education to tell kids they can’t play games since it stunts their development.
It’s important for parents to take some time for themselves to unwind after a long day of caring for their kids.
It’s the best to boost the familial ties and get everyone on the same page about the game, which may help
prevent teensfrom becoming addicted to video games.

School Environment

The organisational makeup, personality types, and cultural traditions of aschool al contributetoits
unique atmosphere. There are two broad categories for the school setting: safe and unsafe. The term “protective
environment” is used to describe the pleasant school climate that has a calming influence on pupils. The kids
andingtructorsget dong well, and everyonefollowstheregul ations. In contrast, adangerous school dimateis
oneinwhich pupilsroutinely engagein antisocid conduct and disregard school regulations.

Peers
Catering to Peers and Seeking Friendship

Thepeer effect refersto thefact that the utility of anindividud adopting acertain behavior isaffected by
whether apeer adoptsthat behavior or not. The peer effect in new mediagamesismainly manifestedinthe
peer’s influence on teenagers’, who have just broken through the narrow social circle of their families and
open up the territory on campus, pulling in peers to become playmates. “The gaming behavior of peers has a
direct or indirect impact on that of teenagers.”

Self-satisfaction and Recognition from Others

According to Jeong and Kim, low level sof self-confidence and self-efficacy are positively corrdlated
with the likelihood of getting addicted to new media games. Self-efficacy, according to Bandura, is “the
conviction that one can successfully execute the action required to achieve the outcomes,” hence those with
low sdlf-efficacy may find it difficult to successfully maintain socid rel ationships. Human beingswith low sdlf-
confidence or self-efficacy seldom engagein socia activities, or havelessopportunities of engaginginsuch
activities, dueto their negative perceptions of their competencein sociability. However, socia relationships
areindeed an indispensable psychol ogical desirefor most human beings, therefore, peoplewith low self-
confidence or self-efficacy needtolook for an aternativeto fulfill their desire. The senseof belonging and
identity conferred by peersmotivatesteenagerstolearnto accept and imitate thelifestylesand va ues of their
peersaround them, whichincludes mobile game use behavior. Nowadays, teenagerslivein ahighly mediated
society, where the ease of use of cell the Internet has become the “strongest auxiliary’ factor for new media
gameaddiction. Inaddition, teenagersarequietly drawninto thewhirlpool of addiction whilegaining friendship,
identity, and self-sati sfaction asthey work their way up through the gameworld withtheir peers.
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Positive Effects of New Media Games on Teenagers

Undoubtedly, excess ve gaming leadsto addiction; however, gaming a so comeswith the cultivation of
certain podtivetraitstoo, which areasfollows:

»  Logicbuilding/ Solution oriented: Children as gamers pick up alot of ways by construction of
logica stuation towin an assigned task or to crossaparticular level inagiven gaming environment .

»  Improved Timeand motion resultsin syncwith motor skills. Many games engage usersin such away
sothat their motor skillsget improved, moreover they dso amat improving their timeand motionratios
by improvingtheir reactiontime.

»  Plan Execution: Theplayersaredriven to executetheir plansand their day to day assigned taskswith
thespecia consideration of restricting themseal vesto the scarceresources, very much similar to that of
redl lifeinstances. The American Planning A ssociation, thetrade association of urban plannersand
Maxis, thegamecreator are few exapmes of such brilliant execution.

»  Multitasking: The gamesalso makesthe playersvertaile enough to handle multitasking. Clubbed
withwitty approach and quick decison making

»  Precision and Accuracy : Thegamerstend incul catethefeatures of Precision and accuracy majorly
via means of action games which aim at training the user’s brain to pick up quickly on decisions along
with givingfull proof numbers

Negative Effects of Playing New Media Games

The excessive gaming can lead to multiple negative effectstoo like the deterioration of the average
mental and physica hedlth of the ass duous gamers. Theanonymity factor associated with the gamingworld
leadsto the unwarranted crimesin the virtua world along with the social isolation and escaping attitudes
towards socia gatheringsa ong with poor academic scores. Theheavy gamers might al so facethe problem of
halucination, lost cultureetc.

Conclusion

Online new media game addiction is currently listed under Section I11 of the DSM-5 as a “‘condition
warranting more clinical research and experience’. This project followed a cognitive anthropological approach
to explore how the stigmatization of new mediagame playersmight behitting hard ontheover al well-being
of players. A number of researchersfrom different countriesand academicfieldsdeveloped alist of criteria
that would negate the diagnoses of video gaming as a behavioral addiction for certain ‘intensive’ players. This
research team’s criteria for a medicalized diagnosis of video gaming as a behavioral addiction include an
underlying disorder, awillful choice, prolonged intensiveinvolvement, and atemporary coping strategy. Just
toreinforcetheidea, dl mentd hedth diagnosesarederived from cultura modelsof symptoms, diagnos's, and
treatments, and that stigmatization by friends, family, and/or society can increase players’ motivations for
immersinginnew mediagames.
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