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  Abstract 

Present study  examine the  relationship between online gaming addiction and behavioural 

problems among adolescents, moderating role of parenting styles. The study utilized cross-

sectional research design. A  sample of 300 (150 male /150 female) students of class 

9th,10th,11th and 12th taken from different public and private schools and colleges of 

Islamabad and Rawalpindi. . To compute the findings, data was analyzed through Statistical 

Package for Social Sciences (21st version) and Pearson Product Moment Correlation, 

Regression analysis for moderation and t test were executed. 

There is a positive relationship between online gaming addiction, permissive/ authoritarian 

parenting styles and behavioural problems among adolescents. There is a negative 

relationship between authoritative parenting style, behavioural problems and online gaming 

addiction among adolescents. Parenting styles (mothers' permissiveness, fathers' 

authoritativeness, mothers' authoritativeness) moderate the relationship between online 

gaming addiction and behavioural problems. Significant gender differences revealed that 

male adolescents have higher level of online gaming addiction and behavioral problems as 

compared to the female adolescents. The comparative analysis was also done on the basis of 

online gaming hours which showed that the adolescents who spend >10 hrs on gaming have 

higher level of online gaming addiction and behavioral problems as compared to the 

adolescents who spend <10 hrs on gaming. 

 

 

The digital period is being defined as an age of knowledge or machines which reflects the 

high-tech social transformation to computerization. Modern media practices such as internet 

and video gaming are now rampant. This has evolved the essence of leisure activities among 

adolescents . Online gaming addiction is a phenomena of concern. Many parents have 

restricted outdoor activities due to the current security vulnerability. This further 

exacerbates online gaming addictions in the region. Most part of the research has been done 

in this area throughout western countries, however research in Pakistan is still scarce. The 

present research will instill an understanding of the phenomenon in local context. These will 

pave the way for future Pakistani researches to discover more aspects of problematic online 

gaming. Another important part of a research is that all the indigeneous scales have been 

used which the previous researchers lacked in their researches. 

 

 

 

Objectives: To examine the relationship between online gaming addiction and behavioural 

problems among adolescents, moderating role of parenting styles. 

Hypotheses: 

• There is a positive relationship between online gaming addiction and behavioural problems 

among adolescents. 

• There is a negative relationship between authoritative parenting style, behavioural problems and 

online gaming addiction among adolescents. 

• There is a positive relationship between authoritarian parenting styles and behavioural 

      problems  

• There is a positive relationship between authoritarian parenting styles and online gaming 

addiction among adolescents. 

• There is a positive relationship between permissive parenting styles, behavioural problems and 

online gaming addiction. 

• Parenting styles moderate the relationship between online gaming addiction and behavioural 

problems. 

• Male adolescents have higher level of online gaming addiction as compared to the female 

adolescents. 

• The adolescents who spend >10 hrs on gaming have higher level of online gaming addiction 

and behavioral problems as compared to the adolescents who spend <10 hrs on gaming. 

Sample & Instruments:  The study utilized cross-sectional research design. A  

sample of 300 (150 male /150 female) students of class 9th,10th,11th and 12th taken from different 

public and private schools and colleges of Islamabad and Rawalpindi. Problematic Online Gaming 

Scale (Papay et al.,2013)., Child problem checklist (Tariq & Hanif,2007) and Parental Authority 

Questionnaire (Babree,1997) were used to assess the Problematic Online Gaming, Behavioural 

Problems and Parenting Styles among students respectively. To compute the findings, data was 

analyzed through Statistical Package for Social Sciences (21st version) and Pearson Product 

Moment Correlation, Regression analysis for moderation and t test were executed. 

Procedure: The data was collected from different schools of Rawalpindi and Islamabad. 

Competent authorities were informed about the purpose, nature and importance of the study and 

written permission was obtained to collect the data from secondary school children and their 

parents. Sample was employed through the purposive sampling technique based on cross sectional 

survey research design. Participants were informed about the nature, purpose and importance of 

the study and written informed consent was obtained before administering the scales. The 

researcher responded to the queries of participants before, during and after the form completion. 

After the completion of the scales, the researcher checked the scales and requests the respondent to 

answer the question left blank either intentionally or unintentionally.  

Results & Discussion 

 

There is a positive relationship between online gaming addiction, permissive/ authoritarian 

parenting styles and behavioural problems among adolescents. There is a negative 

relationship between authoritative parenting style, behavioural problems and online gaming 

addiction among adolescents. Parenting styles (mothers' permissiveness, fathers' 

authoritativeness, mothers' authoritativeness) moderate the relationship between online 

gaming addiction and behavioural problems. Significant gender differences revealed that 

male adolescents have higher level of online gaming addiction and behavioral problems as 

compared to the female adolescents. The comparative analysis was also done on the basis 

of online gaming hours which showed that the adolescents who spend >10 hrs on gaming 

have higher level of online gaming addiction and behavioral problems as compared to the 

adolescents who spend <10 hrs on gaming. 

Introduction 

Methodology 

 

 

 

• The first and foremost being the small sample size. Given the population i-e school and college 

students which minimize the external validity of the study, larger data should have been collected. 

In order to generalize the results, data should have been collected from students of various cities in 

Pakistan by random sampling to get an even diverse and broad data so that rich information can be 

obtained to ensure external validity.  

• Likert scale and forced choice format of yes/no questions limited the responses. Some short form of 

self-report inventories, checklists or qualitative interview schedules should be made to obtain 

objectivity in data without boredom effect on the participants.  

• Self-report method in itself has very methodological problems; such as the element of social 

desirability. Future studies should be done by using some other most reliable methods. 

•  Other setback was the time during which the data collection was taken place. During covid 

pandemic, half days of the week were on with half of the students being present in the classes on 

alternate days so this might had contributed many confounding variables. For future work, it is 

suggested to study the present variables in varying populations like adult university students with 

larger data collection 

 

 

 

In a nutshell the present study proves that Modern media practices such as  video gaming is now 

rampant and online gaming addiction affects the behavioral problems in adolescents. It is suggested in 

the light of present research to improve the parenting styles in order to reduce the online gaming 

addiction and behavioral problems. These will pave the way for future Pakistani researches to discover 

more aspects of problematic online gaming in clinical research and practice. 

Conclusion 

Limitations &Suggestions 
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