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ABSTRACT 

The popular game PUBG, which has millennials glued to their phone screens these days, has proved to be problematic for a 
bunch of people. However, there are some gamers who are even addicted to this game which is why it has become a major concern for 
the researcher. PUBG is a fabulous game but getting addicted to it can give rise to certain mental and physical health issues that the 
players may not be aware of. The World Health Organization (WHO) now recognizes “Gaming Disorder” as a mental health 
condition. The game is adversely affecting the studies and the overall behavior, conduct and language of its players. Not all 4.2 billion 
internet users will develop addiction problems, but for a small percentage, internet gaming can have a significant negative effect on 
their lives. The findings suggest that interventions should include approaches to develop those mindfulness facets that protect against 
the development of problematic internet use. Without much thinking, researcher could figure out that there are sure to be one or other 
kind of problems in real life if you keep playing PUBG for too long. Hence, suggests suitable recommendations from the study to 
overcome the ill effects of PUBG. This research paper is an exclusive study being carried out on PUBG alone as an individual entity. 

 
Keywords: Academic Performance, Computer Gaming, Gaming Disorder, Mobile Gaming, Mental Health, Millennials, PUBG. 
 
INTRODUCTION 
PUBG Origin 

Player Unknown’s Battlegrounds (PUBG) is an online multiplayer battle royale game developed and published by PUBG 
Corporation, a subsidiary of South Korean video game company Bluehole. The game is based on previous mods that were created by 
Brendan “Player Unknown” Greene for other games, inspired by the 2000 Japanese film Battle Royale, and expanded into a 
standalone game under Greene’s creative direction. In the game, up to one hundred players parachute onto an island and scavenge for 
weapons and equipment to kill others while avoiding getting killed by the opponents. The available safe area of the game’s map 
decreases in size over time, directing surviving players into tighter areas to force encounters. The last player or team standing wins the 
round.  

 
PUBG Mobile 

Following the Chinese publication deal for the Windows Version, Tencent Games and PUBG Corporation additionally 
announced that they were planning on releasing two mobile versions based on the game in the country. The first, PUBG: Exhilarating 
Battlefield is an abridged version of the original game and was developed by Lightspeed & Quantum Studio an internal division of 
Tencent Games. The second, PUBG: Army Attack, includes more arcade-style elements, including action taking place on warships, 
and was developed by Tencent’s Timi Studio. Both versions are free to play and were released for Android and iOS devices on 
February 9, 2018. The games had a combined total of 75 million pre-registrations and ranked first and second on the Chinese iOS 
download charts at launch. Following a soft launch in Canada, an English version of Exhilarating Battlefield, localized simply as 
PUBG Mobile, was released worldwide on March 19, 2018. 

 
PUBG Mobile was the second most downloaded mobile game of 2018, with nearly 300 million downloads worldwide. The 

game’s largest market was China, which accounted for 29% of the game’s downloads, followed by India and the United States each 
with about 10% (30 million) of its downloads. It was the most installed battle royale game of 2018, with about 200 million more 
installs than Fortnite, which received 82 million installs on mobile devices. 

 
REVIEW OF LITERATURE 
Journals 
Janarthanan Balakrishnan & Mark D. Griffiths (2018) researched about the relationship between online mobile gaming addiction 
and loyalty towards purchase intention of online mobile game in-game apps. Previous literature had identified a number of strong 
determinants of online purchase intention including values, consumer experience, lifestyle, security, perceived risk, information, and 
subjective norms and behavioural control.  
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Pamela Chaudhury & Hrudaya Kumar Tripathy (2018) research details about the impact of internet and smartphone addiction on 
academic performance on a total of 222 University students participated in their survey. The findings were of immense use and could 
be used to reduce the internet addiction amongst the student community and also enhance their academic performance. 
Lijun Pang et al. (2018) study found that the consumer’s social experience and the operator’s game design are both promoting on the 
college student’s loyalty in PUBG game. Gender plays a significant role in the relationship between trust and loyalty, that is, the more 
the trust of women in teammates and game operators, the more their loyalty on the game. Furthermore, women have a stronger 
influence on this aspect than men. 
Dumrique, D. O & Castillo, J. G (2018) conducted a study to assess and find out the impact of online gaming on the academic 
performance and social behaviour of the students in the Polytechnic University of the Philippines-Laboratory High School. 
Furthermore, this study sought answers on the significant relationship between playing online games and academic performance and 
to social behaviour of the students.  
Xi Zhai (2018) in his research dealt about internet addiction among young people. He found that, in order to get the higher level in the 
games and keep away from the real situations which they are not satisfied, young people are playing long time games and sometimes 
they cannot control themselves to play games. Therefore, parents should coordinate with interrelated professionals to help and cure 
their kids. 
Yong Ding (2018) paper mainly studies operational model of the famous Computer Games - PUBG, be aimed at human beings in the 
game or human beings regarded as intelligent robots, including the influence of objective factors and subjective factors on the game 
results, linear programming model is established for the various factors and the game results, using excel software, realized in 
different situations the relationship between various factors and the result of game problem solving and plotting table.  
Ramayah, T et al. (2017) research paper focused on the factors that causes online game addiction as their main focus was the limited 
research focused on influence on theory of planned behaviour, social interaction and human computer interaction on student’s 
continuance intention to play online games which leads to games addiction.  
Karzan Wakil et al. (2017) research paper analyses how computer games have a negative impact on student’s GPA. In their paper 
they proposed a questionnaire form for 100 students at basic schools to present impact of computer games on creativity and academic 
achievement. The result of their research explained that the students playing between 1-3 hours per day with electronic games their 
GPA did not decrease or very less which is - 0.22% per hour, on the other hand students that played more than 3 hours per day had a 
decrease in their GPA which is-2.41% per hour. 
Maria Hafeez et al. (2017) research targeted the gap in understanding of gaming addiction. Some researchers use the terminology of 
problematic or excessive game usage instead of disorder to denote the harmful use of video game playing. There is a need of 
epidemiological research to determine the occurrence and prevalence of clinically significant problems that are associated with 
gaming addiction, to ensure recovery and treatment in a better way briefly discussed in this review. 
 
Articles 
Rohan Jaitly (2019) wrote in his article that Gujarat Government has issued a new circular which state that district authorities should 
now ensure that there should be a ban on students for playing Player Unknown’s Battlegrounds (PUBG) in schools.  
Sandeep Sarkar (2019) wrote about an incident which took place in Nehru Nagar area of Kurla, Mumbai, a youth has committed 
suicide for what seems to be a puny reason. The teenage boy aged 18 years took the decision to end his life when his family denied 
buying him a premium smartphone so that he can play PUBG on it.  
News18.com (2019) posted an article about a recent Facebook post that revealed a man in Malaysia reportedly left his four-month-
pregnant wife and child so that he could play PUBG without any interference.  
Aritra (2018) article talks about PUBG as the game has sold more than 50 million copies across various platforms and won many 
games of the year awards since its launch in 2017. The game has caught the eye of the Indian mobile gamer’s in the last few months. 
With more Indians buying smartphones, the game has picked up big time.  
Malini Raghu (2018) article talks about how cases of gaming addiction especially of children are being reported at the Safe and 
Healthy Use of Technology (SHUT) clinic, NIMHANS. She tells that the fantasy and victory in the gaming world might boost self-
esteem and provide content, but it is disruptive when they think more about the fantasy world and lose touch with reality. The 
adrenaline rush and the release of dopamine (a happy hormone) when one wins a game may urge them to indulge in it again and again. 
Iffath Fathima (2018) wrote in her article that SHUT clinic, NIMHANS reported 40 cases of PUBG addiction a month and is 
increasing every day. The intensely competitive nature of the game keeps the players hooked to it for hours and soon it takes over their 
life. Doctors say that after playing continuously for eight hours, the game dominates every aspect of the players’ life.  
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MATERIAL AND METHODS 
The PUBG game is adversely affecting the respondent’s academic performance and the overall behavior, conduct and 

language of its players. Hence, the study impact of PUBG gaming addiction on PUBG players was analysed using relevant framework 
and statistical analysis.    

 
 
 
 
 
 
 
 
 
Objectives of the study 
 To analyse how many Respondents’ play PUBG. 
 To analyse the impact of PUBG and academic performance of the Respondent’s. 
 To study if PUBG affects Respondent’s life in real. 
 To understand if PUBG addiction influences Respondent’s mental stress. 
 To find out the implications of playing PUBG. 

 
Hypothesis 

1) There is no significant difference between age and academic performance of PUBG players. 
2) There is no significant difference between gender and mental stress of PUBG players. 
3) There is no significant difference between age of PUBG players and abstaining responsibilities. 

 
Research Design 

The research methodology adapted for the study is descriptive research which is a survey method including comparative and 
correlation methods. The pilot study was carried over for a sample of 30 respondents to check validity and reliability. The data was 
collected from 150 respondents belonging to PUBG community. The primary data was obtained through a structured questionnaire 
Likert five-point scale using google forms. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

ACADEMIC 
PERFORMANCE 

LOYALTY ADDICTION 
TOWARDS PUBG 
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RESULTS 
Descriptive Statistics 

 
 
INFERENCE: Descriptive Statistics provides two types of general statistics the mean and standard deviation; frequency distributions 
are used to organize and present frequency counts in a summary form whereby the characteristics of each sample is obtained by 
accessing against each variable. 
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RELIABILITY AND VALIDITY TEST 

Reliability Statistics 

Cronbach’s Alpha No of Items 

.732 16 

 
INFERENCE  
 It is observed that the 16 elements of the structured questionnaire assessed using five-point Likert Scale when tested for 
its reliability and validity, the Cronbach’s Alpha score is 0.732, which indicates that the elements are highly dependable and have 
good factor loadings. 
 
TESTING OF HYPOTHESIS USING ANOVA 
1) H0: There is no significant difference between age and academic performance of PUBG players. 
    H1: There is significant difference between age and academic performance of PUBG players. 
 

 

N Mean Std. Deviation Std. Error 

95% Confidence Interval for 
Mean 

Minimum Maximum 
 

Lower Bound Upper Bound 

1 10 18.30 3.713 1.174 15.64 20.96 15 28 

2 11 19.91 3.506 1.057 17.55 22.26 15 27 

3 21 19.33 3.773 .823 17.62 21.05 16 28 

4 26 17.58 3.152 .618 16.30 18.85 15 30 

5 41 18.17 2.966 .463 17.23 19.11 15 28 

Total 109 18.44 3.326 .319 17.81 19.07 15 30 

 

   Sum of 
Squares df Mean Square F Sig. 

Between Groups (Combined) 63.036 4 15.759 1.448 .224 

Linear 
Term 

Unweighted 10.706 1 10.706 .984 .324 

Weighted 17.970 1 17.970 1.651 .202 

Deviation 45.065 3 15.022 1.380 .253 

Within Groups 1131.827 104 10.883   

Total 1194.862 108    

 
INFERENCE: It is observed that there is no significant difference between age and academic performance of PUBG Players as (P > 
0.05). Hence, we accept the null hypothesis and reject the alternative hypothesis.  
 
2) H0: There is no significant difference between gender and mental stress of PUBG players. 
    H1: There is significant difference between gender and mental stress of PUBG players. 
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N Mean 
Std. 
Deviation Std. Error 

95% Confidence Interval for 
Mean 

Minimum Maximum  Lower Bound Upper Bound 

1 9 18.56 2.186 .729 16.88 20.24 16 23 

2 12 17.83 2.791 .806 16.06 19.61 15 24 

3 31 19.16 4.083 .733 17.66 20.66 15 28 

4 27 18.04 3.391 .653 16.70 19.38 15 28 

5 30 18.27 2.912 .532 17.18 19.35 15 30 

Total 109 18.44 3.326 .319 17.81 19.07 15 30 

 

   Sum of 
Squares df Mean Square F Sig. 

Between Groups (Combined) 25.950 4 6.488 .577 .680 

Linear 
Term 

Unweighted .200 1 .200 .018 .894 

Weighted 1.569 1 1.569 .140 .709 

Deviation 24.381 3 8.127 .723 .540 

Within Groups 1168.912 104 11.240   

Total 1194.862 108    

 
INFERENCE: It is observed that there is no significant difference between gender and mental stress of PUBG Players as (P > 0.05). 
Hence, we accept the null hypothesis and reject the alternative hypothesis.  
 
3) H0: There is no significant difference between age of PUBG players and abstaining responsibilities. 
    H1: There is significant difference between age of PUBG players and abstaining responsibilities. 
 

 

N Mean 
Std. 
Deviation Std. Error 

95% Confidence Interval for 
Mean 

Minimum Maximum  Lower Bound Upper Bound 

1 13 18.85 3.211 .890 16.91 20.79 16 28 

2 11 19.73 3.849 1.161 17.14 22.31 16 27 

3 18 18.61 3.292 .776 16.97 20.25 15 27 

4 25 17.80 2.708 .542 16.68 18.92 15 24 

5 42 18.29 3.597 .555 17.16 19.41 15 30 

Total 109 18.44 3.326 .319 17.81 19.07 15 30 

 

   Sum of 
Squares df Mean Square F Sig. 

Between 
Groups 

(Combined) 32.139 4 8.035 .719 .581 

Linear 
Term 

Unweighted 17.405 1 17.405 1.557 .215 

Weighted 13.838 1 13.838 1.238 .268 

Deviation 18.301 3 6.100 .546 .652 

Within Groups 1162.723 104 11.180   

Total 1194.862 108    
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INFERENCE: It is observed that there is no significant difference between age and abstaining from responsibilities of PUBG Players 
as (P > 0.05). Hence, we accept the null hypothesis and reject the alternative hypothesis.  
 
DISCUSSION 
               After analysing and interpreting the data, certain findings have been drawn to make it clear about “PUBG addiction among 
teenagers”. 
 We infer that 73% of the respondents play PUBG in which 69% of them belong to the teenager’s category. Therefore, we 

correlate that the majority of teenager’s are players of PUBG. 
 It is observed that 63% of Respondents don’t play PUBG where they have reported that the game is too big and requires high 

data. 
 From the 73% of respondents who play PUBG we notice that 91% of them cumulatively play PUBG for the experience, friends 

influence to play and they rate PUBG as better than other games. 
 It is evident that 92% of respondents play PUBG using mobile due to undisrupted internet accessibility and low tariff rates. 
 We witness that 41% of the respondents are addicted to play PUBG as they play more than 12 hours per week depending upon 

individual’s intensity towards the game the duration increases to a larger scale. 
 Around 81% of the respondents play PUBG after Dusk due to the availability of international PUBG players across the globe.  
 It is observed that 80% of the respondents spend less than Rs.350 because the in-app purchases are not compulsory and it’s free 

to play. The game is user friendly. 
 It is evident that 52% of the respondents agree to the fact that they lose track of time and mess up with their routine academic 

deadlines which signifies very high level of involvement in the game. 
 We witness that 53% of the respondents prefer to skip their meal time to play PUBG as the game continuity should be kept in 

track as the match duration extends up to 40 minutes. 
 Nearly 53% of the respondents have experienced mental stress during and after the play in order to win the match to attain the 

individual player rank with the sense of proud accomplishment amongst other players. 
 We observe that 58% of the respondents are mentally preoccupied with the thoughts about the game as to win the game to 

maintain their social status quo of being a competent player. 
 We witness that 63% of the respondents are terribly distracted and become aggressive when they get a phone call while they 

are playing PUBG which is an indication that they miss out on emergency calls which displays the don’t care attitude of the 
respondents. 

 We observe that 50% of the respondents have sleep deprivation as the game timing is feasible After Dark due to availability of 
the Global players of PUBG. 

 We notice that 43% of the respondents become aggressive and offend their family and friend circle when they pass adverse 
comments about the PUBG addiction. 

 It is observed that 48% of the respondents play PUBG to evade boredom and also to escape from Real world problems like 
anxiety, stress, depression, etc. 

 We notice that 62% of the respondents agree that there is slack in individual academic performance when they self-introspected 
themselves before and after playing PUBG. 

 It is evident that 49% of the respondents have gradually given up over their favourite sport or hobby in order to play PUBG as 
it is more fun and entertaining. 

 We observe that 55% of the Respondents get annoyed with their virtual team players when they are not serious in the game and 
lose out points due to their relaxed behaviour which leads to aggression of serious players. 

 Around 61% of the respondents have agreed that they deliberately escape from shouldering responsibilities in order to have 
continuity in their game. 

 We witness that 63% of the respondents deny the fact that they have any sort of health issues apart from mental aggression and 
anxiety as most of the players fall under the category of teenagers. 

 Nearly 47% agree to the fact that they are engrossed with the game for a longer period when compared to the initial days and 
have a sense of addiction towards PUBG. 

 In this case 42% of them have remained neutral to the statement that PUBG is the most fascinating aspect of their life whereas 
everything else seems boring. 

 Around 59% of the respondents honestly admit the fact that they PUBG secretly dur to pressure from parents to focus on 
academics and not the game. 

 It is observed that 90% of the respondents strongly wish to recommend PUBG to their peers because of the ease, in-built 
features and challenging gameplay. 
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 We witness that 87% of the respondents strongly rebel for the fact that PUBG should not be banned in India and are against the 
government policies to initiating the ban as it brings in individual contentment and social connect when they associated with 
the game PUBG. 
 

CONCLUSION 
              A mobile game habit isn’t as physically dangerous as an addiction to heroin or meth, but your brain acts much the same way 
when it goes without. Gaming addiction has the capability of disrupting one’s mental and social health. When played for a prolonged 
amount of time, games may take a hold on its players. The fun and games soon become their lives, their minds crave the excitement of 
the tasks they must do, and the people around them soon depart, eventually leaving them with no one in their real lives to turn to. 
Therefore, those who feel as if their pastime controls their way of life should reach out for help. 
The following tips are recommended to curb gaming addiction: 
 Video games, unlike some other addictions can fill in a lot of time. Stopping altogether may leave a huge void in your life and 

cause you to relapse and sink more time into games. The goal is to reduce the time you spend playing video games. 
 Set a specific number of hours (or minutes) to play video games per day. Set a countdown and once that timer goes off, you 

stop playing. 
 For each hour of play, stand up, walk around etc. for a few minutes. It’s unhealthy to sit in front of a screen for hours at a time 

without a break. 
 Spend more time with friends in doing something fun and productive. 
 Limit how much money you spend on buying game accessories. 
 There are a lot of video games that families can play together. Not only will it allow you to play a game, it will include your 

family as well. 
 Access to games should be viewed as an earned privilege, not an automatic right. 
 An addiction to gaming may be caused by something else going on in your life. Talking to a mental health professional, can 

help you identify and possibly address that. 
 Start a collection of some sort, do some gardening, etc. Something else to keep your hands and mind busy. Some of these you 

can also include your friends and family. 
 During exam times or other times when they need to avoid screen time, delete games so the temptation isn’t there. Reinstall 

when exams are complete. 
 Review your life and look at your life with a new dimension such that you don’t miss out on your important life event for 

which you may regret later. 
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