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Abstract 
This study is discuss about the effect of online game towards to adolescent behavior. As a 
result, the study reveals that the effect of online game consists of as a therapy: to release 
tension, sociable behavior, academic performance, mental disorder and aggressive and 
addiction behavior. This paper also show the table analysis of review and the figure proposed 
research framework.  
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1. Introduction 

Online gaming becomes one of many options for people to spend free time 
especially for adolescents. Based on a few research paper, there are a few effects that 
have been stated by researchers towards behavior of online games among adolescent 
either positive or negative effect. Firstly, online gaming will help adolescent to overcome 
their stress from reality and give them positive vibes or motivation. (Liu et al., 2016; 
Robertson, 2018). Secondly online gaming influenced adolescent to have social able 
behavior and help them to know new people while they playing online game. (Soek, 
2018).Third, adolescents, who have been effected by online gaming will have problem 
with academic performance (Stockdale & Coyne, 2018, 2017; Hyun et al 2015; Li & 
Wang, 2013). Online gaming also risk them to have mental health symptom such as 
depression, anxiety, self-confident, ADHD and others (Panagiotidi & Overten, 2018; 
Kircaburu et al;2018; Hyun et al,2015)Besides that, online gaming lead adolescent to 
have addiction and aggressive behavior (Gunuc, 2018; Li & Wang, 2013). 
 
2. Literature Review  
 This research is to evaluate the effects of online gaming towards student 
behavior. For the effect behavior we focused on 5 effect of online gaming that consist of 
positive effects (therapy to release tension and sociable behavior and also negative 
effects (academic performances, mental disorder and addiction and aggressive 
behavior). 
 
2.1 As a therapy: release tension 

In the developing world of technology, adults have faced many challenging things 
on their way to gain some achievement. For example, when adults doing their work 
such as do some research for their assignment, they need a short break to relieve their 
stress. Most of them used that time by playing online game. According to Robertson 
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(2018) “resilience can be broadly defined as the ability to adapt to adverse situation in a 
positive manner”. Based on this previous research paper, their objective is to reduce 
likelihood an individual that suffer from internet addiction and the way to diagnosis by 
using role of resilience. Their findings found that an individual’s resilience can help them 
to release with stress. Stress is linked to any mental and physical health. With the 
present of online game adults could help them to deal with their stress level and 
situation.  
 
2.2 Sociable behavior 

Sociable is very important in development of adolescent’s identity and to gain a 
new knowledge and experience. In the new era of technology, adolescent today like to 
used something that are flexible, friendly used and fast, online gaming is one of it way. 
According to research, conduct by Seok (2018) adolescent learn to socialize with others 
people with method that familiar to them.  The objective of the previous research paper 
explore adolescent’s awareness about the effect of online games in their life. Other 
purpose was to examine their psychosocial problem related game addiction.  In 
addition, online games taught adolescent how to work in groups or team work and also 
taught how to communicate with others. Gunuc (2015) said that gamers find the 
opportunity to have healthy competition with others in online platform: compete with 
each other in online platform; this competition help them to achieve their satisfaction 
when playing online game in grouping.  The purpose of the previous paper research is 
to determine the interaction between online games and internet addiction. The results 
showed there have strong interaction among online game and internet addiction. But 
not all situation is determined as game and internet addiction.  
 
2.3 Academic performance 
 Nowadays academic performance is very important to determined adolescent to 
a better life especially in Asia region/country. Many previous study said one of the 
negative affect of playing online game without limitation was decrease academic 
performance. According to Toker (2016) their research found that played online game in 
over limit time not only will decrease their self-esteem but also adolescent’s academic 
performance. The purpose of previous paper was to identify the impact of online gaming 
on academic performance, self-confident and esteem. It may make adolescent failure in 
academic because they more focus on played online game and did not give attention to 
their learning in class. 
 
2.4 Mental Disorder 
 Online gaming will harm youth’s life if not controlled. The youth should have their 
own limit time when they want to play online game or if not avoided online gaming will 
make the youth become addict to youth. Game addiction was lead to mental health 
such as attention deficit hyperactive disorder (ADHD) anxiety, obsessive-compulsive 
disorder (OCD) and depression. According to Tang (2018) and Soek (2018) internet-
related addiction was found to affect their sleep pattern, and lead to negative impact on 
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health-related quality of life among young people. Adolescent become trapped to online 
gaming and their behavior start to change, such as from timid to anger or extreme mood 
swing or doing something that will harm their own life. The objective of the previous 
research paper was to explore how online game effect adolescent’s life. As a result from 
the research they found, they have serious symptom of game addiction especially in 
mental and psychosocial health.  As a prove the statement, in India a student was 
commit suicide after being forbid from played online game (PUBG) because his exam 
was around a corner. According to Stockdale (2018) it is possible that video game 
addiction leads to biological changes in the neutral network that weaken cognitive 
functioning and impulse control. The objective of previous study the relationship 
between game addiction and classification of bad effect of mental and physical health. 
As a resulted they concluded that addicts give bad effect, one of them was mental 
health.  
 
2.5 Addiction and Aggressive  

Furthermore, there are proves stating that the video game and internet could 
lead to negative effect on adolescent. Another negative effect of online gaming is 
addiction and aggressive. From previous study, there was a strong correlation between 
video game and Internet addictions. According to Gunuc (2018) playing online game 
expose them to serious risk of addiction compared to other addiction such as internet or 
media social addiction. The objective of the research paper was to determine the 
interaction between online games and internet addiction. The results showed there have 
strong interaction among online game and internet addiction. But not all situation is 
determined as game and internet addiction. As a proof online gaming will lead individual 
to aggressive behavior was resulted from online game is from latest case relating to 
mass shooting in New Zealand that scarified 50 victim.  Youngsters are always under 
risk of addiction because they are very familiar with the online games and they are easy 
to be influenced by trending issue.   
 

Table 1. Analysis of Review 
 

Authors Release 
Tension  

Sociable 
Behavior 

Academic 
Performance 

Mental 
Disorder 

Addiction and 
Aggressive 

Gunuc (2015)        

Toker, M.H. 
Baturay (2016) 

   
  

  
  

Stockdale &Coyne 
(2018) 

    
  

 
  

Tang et al (2018)    
  

 
  

 
  

Soek  et al (2018)   
  

   

Robertson (2018)  
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Kicaburu et al 
(2018) 

      

Panagiotidi & 
Overton (2018) 

      

 
 
 Table 1 show the analysis review about effect of online game towards adolescent 
behavior and we conclude that there are a few author that agree on release tension 
Robertson (2018) were effect of online gaming towards adolescent. While for sociable 
behavior is agree by Gunuc (2015) and Soek et al (2018). Next, in academic 
performance the authors that agree with the effect of online game in academic 
performance are Toker & Baturay (2016) and Tang (2018). For point mental disorder 
was agree by Stockdale and Coyne (2018), Tang (2018), Kicabaru (2018) and 
Paagiotidi & Overton (2018). Last but not least, 4 authors are agree with addiction and 
aggressive (Gunuc, 2018; Tokey &Baturay, 2018; Stockdale & Coyne, 2018; Tang, 
2018) as one of the negative effect of online game towards adolescent. 
 
4. Conclusions 
 

For a conclusion, effect of online gaming to adolescent behavior consists positive 
and negative behavior. Although online gaming is one of example in entertainment to 
release tension and a place to know a new people/be social but if there is not have any 
limitation time for adolescent, it will give negative effect to behavior. Many research 
have stated several the worst effect because of online gaming will change not only their 
relationship, academic performances but also their physical and mental health such as 
depression, addiction and aggressive. Many accident have proven that if it is not 
controlled it will causes bad effect, for example commit suicide after lose in battle in 
online game (PUBG). 
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