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Abstract 

Background- Covid19 had caused significant disruption in the social functioning of people, especially the 

students. Lockdown and online education left many students with excessive use of internet for recreational and 

academic purposes, with many students getting addicted to internet gaming. There is however very little data on 

the prevalence of internet gaming disorder among the medical students, especially during the covid19 

pandemic. This study aims to estimate the prevalence of internet gaming disorder among medical students 

during covid19 pandemic and also to estimate the student’s perception of the influence of the pandemic on their 

internet use and in turn their academics. 

Methods- A cross-sectional study was conducted on 100medical students(undergraduates, interns and 

postgraduates)in a medical college, Kerala. After taking informed consent, they were given a questionnaire 

containing sociodemographic variables. Internet gaming disorder scale-short form was administered to assess 

the severity of the gaming disorder. To test the statistical significance of association of socio-demographic 

factors with Internet gaming disorder, Chi-square test was applied. 

Results- 41% medical students had Internet gaming disorder. Prevalence of Internet gaming disorder was more 

among male students(p value 0.015 )and among the postgraduate students(p value 0.003). 89% reported that 

their internet use had increased during Covid19 pandemic and 76% reported that it had affected their academics. 

Conclusion- Nearly half of the medical students in this study had Internet gaming disorder. A closer look into 

internet gaming as a disorder is required, as this may silently impact the life and productivity of budding 

doctors. 
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Introduction 

The first case of COVID-19 in India was reported 

from Kerala. Thereafter the virus spread throughout 

the country causing significant turbulences in the 

functioning of society. COVID-19 pandemic has 

impacted the personal, social, and occupational life of 

students and has negatively affected their mental 

health. College going adolescents are highly 

vulnerable to the misuse of the internet especially by 

playing games. The increased and undisciplined use 

of internet by adolescents has led to the emergence of 

the concept of internet gaming addiction. During 

COVID-19 pandemic, the psychological and 

environmental factors in the daily lives of medical 

students may leave them disproportionately 

vulnerable to internet addiction. 

The concept of internet addiction has experienced 

significant debates over the years. WHO included 

internet gaming disorder in the chapter of substance 

and behavioural addiction in the 11
th

 edition of the 

international classification of Diseases and related 

health problems (ICD-11)
 

and “Internet gaming 

disorder"(IGD) is listed in the fifth edition of the 

(DSM Diagnostic and Statistical Manual of Mental 
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Disorders-5) appendix, as a condition that requires 

further study.[1] Meta analysis and systematic review 

conducted among college students in India by Joseph 

J reported an overall prevalence of Internet addiction 

as 19%. [2] 

Multiple scales, questionnaires and instruments are 

developed over time to measure Internet gaming 

disorder. But the most commonly used reliable scale 

is the Internet gaming disorder scale- short form 

(IGDS9-SF) by Pointes and Griffiths,2015.[3] The 

scale consists of 9 items rated on a 5 point likert scale 

yielding a minimum of nine to a maximum of 45 

points. The substantial data on the epidemiology of 

internet gaming disorder are voluminous across the 

globe. However, there is inconclusive evidence 

regarding the exact magnitude of the problem 

because the prevalence varies according to country 

and study context. A study conducted in six Asian 

countries reported that the prevalence of internet 

addiction varies from 5% to 21 %.[4]
 
Internet gaming 

disorder is becoming increasingly detrimental to 

modern society, with serious consequences for daily 

functioning. Internet Gaming disorder may also be 

seen in medical students, as their life style changes, 

as imposed by the COVID-19 pandemic.[5] 

The aim of our study is to assess the prevalence of 

internet gaming disorder among medical students 

during covid19 pandemic. 

Materials and Methods 

The study was a cross sectional study conducted in 

the 100 medical students (undergraduates, interns and 

postgraduates) in a medical college of Kerala during 

September 2021. It was approved by the scientific 

research and ethics committee of the institute. 

Students in a Medical College in Kerala, including 

undergraduates, house surgeons and postgraduates, 

were selected for the study. Subjects not willing to 

participate were excluded from the study. Written 

informed consent for the study was obtained from the 

participants. Socio-demographic details of subjects 

including age, gender, educational status, marital 

status were collected. 

To assess the severity of the internet gaming disorder, 

Internet gaming disorder scale-short form (IGDS9-

SF) was administered. It is a self reported screening 

measure based on the Diagnostic and Statistical 

Manual of mental Disorders (DSM-5) criteria. The 

scale consists of 9 items rated on a 5 point likert scale 

ranging from 1 (never) to 5 (very often) yielding a 

minimum of 9 to a maximum of 45 points. Total 

scores can be obtained by summing up all responses 

given to all 9 items of the IGDS9-SF with higher 

scores being indicative of a higher degree of Internet 

Gaming Disorder.[3] The cutoff score of 21 was 

taken for diagnosing IGD.[6]
 
The IGDS9-SF had 

shown adequate construct and criterion validity, as 

well as an excellent reliability with an internal 

consistency coefficient (cronbach’s alpha) of 0.88.[7] 

Nine questions in IGDS9-SF include 1) 

preoccupation with online/offline gaming; 2) 

experience of unpleasant symptoms when gaming is 

taken away; 3) the need to spend increasing amounts 

of time engaged in games; 4) unsuccessful attempts 

to control participation in games; 5) loss of interest in 

previous hobbies and entertainment as a result of, and 

with the exception of, games; 6) continued excessive 

use of games despite knowledge of psychosocial 

problems; 7) deceiving family members, therapists, 

or others regarding the amount of gaming; 8) use of 

games to escape or relieve negative moods; and 9) 

jeopardizing or losing a significant relationship, job, 

or education or career opportunity because of 

participation in game. According to the Diagnostic 

and Statistical Manual of Mental Disorders-5 (DSM-

5), the clinical diagnosis of IGD requires the 

endorsement of at least five (or more) of the 

following above criteria.[8] 

This study was completed in one month with a 

sample size of 100 participants. The data was 

analyzed using SPSS software. As there were no 

studies done previously on this topic at that time, a 

pilot study was conducted with 10 participants, 

sample size came to 25 with 95% confidence and 

20% error. 

Results 

100 medical students (Interns, undergraduates, 

postgraduates) were analyzed for the study. The 

prevalence of internet gaming disorder was found to 

be 41%. IGDS9-SF scale was used in this study and 

the responses of participants are given in Table 1. 

65% were aged between 20-25 years, 23% were aged 

between 25-30 years, 9% were less than 20 and 3% 

were more than 30 years. Among the study 

population, 56 were female participants and the 

remaining 44 were males. The majority of the 
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participants (41%) were undergraduates followed by 

35% interns and 24% postgraduate students. The 

distribution of Internet Gaming Disorder with various 

socio-demographic variables is given in Table 2. 

Internet gaming disorder was more prevalent among 

males in our study and this was statistically 

significant (p value 0.015). Similarly, there was a 

statistically significant association between the 

internet gaming disorder and the educational status, 

with more prevalence of internet gaming disorder 

among postgraduate students (p value 0.003). 89% 

reported that their internet use has increased 

compared to their internet use prior to COVID-19 

pandemic and 76% reported that it has affected their 

academics.

 

Table-1: Response of various participants to the Questions of IGDS9-SF scale 

100 participants Response to IGD scale by participants 

SL No: IGD SCALE 1 2 3 4 5 

1 Have you spend a lot of time 

thinking about games or 

planned gaming 

30(30%) 22(22%) 13(13%) 13(13%) 13(13%) 

2 Did you get annoyed,uneasy 

or upset when you couldn't 

play 

43(43%) 22(22%) 11(11%) 10(10%) 14(14%) 

3 Have you felt the need to play 

more and more? 

28(28%) 20(20%) 26(26%) 17(17%) 9(9%) 

4 Have you tried to cutdown on 

gaming without succeding 

39(39%) 13(13%) 16(16%) 17(17%) 15(15%) 

5 Have you lost interest in 

previous hobbies and leisure 

activities because of gaming? 

 

54(54%) 11(11%) 12(12%) 11(11%) 12(12%) 

6 Did u continue to play even 

though it created problems on 

you? 

44(44%) 17(17%) 12(12%) 12(12%) 14(14%) 

7 Have you lied to family 

members, therapists or others 

about how much you have 

played? 

 

50(50%) 12(12%) 13(13%) 13(13%) 11(11%) 

8 Did you play to reduce 

negative feelings? 

 

31(31%) 28(28%) 4(4%) 20(20%) 16(16%) 

9 Have you risked or ruined an 

important relationship,job, or 

career opportunity because of 

gaming 

 

55(55%) 10(10%) 10(10%) 14(14%) 11(11%) 
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Table 2: Association of Internet Gaming Disorder with various socio-demographic variables 

Socio-demographic variables Internet gaming disorder p value 

Yes No 

n % n % 

Age <20years 2 22.2% 7 77.8% 0.506 

20-25years 21 32.3% 44 67.7% 

25-30years 16 69.6% 7 30.4% 

>30years 2 66.7% 1 33.3% 

Sex Female 17 30.4% 39 69.6% 0.013* 

Male 24 54.5% 20 45.5% 

Educational status Interns 11 31.4% 24 68.6% 0.003* 

Undergraduates 13 31.7% 28 68.3% 

Postgraduates 17 70.8% 7 29.2% 

Marital status Single 37 40.2% 55 59.8% 0.589 

Married 4 50% 4 50% 

*p value less than 0.05 was considered statistically significant 
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Graph 1: Percentage of participants reporting that their internet use has increased compared to their use 

prior to COVID-19 pandemic 

 

 

Graph 2: Percentage of participants reporting that their internet use has affected their academics during 

COVID-19 pandemic 

 

Discussion 

Research on Internet gaming disorder among medical 

students during COVID-19 pandemic has not been 

done extensively, especially in the southern part of 

India. In our study, we have surveyed the prevalence 

of internet gaming disorder among medical students 

during covid19 pandemic. 100 medical students 

(Interns, undergraduates, postgraduates) were 

analyzed during COVID-19 pandemic and the 

prevalence of Internet gaming disorder was noted to 

be 41%. Studies done by Chaudari B et al and 

no, 11% 

yes, 89% 

, 0 , 0 

no, 24% 

yes, 76% 
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Sharma et al reported a prevalence of internet 

addiction as 58.87% and 42.7% respectively among 

medical and other professional college students in 

India.[9,7] Meta analysis conducted by Zhang MWB 

et al reported that internet addiction was five times 

more common in the medical professionals than in 

general students.[10] A study by B Lakshmi Dorai et 

al done in Tamilnadu reported the prevalence of 

internet addiction among medical college students as 

46.7%.[11] This study further confirms the high 

prevalence of internet gaming disorder in medical 

college students and the need for a serious inspection 

of its impact on the budding doctors. It can hamper 

their academic performance as well as the service 

they provide to the population. 

In this study, the majority of participants were 

between 20-25 years of age. When socio-

demographic variables were compared with internet 

gaming disorder, there was significant association 

found with respect to gender and educational status, 

but the association with age group and marital status 

were not statistically significant. Students of younger 

age were more prone to internet gaming disorder. 

This may be explained by the fact that they tend to 

use the internet excessively due to poor self-control 

and less parental supervision. Internet Gaming 

disorder was more prevalent in postgraduates in our 

study (p value0.003), which may be explained based 

on the increased stress and responsibilities they have. 

This aspect was not evaluated in previous studies; 

hence the comparison cannot be done. This study 

showed a higher prevalence of Internet gaming 

disorder in males than females(p value 0.015), but a 

study done by Lakshmi Dorai et al reported higher 

number of females addicted to internet than 

males.[11] But they studied internet addiction but our 

study was on Internet gaming disorder. In our study, 

Internet Gaming Disorder was more prevalent among 

married medical students compared to unmarried 

medical students. This may lead to problems in their 

relationships and also can harm their marriage life. 

However, this finding needs further research as it was 

not statistically significant. 

The findings of our study will provide valuable input 

to the policy makers and medical health professionals 

worldwide to provide prevention based interventions 

for excessive use of internet among medical students. 

Further studies are needed to see if personality traits 

have any correlation with internet gaming disorder 

and also to study the prevalence of internet gaming 

disorder among non medical students. 

Due to the cross sectional study design, no causal 

inference can be made regarding the observed 

associations. The data was collected through a self 

reported questionnaire and hence there is a potential 

recall bias. The prevalence of internet gaming 

disorder was assessed only among medical students 

who might affect the external validity. The 

occurrence among other educational settings was not 

assessed in this study. 
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