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ABSTRACT 
Background: The widespread use of smartphones has introduced new behavioural challenges among adolescents, notably Mobile Gaming Addiction (MGA) and phubbing While these phenomena independently impact developmental and social competencies, their interrelationship remains underexplored in the Indian educational context.
Objectives: This study aimed to assess the prevalence of MGA and phubbing behaviour, examine gender-based differences, and determine the correlational relationship between these two variables among higher secondary school students.
Methodology: A quantitative correlational research design was employed. A stratified random sample of 280 students (140 male, 140 female) was drawn from higher secondary schools in the Keonjhar district of Odisha. Data were collected using a self-developed Mobile Gaming Addiction Scale (MGAS) and an adopted Phubbing Behaviour Scale (PBS).
Results: Descriptive analysis revealed that a majority of students exhibited moderate levels of both MGA (70%) and phubbing behaviour (60%). An independent samples t-test indicated a statistically significant gender difference in MGA, with male students scoring significantly higher than females (t = 2.981, p = 0.003). However, no significant gender difference was observed regarding phubbing behaviour (t = 0.981, p = 0.328). Pearson’s correlation coefficient demonstrated a significant positive relationship between MGA and phubbing behaviour (r = 0.240, p = 0.003).The findings suggest that higher susceptibility to mobile gaming addiction is associated with increased phubbing behaviour. Consequently, targeted educational interventions, school counselling, and digital literacy programs are recommended to foster balanced technology use and mitigate social withdrawal among adolescents.
Keywords: Mobile Gaming Addiction, Phubbing Behaviour, Adolescents, Higher Secondary Students, Educational Psychology, Digital Dependency.
INTRODUCTION 
In the contemporary digital age, rapid technological advancement has significantly transformed the lifestyle, behaviour, and interaction patterns of individuals across all age groups. Among various technological innovations, the smartphone has emerged as one of the most influential devices, particularly among adolescents. With increased affordability and widespread internet access, smartphones serve critical purposes ranging from education to social networking (Pew Research Centre, 2018). However, one of the most prominent and engaging activities facilitated by these devices is mobile gaming. Designed to be highly interactive and visually appealing, mobile games utilize rewards, competition, and real-time interaction to encourage prolonged engagement. While moderate gaming can offer cognitive benefits, excessive involvement often interferes with academic responsibilities, physical health, and social relationships, leading to adverse consequences (Zakaria, A.S & Adnan, 2022). When this engagement becomes compulsive and difficult to control, it manifests as mobile gaming addiction, a behavioural pattern characterized by a loss of control, irritability, and the neglect of daily activities. Recognizing the severity of this issue, the World Health Organization formally included gaming disorder in the International Classification of Diseases (WHO, 2019).
Simultaneously, the increasing dependency on smartphones has altered the fundamental nature of interpersonal communication. Adolescents frequently engage with their mobile devices even in the physical presence of others. This behaviour, known as phubbing (phone snubbing), refers to the act of ignoring individuals in face-to-face interactions by focusing attention on a mobile phone. Roberts and David (2016) highlighted that phubbing negatively affects communication quality and interpersonal relationships by generating feelings of neglect and social exclusion. Adolescence is a critical developmental stage where meaningful face-to-face interactions are essential for building communication skills and social competence. However, excessive involvement in mobile gaming and frequent engagement in phubbing behaviour may hinder these developmental processes, leading to reduced interpersonal interaction and increased social isolation (Griffiths & M.D, 2019).
While the isolated impacts of mobile gaming addiction and phubbing are gaining global attention, there remains a critical gap in the literature regarding their direct interrelationship. In the Indian context, particularly in regions such as Odisha, smartphone usage among students has increased rapidly, yet there is limited empirical research examining the concurrent behavioural implications of these phenomena. Students who are highly engaged in mobile gaming may be more likely to remain continuously connected to their devices in social situations, thereby increasing their tendency to engage in phubbing. Therefore, this study seeks to address this empirical gap by exploring these emerging issues among higher secondary school students in Odisha. Specifically, the study aims to assess the levels of mobile gaming addiction and phubbing behaviour, compare these behaviours across genders, and critically examine the correlational relationship between mobile gaming addiction and phubbing behaviour.



RATIONALE OF THE STUDY
The presence of smartphones in adolescents’ lives has grown very quickly, quietly changing how students spend their time and connect with the world around them. Mobile gaming, once just an occasional form of entertainment, now takes up a significant part of many students’ daily routines. At the same time, behaviours such as phubbing, where attention shifts to the phone instead of people nearby, have become more common in classrooms, homes, and among friends. These changes are not just about technology use; they reflect a deeper shift in how young people interact, communicate, and set their priorities. Although digital access brings many benefits, its uncontrolled use raises concerns about whether students can maintain a healthy balance between online activities and real life responsibilities during this important stage of growth.
A closer view shows that too much involvement in mobile gaming may go beyond simple enjoyment and turn into a habit that affects academic focus, discipline, and time management. At the same time, staying constantly engaged with a phone during social situations may slowly weaken communication skills and reduce meaningful interaction with others. These patterns often appear together, as both are linked to extended smartphone use. Even though there is increasing awareness about excessive phone use, detailed research on the connection between mobile gaming and phubbing behaviour among school students is still limited, especially in places like Odisha. This gap creates the need for the present study, which aims to understand the level of these behaviours among higher secondary students and explore how they are related, with the goal of supporting more practical and suitable educational approaches.

RESEARCH QUESTIONS
The present study seeks to answer the following research questions:
1. What is the level of mobile gaming addiction among higher secondary school students in Odisha? 
2. What is the level of phubbing behaviour among higher secondary school students in Odisha? 
3. Is there a significant relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students? 
4. Is there a significant difference in mobile gaming addiction among higher secondary school students with respect to gender? 
5. Is there a significant difference in phubbing behaviour among higher secondary school students with respect to gender?

 STATEMENT OF THE PROBLEM
The present study was conducted under the title: “A Correlational Study on Mobile Gaming Addiction and Phubbing Behaviour among Higher Secondary School Students.”

 OBJECTIVES OF THE STUDY
1) To assess the level of mobile gaming addiction among higher secondary school students.
2) To measure the extent of phubbing behaviour among higher secondary school students.
3) To examine the relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students.
4) To compare mobile gaming addiction among students with respect to gender among higher secondary school students.
5) To compare phubbing behaviour among students with respect to gender among higher secondary school students.
 HYPOTHESES OF THE STUDY
H01: There is no significant difference between the mean score of mobile gaming addiction among male and female higher secondary school students.
H02: There is no significant difference between the mean score of phubbing behaviour among male and female higher secondary school students.
H03: There is no significant relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students.
DELIMITATION OF THE STUDY
Geographical Delimitation: Limited to selected higher secondary schools in Keonjhar district, Odisha, India. 
Population Delimitation: Restricted to students of Classes XI and XII  studying in CHSE-affiliated schools. 
Conceptual Delimitation: Confined to Mobile Gaming Addiction and Phubbing Behaviour; other digital addictions e.g., social media, internet addiction were excluded.
REVIEWS OF RELATED LITERATURE 
The present study focuses on examining the relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students. For a systematic understanding, the review of literature in this chapter has been categorized into the following sections:
a) Studies related to mobile gaming addiction among higher secondary school students. 
b) Studies related to phubbing behaviour among higher secondary school students.
a) Studies Related to Mobile Gaming Addiction
Mobile gaming addiction has received increasing scholarly attention due to its growing prevalence among adolescents and associated behavioural and health-related concerns. Earlier studies have mainly examined usage patterns and demographic differences. Müezzin (2015) found significant gender differences in online game addiction among high school students, particularly in dimensions such as gaming-related problems and achievement orientation. Similarly, Vickram et al. (2019) reported that many youths spend more than four hours daily on mobile gaming, with action games being most preferred, and also experience issues such as eye strain.
Several studies have focused on psychological and behavioural determinants of gaming addiction. Yerankar and Kaiwade (2020) identified hedonic motivation, social interaction, and the need for presence as key factors influencing gaming addiction. Subhashiny and Praveen Kumar (2020) observed excessive gaming among children along with physical problems such as eye strain, highlighting the need for awareness among parents and teachers. In addition, Karunanayake et al. (2020) emphasized the psychological and social impacts of mobile gaming addiction on teenagers, while Prasath et al. (2022) reported negative effects on both physical health and psychosocial well-being among young school children.
Recent evidence has also highlighted health-related consequences. Ahmed et al. (2024) found a significant association between mobile gaming addiction and musculoskeletal pain among university students, particularly in the neck and shoulder regions. Overall, the literature indicates that mobile gaming addiction is influenced by psychological and social factors and is associated with adverse health outcomes. However, most studies are limited to general youth populations, with fewer focusing on higher secondary school students in specific regional contexts, indicating a need for further research.
b) Studies Related to Phubbing Behaviour
Phubbing behaviour has gained increasing research attention due to its negative impact on interpersonal communication, psychological well-being, and social relationships. Chotpitayasunondh and Douglas (2018) experimentally examined the effects of phubbing on social interaction and found that increased phubbing significantly reduces communication quality, relationship satisfaction, and feelings of belongingness, thereby highlighting its disruptive influence on social connectedness. In a similar line, Khare and Qasim (2019) reported a high prevalence of phubbing among undergraduate students, with 68% exhibiting such behaviour. Their study further indicated that students often spend 4–5 hours daily on smartphones, suggesting the normalization of phubbing in youth populations.
Subsequent studies have focused on the causes, correlates, and psychosocial impacts of phubbing. Hidayat et al. (2021) identified boredom and information-seeking as major causes of phubbing, along with consequences such as anxiety, eye strain, and physical discomfort. Isrofin and Munawaroh (2021) found that smartphone addiction significantly predicts phubbing behaviour, while self-control was not a significant determinant. Similarly, Sobhan and Lokesh (2022) reported a weak positive relationship between phubbing and impulsivity, along with variations based on gender and family type. Han et al. (2022) further demonstrated that phubbing is positively associated with smartphone addiction and media multitasking, and negatively associated with interpersonal competence, indicating both technological and psychosocial influences.
Recent research has also explored psychological consequences of phubbing behaviour. Mehta et al. (2023) found that higher levels of phubbing are associated with increased psychological distress, particularly among young adults, and highlighted the limited availability of India-based studies in this area. Overall, the literature suggests that phubbing is influenced by smartphone addiction, behavioural traits, and psychosocial factors, and is associated with negative social and psychological outcomes. However, there remains a need for further research in diverse educational settings, particularly among school-level students in the Indian context.


RESEARCH GAP
Existing literature indicates that mobile gaming addiction and phubbing behaviour have been extensively studied as independent constructs. Mobile gaming addiction has been associated with psychological, behavioural, and academic outcomes, whereas phubbing behaviour has primarily been examined in relation to interpersonal communication, social relationships, and psychological well-being. However, both constructs have largely been investigated in isolation, leading to limited empirical understanding of their potential interrelationship.
Although a few studies have considered smartphone addiction as a predictor of phubbing behaviour, the specific role of mobile gaming addiction in influencing phubbing remains underexplored. Moreover, most existing studies are concentrated on university students or general youth populations, with comparatively less attention given to higher secondary school students, who are in a crucial developmental stage marked by increased smartphone use and behavioural vulnerability.
In addition, there is a noticeable lack of correlational studies that systematically examine the strength and direction of the relationship between mobile gaming addiction and phubbing behaviour. In the Indian context, particularly in Odisha, empirical evidence on this topic is still limited, thereby restricting contextual generalization of existing findings. Therefore, the present study seeks to address these gaps by examining the relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students using a correlational research design.
METHODOLOGY
Research Design
The study adopted a quantitative approach using a correlational research design to examine the relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students (Creswell & Creswell, 2018). 
Population and Sample
The population of the present study comprised higher secondary school students enrolled in recognized institutions of Keonjhar district, Odisha, during the academic session 2024–2026. The sample of the study consisted of 280 higher secondary school students selected from the population. The sample included 140 male and 140 female students, ensuring equal representation of gender. The study employed a stratified random sampling technique, wherein the population was divided into strata based on gender, and participants were randomly selected from each stratum. This method ensured representativeness of both groups and helped to minimize sampling bias, thereby increasing the reliability of the findings. This method ensured representativeness of both groups and helped to minimize sampling bias, thereby increasing the reliability of the findings.


Research Tools for Data Collection 
The present study employed two instruments for data collection. The Mobile Gaming Addiction Scale (MGAS), developed by the researcher, was used to assess mobile gaming addiction. Phubbing behaviour was measured using an adopted Phubbing Behaviour Scale (PBS). Both tools were selected to ensure the collection of valid and relevant data for statistical analysis in accordance with the objectives of the study.
A) Mobile Gaming Addiction Scale (MGAS):
The Mobile Gaming Addiction Scale (MGAS) is a self-developed instrument designed to assess the level of mobile gaming addiction among higher secondary school students. The scale comprises 45 items distributed across eight dimensions: Duration and Frequency of Gameplay, Mood Modification, Preoccupation (Salience), Types of Games Played, Social/Peer Aspects, Purchasing Behaviour, Withdrawal/Conflict, and Neglect of Responsibilities, grounded in the components model of addiction proposed by Mark D. Griffiths. The items include both positively and negatively worded statements (33 positive and 12 negative items) to reduce response bias. Responses are recorded on a five-point Likert scale ranging from Strongly Agree to Strongly Disagree. Scoring is assigned as 5 to 1 for positively worded items and reversed (1 to 5) for negatively worded items, with higher total scores indicating higher levels of mobile gaming addiction.
The scale was developed through a systematic procedure involving literature review, item construction, expert validation, pilot testing, and item analysis. Reliability was established using Cronbach’s alpha, yielding a satisfactory coefficient ( α ≈ 0.84) based on pilot data collected from a sample 420 of higher secondary students. Content validity was ensured through expert review, with a Content Validity Index (CVI) indicating adequate agreement among experts. Construct validity was examined through exploratory factor analysis, which supported the underlying dimensional structure of the scale. Based on the obtained scores, respondents are categorized into three levels: Low Addiction (below 100), Moderate Addiction (100–144), and High Addiction (above 144). Overall, the MGAS demonstrates acceptable psychometric properties and is considered suitable for assessing mobile gaming addiction in the present study context.
B) Phubbing Behaviour Scale (PBS):
The Phubbing Behaviour Scale (PBS), developed by James David and James A. Roberts (2017), is utilized in the present study to measure phubbing behaviour among higher secondary school students. The scale comprises 15 items that assess the frequency of behaviours such as checking mobile phones during face-to-face conversations, interrupting social interactions, and preferring digital communication over direct personal interaction. For the present investigation, the scale has been adopted with due permission and proper acknowledgement, and minor modifications in language have been made to suit the cultural context of Indian higher secondary school students while retaining the original structure and meaning of the items. The PBS is organized into four dimensions—Nomophobia, Interpersonal Conflict, Self-Isolation, and Problem Acknowledgement—which collectively represent different facets of phubbing behaviour, as supported by the work of V. Chotpitayasunondh and Karen M. Douglas (2016). Each item is rated on a five-point Likert scale ranging from 0 (Never) to 5 (Always), with higher scores indicating a greater level of phubbing behaviour. The total score is obtained by summing the responses across all items. Based on the total score, respondents are categorized into three levels: Low Phubbing Behaviour (below 16), Moderate Phubbing Behaviour (16–32), and High Phubbing Behaviour (above 32). The scale has demonstrated satisfactory reliability in previous studies, with a reported Cronbach’s alpha coefficient of 0.87, and has been validated for use among adolescent populations; therefore, it is considered a reliable and appropriate tool for assessing phubbing behaviour in the present study.
Data Collection and Analysis
Data were collected systematically after obtaining permission from school authorities. The researcher personally administered the tools to higher secondary school students, provided necessary instructions, ensured confidentiality, and collected the completed responses.These analyses were carried out with the help of IBM SPSS Statistics (Version 20), Jamovi, and Microsoft Excel. 
Descriptive statistics, including mean, standard deviation, frequency, and percentage, were employed to assess the levels of mobile gaming addiction and phubbing behaviour among higher secondary school students, corresponding to Objectives 1 and 2 of the study. The Independent Samples t-test was applied to examine gender differences in mobile gaming addiction (H₀₁) and phubbing behaviour (H₀₂). Furthermore, the Pearson Product-Moment Correlation technique was utilized to determine the relationship between mobile gaming addiction and phubbing behaviour (H₀₃).
DATA ANALYSIS , INTERPRETATION & DISCUSSION
Results related to the level of Mobile Gaming Addiction among Higher Secondary School Students (Objective 1):
To assess the level of mobile gaming addiction among higher secondary school students in Odisha, the scores obtained from the Mobile Gaming Addiction Scale (MGAS) were analysed using descriptive statistics. The mean and standard deviation of the scores were found to be 121.84 (≈ 122) and 22.36 (≈ 22), respectively. Based on the Mean ± Standard Deviation method, the respondents were classified into three levels of mobile gaming addiction. Students scoring below 100 were categorized as having a low level of addiction, those scoring between 100 and 144 were considered to have a moderate level, and those scoring above 144 were classified as having a high level of mobile gaming addiction. This classification facilitated a clear understanding of the distribution of addiction levels among the respondents.
Table 1: Level of Mobile Gaming Addiction among Higher Secondary School Students 
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	Score Range
	Frequency
	Percentage

	Low
	Below 100
	50
	18%

	Moderate
	100– 144
	197
	70%

	High
	Above 144
	33
	12%

	Total
	280
	100%


Figure 1: Levels of Mobile Gaming Addiction


Interpretation
The table 1 and figure 1 shows the distribution of higher secondary school students based on their level of mobile gaming addiction. It is clear that most of the students, 197 (70%), fall under the moderate level of mobile gaming addiction. This is followed by 50 students (18%) in the low category and 33 students (12%) in the high category. The findings suggest that mobile gaming is a common activity among students, with most of them showing a moderate level of involvement. Although fewer students fall in the high addiction category, their presence is important, as it indicates that some students are highly engaged in mobile gaming. Overall, this pattern shows that while mobile gaming is mostly used at a moderate level, there is a possibility that higher involvement may affect students’ academic performance, social interaction, and overall well-being if not properly controlled.
Results related to the level of Phubbing Behaviour among Higher Secondary School Students (Objective 2):
In order to assess the level of phubbing behaviour among higher secondary school students, the scores obtained from the Phubbing Behaviour Scale were analysed using descriptive statistics. The mean and standard deviation of the scores were found to be 24.31 (≈ 24) and 7.49 (≈ 8), respectively. Based on the Mean ± Standard Deviation method, the respondents were classified into three levels of phubbing behaviour. Students scoring below 16 were categorized as having a low level of phubbing behaviour, those scoring between 16 and 32 were considered to have a moderate level, and those scoring above 32 were classified as having a high level of phubbing behaviour. This classification provided a clear understanding of the distribution of phubbing behaviour among the respondents.
Table 2: Level of Phubbing Behaviour among Higher Secondary School Students 
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	Score Range
	Frequency
	Percentage

	Low
	Below 16
	54
	19%

	Moderate
	16 – 32
	169
	60%

	High
	Above 32
	57
	21%

	Total
	280
	100%



Figure 2: Level of Phubbing Behaviour
Interpretation 
The table 2 and Figure 2 depict the distribution of higher secondary school students according to their level of phubbing behaviour. It is observed that the majority of students, 169 (60%), fall under the moderate level category. Further, 57 students (21%) are found to have a high level of phubbing behaviour, while 54 students (19%) belong to the low-level category.
This indicates that most of the higher secondary school students possess a moderate level of phubbing behaviour. It can therefore be inferred that students occasionally engage in smartphone use during face-to-face interactions. At the same time, the proportion of students in the high-level category shows that a considerable number of students frequently exhibit such behaviour. Hence, it may be concluded that phubbing behaviour exists among higher secondary school students at a moderate level, with a tendency to increase among a notable section of the students.

Results related to the difference in mobile gaming addiction among higher secondary school students with respect to gender (Hypothesis 1)
Table 3: Difference in Mobile Gaming Addiction Based on Gender
	Gender
	N
	Mean
	SD
	t-value
	p-value
	df
	Result

	Male
	140
	125.76
	22.69
	
2.981
	
0.003
	
278
	
Significant

	Female
	140
	117.91
	21.40
	
	
	
	







 Figure 3: Mean and Standard Deviation of Higher secondary School Male and Female Students in Relation to Mobile Gaming Addiction


Interpretation
The table 3 and figure 3 presents the comparison of mobile gaming addiction scores between male and female higher secondary school students. It is observed that the mean score of male students (125.76) is higher than that of female students (117.91), indicating that male students are more involved in mobile gaming. The calculated t-value is 2.981 and the p-value is 0.003, which is less than the significance level of 0.05. This shows that the difference between male and female students is statistically significant. Therefore, the null hypothesis stating that there is no significant difference between the two groups is rejected. It can be concluded that gender has a significant influence on mobile gaming addiction, with male students showing a higher level of addiction compared to female students.

Results related to the difference in phubbing behaviour among higher secondary school students with respect to gender (Hypothesis 2)
Table 4: Difference in Phubbing Behaviour Based on Gender 
	Gender
	N
	Mean
	SD
	t-value
	p-value
	df
	Result

	Male
	140
	24.75
	7.02
	
0.981
	
0.328
	
278
	
Not Significant

	Female
	140
	23.87
	7.94
	
	
	
	






Figure 4: Mean and Standard Deviation of Higher secondary School Male and Female Students in Relation to Phubbing Behaviour

Interpretation
The table 4 and figure 4 presents the comparison of phubbing behaviour scores between male and female higher secondary school students. The mean score of male students (24.75) is slightly higher than that of female students (23.87), indicating a marginal difference in phubbing behaviour between the two groups. However, the obtained t-value is 0.981 with 278 degrees of freedom, and the corresponding p-value is 0.328, which is greater than the prescribed level of significance (0.05).
This indicates that the observed difference in mean scores is not statistically significant. Hence, the null hypothesis stating that there is no significant difference in phubbing behaviour between male and female students is accepted. It can therefore be inferred that gender does not have a significant influence on phubbing behaviour among higher secondary school students in the present study.
Results related to the relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students (Hypothesis 3):
Table 5: Correlation between Mobile Gaming Addiction and Phubbing Behaviour
	Category
	N
	Mean
	SD
	r-value
	df
	p-value
	Remarks

	Mobile Gaming Addiction
	280
	121.84
	22.36
	

0.240
	

278
	

< 0.003
	
Positive Correlation 

	Phubbing Behaviour
	280
	24.31
	7.49
	
	
	
	



Figure 5: Correlation Plot Between Mobile Gaming Addiction and Phubbing Behaviour[image: ]
Interpretation
The Table 5 and Figure 5 show the relationship between Mobile Gaming Addiction and Phubbing Behaviour among Higher Secondary School Students. The mean score of Mobile Gaming Addiction is 121.84 with a Standard Deviation of 22.36, while the mean score of Phubbing Behaviour is 24.31 with a Standard Deviation of 7.49. The Pearson’s Coefficient of Correlation (r) between the two variables is found to be 0.240, indicating a positive relationship. This implies that as Mobile Gaming Addiction increases, Phubbing Behaviour also tends to increase among students. Further, the obtained p-value (0.003) is less than the level of significance (0.05), which shows that the relationship is statistically significant. However, the magnitude of the correlation is low, indicating a weak degree of association between the variables. Hence, the null hypothesis is rejected, and it is concluded that there exists a significant but low positive relationship between mobile gaming addiction and phubbing behaviour among higher secondary school students.

MAJOR FINDINGS
1. The study examined: 
1. Levels of mobile gaming addiction among higher secondary students 
2. Levels of phubbing behaviour 
3. Relationship between the two variables 
4. Gender differences in both behaviours 
2. Mobile Gaming Addiction: 
1. Majority of students (70%) exhibited a moderate level of addiction 
2. 12% of students showed a high level, indicating risk of problematic use 
3. 18% reported a low level of involvement 
4. This suggests that mobile gaming is a common activity among adolescents 
3. Phubbing Behaviour: 
1. Most students (60%) demonstrated a moderate level of phubbing 
2. 21% showed a high level 
3. 19% reported a low level 
4. Indicates that phubbing is prevalent, though extreme cases are limited 
4. Gender Differences: 
1. A statistically significant difference was found in mobile gaming addiction 
2. Male students scored higher than female students 
3. No significant gender difference was observed in phubbing behaviour 
4. Both males and females engage in phubbing at similar levels 
5. Relationship Between Variables: 
1. A positive and statistically significant correlation was found between: 
2. Mobile gaming addiction and phubbing behaviour 
3. Correlation value: r = 0.240, p < 0.001 
4. The relationship is low in strength, but meaningful 
5. Indicates that higher gaming addiction is associated with increased phubbing
CONCLUSION
The study examined mobile gaming addiction and phubbing behaviour among higher secondary students and found that both are present at a moderate level in most cases. This indicates that while extreme behaviour is limited, many students are regularly engaged in gaming and tend to ignore face to face interactions due to smartphone use. A positive and significant relationship was observed between mobile gaming addiction and phubbing behaviour, suggesting that higher gaming involvement is linked with increased phubbing. Overall, the findings reflect the growing impact of mobile technology on adolescents and highlight the need to promote balanced and responsible smartphone use.


SUGGESTIONS FOR FURTHER STUDIES
Based on the findings and limitations of the present study, the following suggestions are proposed for future research:
1. Future studies may include students from different educational levels (middle school, undergraduate, and college) to examine developmental variations in mobile gaming addiction and phubbing behaviour. 
2. Researchers may incorporate additional variables such as personality traits, academic stress, social media usage, peer influence, and family environment for a more comprehensive understanding. 
3. Longitudinal studies may be conducted to explore changes in these behaviours over time and their long-term effects on academic and psychological outcomes. 
4. Comparative studies across regions, cultures, and types of institutions may be undertaken to enhance the generalizability of findings. 
5. Experimental and intervention-based research may be designed to develop strategies for reducing gaming addiction and phubbing behaviour among students. 
6. Future research may examine the influence of technological features such as game design and reward systems on addictive tendencies. 
7. Studies may explore the role of parents, teachers, and school counselling in managing and preventing these behaviours. 
8. Further research may investigate related psychological outcomes such as anxiety, depression, sleep patterns, and interpersonal relationships. 
9. Qualitative studies may be conducted to gain deeper insights into students’ experiences and perceptions. 
10. Interdisciplinary research combining education, psychology, and technology perspectives may be encouraged for a holistic understanding.
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Male	
Mean	Std. Deviation	125.76	22.69	Female	
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Levels of Mobile Gaming Addiction

Percentage	
Low	Moderate	High	0.18	0.7	0.12	

Level of Phubbing Behaviour

Percentage	[CATEGORY NAME]
[PERCENTAGE]

[CATEGORY NAME]
[PERCENTAGE]

Low	Moderate	High	0.19	0.6	0.21	



2

image1.png
0.015

0.010

0.005

0.000

40

30

20

10

MGA

PB

Corr.
0240

%0

120

150

180

10

20

30

40

MGA

PB




