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Abstract 

Background: The increasing prevalence of online gaming among university students has raised concerns about its potential impact on 

psychological well-being. Ludo Star, a popular mobile game in Pakistan, has been associated with both positive and negative effects 

on social and mental health. Understanding the relationship between Ludo Star game addiction, social connectedness, and 

psychological well-being is crucial for developing effective interventions. 

Objective: This study aimed to investigate the relationship between Ludo Star game addiction and psychological well-being, with social 

connectedness as a mediator, among university students in Lahore, Pakistan. 

Methods: A correlational research design was employed, utilizing a non-probability purposive sampling strategy to select 300 university 

students (157 men, 143 women) aged 18-25 years who regularly played Ludo Star. The Gaming Addiction Scale, Revised Social 

Connectedness Scale, and Psychological Well-being Scale were used to measure the study variables. Ethical considerations adhered 

to the Helsinki Declaration, and informed consent was obtained from all participants. Data analysis included descriptive statistics, 

correlation analysis, mediation analysis, and independent sample t-tests using SPSS version 25. 

Results: Ludo Star game addiction was positively correlated with social connectedness (r = .15, p < .01) but negatively correlated with 

psychological well-being (r = -.12, p < .05). Social connectedness was also negatively correlated with psychological well-being (r = -

.21, p < .01). Mediation analysis showed that social connectedness significantly mediated the relationship between Ludo Star game 

addiction and psychological well-being (β = -.08, 95% CI: -.05 to -.007). Independent sample t-tests revealed no significant gender 

differences in the study variables. 

Conclusion: The study highlighted the dual-edged nature of Ludo Star game addiction, where increased social connectedness does not 

translate to better psychological well-being. Interventions should focus on promoting balanced gaming habits and enhancing 

awareness of the potential psychological risks associated with excessive gaming. 

1 Introduction 

Gestational The increasing engagement of university students in online gaming has become a significant area of interest, particularly in 

the context of its psychological and social implications. The trend of online games has been on the rise in recent years, with many young 

individuals in Pakistan favoring the convenience of digital platforms for games that were traditionally played in physical settings. Among 

these, Ludo Star stands out as a popular choice due to its easy accessibility and familiar gameplay. This study aims to investigate the 

relationship between Ludo Star game addiction and psychological well-being, with a particular focus on the mediating role of social 

connectedness among university students in Lahore. 

Addiction, defined as an unhealthy compulsion to engage in specific behaviors, poses significant concerns due to its impact on various 

aspects of life, including social and emotional well-being (1). Gaming addiction, in particular, is characterized by excessive and obsessive 

use that often leads to social and emotional issues, highlighting the need for a deeper understanding of its effects (2). The phenomenon of 

gaming addiction encompasses several dimensions, including recurrence, dispute, abstinence, relevance, mood change, and acceptance, 
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which together influence the individual's overall well-being (3). The psychological implications of gaming addiction are profound, often 

resulting in decreased cognitive function, increased stress, low self-esteem, depression, isolation, and even suicidal thoughts (4). 

The role of social connectedness, defined as a subjective psychological link to others, is crucial in understanding the dynamics of gaming 

addiction and its impact on well-being (5). Social connectedness influences various factors such as social networks and life satisfaction, 

and it is particularly relevant for adolescents and young adults who frequently use gaming as a medium for social interaction (6). Studies 

have shown that social connectedness can enhance well-being and reduce anxiety and depression among adolescents engaged in gaming 

activities (7). However, excessive gaming can also disrupt these social bonds, leading to negative psychological outcomes (8). 

Psychological well-being is an essential factor for academic success and mental health, relying on elements such as self-esteem, problem-

solving abilities, and social connections (9). The proliferation of mobile gaming platforms like Android and iOS has further complicated 

the social dynamics, making it imperative to explore the interplay between gaming addiction, social connectedness, and psychological 

well-being (10). Research indicates that personality traits such as self-control and narcissism significantly influence the propensity for 

gaming addiction, thereby affecting social and psychological outcomes (11). 

This study is grounded in the need to address a gap in the literature regarding the mediating role of social connectedness in the relationship 

between gaming addiction and psychological well-being. Previous studies have largely focused on the direct effects of gaming addiction, 

with limited exploration of how social interactions within gaming contexts influence mental health (12). By focusing on Ludo Star, a game 

with deep cultural roots and widespread popularity in Pakistan, this research aims to provide insights that are both contextually relevant 

and broadly applicable. 

Recent data underscores the growing prevalence of gaming addiction among young people, with significant variations observed across 

different regions and demographics (13). The immersive nature of online gaming, both consciously and unconsciously, contributes to its 

addictive potential, necessitating a comprehensive examination of its effects on mental health (14). For instance, a study conducted across 

six Asian countries found varying rates of internet addiction among teenagers, with significant implications for their mental health and 

social behavior (15). Similarly, research in China has linked extensive gaming hours to adverse mental health outcomes, further 

highlighting the global relevance of this issue (16). 

The objective of this research is to operationalize gaming addiction in the context of Ludo Star and to explore its impact on psychological 

well-being through the mediator of social connectedness among university students in Lahore. This approach not only addresses the 

immediate effects of gaming addiction but also considers the broader social interactions that may mitigate or exacerbate these effects. 

Through a rigorous methodological framework, including correlational research design and purposive sampling, this study aims to 

contribute to the existing body of knowledge with findings that have practical implications for mental health professionals, educators, and 

policymakers. 

By shedding light on the complex interplay between gaming addiction, social connectedness, and psychological well-being, this study seeks 

to inform interventions that promote healthier gaming habits and enhance mental health outcomes among young adults. The findings are 

expected to provide a basis for developing strategies to address the negative consequences of gaming addiction while leveraging the 

positive aspects of social connectedness to support psychological well-being. 

2 Material and methods 

The study utilized a correlational research design to explore the relationship between Ludo Star game addiction and psychological well-

being, mediated by social connectedness, among university students in Lahore, Pakistan. A non-probability purposive sampling strategy 

was employed to select a sample of N=300 university students, comprising 157 men and 143 women aged between 18 and 25 years, all of 

whom regularly played the Ludo Star game on their mobile phones. 

Participants were recruited based on specific inclusion criteria, which required them to be university students within the specified age 

range, owning mobile phones with the Ludo Star game installed. Exclusion criteria included students outside the age range, those who did 

not play Ludo Star, and individuals who were not university students. This approach ensured a targeted and relevant sample for the study 

objectives. 

The assessment measures used in the study included the Gaming Addiction Scale (GASA), the Revised Social Connectedness Scale (SCS-

R), and the Psychological Well-being Scale. The GASA, developed by Lemmens, Valkenburg, and Peter, is a 29-item Likert scale ranging 

from never (1) to very often (5), with a Cronbach’s reliability coefficient of 0.94 (1). The SCS-R, a 20-item scale developed by Lee, scores 

items from 1 (strongly disagree) to 6 (strongly agree), with a Cronbach alpha of 0.92 (2). Items 3, 6, 7, 9, 11, 13, 15, 17, 18, and 20 were 

reverse-scored in this study. The Psychological Well-being Scale, developed by Ryff and Keyes, comprises 18 items scored from 1 to 7, with 
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higher scores indicating greater well-being. The Cronbach alpha for this scale ranged from 0.87 to 0.93 in the original validation studies 

(3). 

Ethical considerations were strictly adhered to in accordance with the Helsinki Declaration. Prior to data collection, permission was 

obtained from the authors of the assessment measures. Institutional approval was also secured from the relevant authorities at the 

participating universities. Participants were briefed about the study's objectives and provided informed consent, ensuring their voluntary 

participation. They were assured of their anonymity and confidentiality, with the right to withdraw from the study at any point without 

any repercussions. The study ensured that no psychological or physical harm was caused to participants, and all data collected was 

reported accurately and cited properly. 

Data collection was conducted through structured questionnaires distributed to participants. The demographic form included questions 

about gender, age, and education level, ensuring a comprehensive collection of participant characteristics. The completion of the survey 

took approximately 20 minutes, and participants were appreciated for their contribution to the study. 

Data analysis was performed using SPSS version 25. Descriptive statistics were calculated to summarize the demographic characteristics 

of the sample. Correlation analyses were conducted to examine the relationships between Ludo Star game addiction, social connectedness, 

and psychological well-being. Mediation analysis was performed to assess the indirect effect of Ludo Star game addiction on psychological 

well-being through social connectedness. Additionally, independent sample t-tests were conducted to compare mean scores between male 

and female participants on the study variables. 

The methodological rigor of this study, combined with ethical adherence and thorough data analysis, aimed to provide a comprehensive 

understanding of the impact of Ludo Star game addiction on psychological well-being among university students in Lahore, with 

significant implications for future research and practical interventions. 

3 Results 

The results section provides a detailed analysis of the relationships between Ludo Star game addiction, social connectedness, and 

psychological well-being among university students in Lahore, Pakistan. The data were analyzed using SPSS version 25, with the following 

findings presented in a structured format. 

The sample consisted of 300 university students, including 157 men (52%) and 143 women (48%), with an age mean of 22.13 years (SD = 

1.95). The majority of the participants were bachelor’s students (84%), with the remaining 16% pursuing master’s degrees. 

Table 1: Demographic Characteristics of the Sample 

Characteristic n % M SD 

Men 157.0 52.0   

Women 143.0 48.0   

Age   22.13 1.95 

Bachelor 252.0 84.0   

Master 48.0 16.0   

Correlation Analysis 

Correlation analysis was performed to explore the relationships between Ludo Star game addiction, social connectedness, and 

psychological well-being. The results are presented in the table below. 

Table 2: Correlation Analysis 

Scale/Subscale M SD 1 2 3 

Ludo Star game addiction 74.22 6.75 - .15** -.12* 

Social connectedness 66.87 18.18 .15** - -.21** 

Psychological well-being 68.12 20.0 -.12* -.21** - 

Note. **p < .01, *p < .05. 

The table shows a significant positive correlation between Ludo Star game addiction and social connectedness (r = .15, p < .01). However, 

Ludo Star game addiction and social connectedness both show significant negative correlations with psychological well-being (r = -.12, p 

< .05; r = -.21, p < .01, respectively). 
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A mediation analysis was conducted to assess whether social connectedness mediates the relationship between Ludo Star game addiction 

and psychological well-being. The regression coefficients are presented in the table below. The mediation analysis revealed that Ludo Star 

game addiction positively predicted social connectedness (β = .40, SE = .15, p = .009). 

Table 3: Mediation Analysis 

Antecedent Consequent β SE p Bootstrap 95% CI 

LSGA (X) SC (M) .40** .15 .009  

SC (M) PW (Y) -.25 .16 .12  

Constant PW (Y)     

R2  .02    

F  6.8    

Note: LSGA = Ludo Star game addiction, SC = Social Connectedness, PW = Psychological Well-being. **p < .01, *p < .05. 

However, Ludo Star game addiction did not significantly directly predict psychological well-being (β = -.25, SE = .16, p = .12). Social 

connectedness significantly negatively predicted psychological well-being (β = -.21, SE = .06, p < .001). The indirect effect of Ludo Star 

game addiction on psychological well-being through social connectedness was significant, as indicated by the bootstrap confidence 

intervals. 

 

Figure 1 Schematic Connection between Ludo Star Game Addiction, Social Connectedness and Psychological Wellbeing 

An independent sample t-test was conducted to compare the mean scores of men and women on Ludo Star game addiction, social 

connectedness, and psychological well-being. The results are presented in the table below. 

Table 4: Independent Sample t-Test 

Variable Gender M SD t (298) p Cohen’s d 

Ludo Star game addiction Men 74.53 6.69 0.82 .40 0.09 

Ludo Star game addiction Women 73.88 6.82    

Social connectedness Men 67.39 15.15 0.49 .62 0.05 

Social connectedness Women 66.32 21.05    

Psychological well-being Men 67.0 21.69 -1.05 .29 0.03 

Psychological well-being Women 66.39 18.0    

No significant differences were found between men and women in terms of Ludo Star game addiction, social connectedness, and 

psychological well-being. However, men scored slightly higher on all study variables compared to women. 

These findings provide a comprehensive understanding of the relationships between Ludo Star game addiction, social connectedness, and 

psychological well-being among university students in Lahore, highlighting the significant mediating role of social connectedness. 

4 Discussion 

The study aimed to investigate the relationship between Ludo Star game addiction and psychological well-being, with social connectedness 

as a mediator, among university students in Lahore, Pakistan. The results provided significant insights into the dynamics of gaming 

addiction and its impact on mental health, highlighting both direct and indirect effects. 
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The correlation analysis revealed a significant positive relationship between Ludo Star game addiction and social connectedness, 

indicating that students who were more addicted to the game tended to feel more socially connected. This finding aligned with previous 

research suggesting that online gaming can enhance social bonds and provide a sense of community (1). However, the study also found 

significant negative relationships between both Ludo Star game addiction and psychological well-being, and social connectedness and 

psychological well-being. These results suggested that while gaming might foster social connections, it simultaneously detracts from 

overall psychological well-being, corroborating earlier studies that linked gaming addiction to poor mental health outcomes such as 

increased stress, depression, and anxiety (2, 3). 

The mediation analysis further illuminated these relationships by demonstrating that social connectedness significantly mediated the 

relationship between Ludo Star game addiction and psychological well-being. Specifically, while Ludo Star game addiction positively 

influenced social connectedness, the latter had a negative impact on psychological well-being. This nuanced finding echoed the complexity 

observed in the literature, where the social benefits of gaming are often overshadowed by its detrimental effects on mental health (4). The 

indirect effect of gaming addiction through social connectedness underscored the dual-edged nature of online gaming, providing both 

social benefits and psychological costs. 

The independent sample t-test revealed no significant gender differences in Ludo Star game addiction, social connectedness, and 

psychological well-being, although men scored slightly higher on all variables. This finding was consistent with some previous studies that 

suggested men are more prone to gaming addiction and its associated social and psychological effects (5, 6). However, the lack of 

significant gender differences in this study suggested that gaming addiction's impacts are broadly similar across genders in this population, 

necessitating a more inclusive approach to addressing these issues. 

One of the strengths of this study was its focus on a specific and culturally relevant game, Ludo Star, which provided contextual insights 

that are often overlooked in broader studies of gaming addiction. The use of validated scales for measuring gaming addiction, social 

connectedness, and psychological well-being also ensured the reliability and validity of the findings. Additionally, the mediation analysis 

added depth to the understanding of how gaming addiction affects mental health, revealing the indirect pathways through social 

connectedness. 

However, the study had several limitations. The use of a cross-sectional design precluded any causal inferences, and the reliance on self-

reported data might have introduced response biases. The sample was limited to university students in Lahore, which might not be 

representative of the broader population, and the purposive sampling technique might have further restricted the generalizability of the 

findings. The study's focus on a specific age group and educational level also limited its scope. 

Future research should address these limitations by employing longitudinal designs to establish causal relationships and using more 

diverse and representative samples. Expanding the study to include a wider age range and different educational backgrounds could provide 

a more comprehensive understanding of gaming addiction's impact. Additionally, qualitative research could offer deeper insights into the 

personal experiences of gamers, complementing the quantitative findings. 

In conclusion, this study contributed to the growing body of literature on gaming addiction by elucidating the complex interplay between 

Ludo Star game addiction, social connectedness, and psychological well-being among university students in Lahore. The findings 

underscored the importance of considering both the social benefits and psychological costs of online gaming, offering valuable 

implications for mental health interventions and policies. Promoting balanced gaming habits, enhancing awareness about the potential 

risks, and fostering alternative social and recreational activities could mitigate the negative impacts of gaming addiction on mental health. 

5 Conclusion 

In conclusion, the study highlighted the dual-edged nature of Ludo Star game addiction, demonstrating that while increased social 

connectedness is a benefit, it does not necessarily lead to improved psychological well-being. This finding underscores the importance of 

interventions that promote balanced gaming habits and raise awareness about the potential psychological risks associated with excessive 

gaming. Effective strategies should aim to mitigate the negative impacts on mental health while still allowing individuals to enjoy the social 

aspects of gaming. By fostering a balanced approach to gaming, these interventions can help maintain the social benefits while reducing 

the adverse effects on psychological well-being. Mental health professionals, educators, and policymakers should collaborate to develop 

comprehensive programs that educate young people about responsible gaming and provide support for those struggling with gaming 

addiction. 
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