
Effect of Tilt Awareness Intervention on the Level of Tilting Among  

College Online Mobile Gamers 

 
 
 
 
 

A Research Paper 

Presented to the Faculty of 

College of Arts and Sciences 

Central Philippine University 

 
 

 

 
In Partial Fulfillment 

 
of the Requirements for the degree 

Bachelor of Science in Psychology 

 
 
 

by: 

Jimwhel S. Sullano 

Nathaniel Josh J. Sodusta 

Erica A. Alcallaga 

Aubrey C. Plondaya 

Mark Gio G. Solar 

 
 
 
 
 

May 2025 



ABSTRACT 

Online mobile gaming has been very popular recently, either for fun or 

competitive reasons. However, for some players, they may feel frustrated and 

angry and it is termed as ‗tilt‘ particularly used in competitive settings. Tilting can 

lead to decreased enjoyment of games, increased stress, and cognitive 

dysregulation which poses a risk to a player‘s mental and emotional well-being 

when left unchecked. The study aims to identify the participants‘ level of tilting 

before and after playing an online mobile game called Mobile Legends: Bang 

Bang (MLBB) with the help of a psychoeducational intervention. 

This study used a true experimental research design to measure the 

significant effect of Tilt Awareness Intervention, in the levels of tilt among online 

mobile gamers. A total of sixty (60) Bachelor of Science in Psychology students 

participated in this study through a simple random sampling. The study utilized 

the pretest-posttest design in measuring the participant‘s levels of tilt using the 

instrument adopted in the research of Morales et al. (2024) the Level of Anger 

Scale (LAS). For the level of tilting in the pretest when grouped according to the 

control group (M=2.46, SD=.737) and experimental group (M=2.26, SD=.709), 

both results show low level of tilting. For the level of tilting in posttest when 

grouped according to the control group with no intervention (M=2.34, SD = 

0.763), and the experimental group with intervention (M=2.19, SD = 0.673), both 

results show a low level of tilting. For the respondent‘s level of tilting between the 

pretest and posttest of the control group (t =.863, p = .395, d = .16), and the 

experimental group (t = .609, p = .550, d = .11), the analyses the analysis 

revealed a non-significant difference for both groups. The results revealed that the 

Tilt Awareness Intervention did not have a significant effect on the participants‘ 

level of tilting which may imply that it needs improvement. 
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