Understanding the moderating role of chronotypes for online mobile gaming in-app purchase intention

Extended Abstract
The present study has examined the moderating role of chronotypes (which is a biological sleep-wake cycle) between the relationship of addiction-loyalty and loyalty-in-app purchase intention for online mobile gaming. It further examines the role of loyalty as a mediating variable between the relationship of addiction and in-app purchase intention. The proposed hypotheses are given as under:
H1: Those individuals who are evening-type, are more likely to be loyal to online mobile games compared to morning-type individuals.
H2: Those individuals who are evening-type, are more likely to have in-app purchase intention for online mobile games compared to morning-type individuals.
H3: Loyalty acts as a mediating variable between addiction and in-app purchase intention for online mobile games.
This study has used the theoretical lens of stimulus organism and response theory (S-O-R) to underpin the research framework under study. According to the theoretical lens of S-O-R theory, addiction acts as a stimulus, loyalty acts as an organism (mediator) and in-app purchase intention is the response. The instruments for all the given variables were adapted from past studies. 
Furthermore, the instrument was pretested by marketing scholars and practitioners. The data was collected from the students of public sector universities in Pakistan. In total 380 responses were gathered out of which 345 were used for data analysis. The study used the PLS-SEM technique for data analysis. 
The results suggested that evening-type individuals have a higher tendency to be loyal towards online mobile gaming compared to morning-type individuals. Moreover, evening-type individuals have a higher inclination toward in-app purchase intention compared to morning-type individuals. Furthermore, loyalty acted as a mediator between addiction and in-app purchase intention. Hence all three hypotheses were accepted. 
This study is one of the initial attempts to understand the role of chronotypes (i.e., morningness and eveningness) for in-app purchase intention in the online mobile gaming sector of Pakistan. Past studies have investigated the role of gender, age and other demographic variables. Furthermore, loyalty, which is an important predictor of in-app purchase intention for online mobile gaming has not been addressed as a mediator previously. Hence this study provides some useful insights into the domain of behavioural addiction and consumer behaviour. 
As the results suggested that evening-type individuals with addiction are more likely to be loyal to online mobile gaming, they are more likely to play online mobile games for long hours repeatedly (higher loyalty). There are some serious implications for policymakers to promote well-being among evening-type individuals to reduce their usage of online mobile games as it can affect their health. Another finding suggested that evening-type individuals are more likely to make in-app purchase intentions so it is likely that the game-selling companies will be targeting them more and more for increasing their revenues. However, there is a need to keep a balance between revenues and the well-being of the gamers. The marketing teams of these companies need to be cautious about the mental health of their gamers and should come up with a balanced strategy to improve their revenues and the well-being of their gamers. It is important to note that the role of policymakers and other government bodies is critical to bringing this important issue up for discussion. 



