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Evyoprotieg

Me ™V O0MOKANP®ON TNG HETOMTLUYIOKNG OWMAMUOTIKNG KOV €PYociog — XVOTNUOTIKNG
Avaokomnong — ota mAaicto Tov Metamtvylakot [poypappotog «Ztpoatnyikés Avantoéng g
Eonpumc Yyelagy, 2017-2018, ¢ latpikng Zyoing tov [avemommuiov ABnvaov, Bo 0eia va

eEKQPPAc® TG Bepég LoV gvyapLoTiE 6E OAOVG OGOVG GUVEBOALOY GTNV EKTOVIOT TNG.

Evyapiotod Oeppd tov kabnynt pov, Ko ®cddmpo Xepyevtdvn, Yo TV EUTIGTOGVVT TTOL OV
£0€1Ee €& apyng ¢ TPOG TN OEKTEPAIMOT TOL GLYKEKPIUEVOL BEUOTOG TNG SIMAMUATIKNG, TV
EMOTNUOVIKY] TOL KaBodNyNomn, T LIOJEIEELS TOV, TNV EMYOVH TOV, TO CUEIMTO EVOOPEPOV
TOV, TN GLUTAPAGTACT] TOV, T GLVEXT TOV LTOGTNPIEN KOl TO AUEIMTO EVIPEPOV TTOV £0€1EE

amd Vv apyn LEXPL To TEAOGC.

Eniong, evyopiotd Oeppa v Ko Aptepucia Toitowa (Sdievbovipun Metamrvylokov
[Tpoypdupatog) yio Tig EMOKOIOUNTIKEG TNG VTOJEIEELS Kot TNV LIOGTHPIEN TG, KOOMS Ko
mv Ko Oopoaidov Aopétta kar Ko Yaitomodiov Ocodmpa yio TV moAdTiun copfoin tovg

OTNV OAOKANP®OT OVTNG TNG EPYACIAG.

EmnAéov, dwitepeg evyapiotieg Oa nBela va amevbive otic cvopgottitpég pov Koivpa

Mopia ko Kpoppvoo Zon yuo tn cuveyn vrootipiEn Kot fondeid toug, kab’ 6An ) ddpkela

G EKTOVNONG TNG EPYACIOC.

Téhoc, Ba NBeda exkEPAc® TV EVYVOUOGUVN HOL G6TOV GOLLYO oL Yio OAN TN oTNPIEN, TN

CLUTAPAGTOCT] KOt TNV KATOVONGN TOL, KaB® OAN TN S18pKELD TOV GTOVOMV LOV.

AQiépmon

210 o0luyd pov Anuntpn kot oty k6PN pov Eredvva.
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T etvan n e€dptnomn, aAnbeo; Etvor éva onpdot. . ..Eva copmtopa dvceopiag. Etvor pia
YADGGO TOL oG HMAGEL Y10 Lol SVGAPESTN KATAGTAGT| TOV TPEMEL Vo, KotavonOel.

Alice Miller

I'ENIKO MEPOZX- BIBAIOI'PA®IKH ANAXKOITHXH
Ewoaymym

Ta dradikTvokd Tayvida Eyvay evpémg Yvootd ot dekaetioo Tov 2000 (Kuss, 2013).
Amd tOTE , M YPNOMN TOVG £YEL TOYVTOTA AWENDEL TOGO Omd aviAKa 0G0 Kot omd EVIAMKO ATOLN
(Rhoetal., 2017). Zopeova pe wa avagopd g Entertainment Software Association (ESA),
155 exaroppdpa Apepikavoi mailovv Prvteomaryvidw, ex tov omoiwv 10 42% mailel ot
Taktikn Bdon. Movo 1o 2015, ot Apepikavoi ToiKTEG TALYVIOUDY OTAVNCAV TEPICTOTEPA OO
22.41 dwoekatoppvplo O0ALPLOL G TEPLEYOUEVO, GE VAMKO Kol o€ aEeGovdp moryvVIdlHv
(Entertainment Software Association, 2015). To gawvouevo puotkd avtd dev eppaviletal povo
otV AuEPIK, OAAG 0€ TTAYKOGUO €minedo, a@oh N TOYKOGLLO XPNON TOYVIOUDV Kol TO
YPNILOTOL TTOV SamavdVTOoL Yo v td avédvovtar paydaia (Rho et al., 2017).

ATO TN oTIYUn TS KOTAGKELNG TOV TPMTOL Prvreomaryvidtov- mov ovopaldtay Pong-,
10 1972, amd v Atari (Anuntpdokov, 2009), ta moryvidw £govv aArdéel onpavtikd. Ta
ynoelokd mAéov moryvidl pmopovv va Katnyopromoimboldv oe mayvidi Poidv (action
shooters), og moyvidw ToAamAodv toaktdv (multiplayer games), oe moyvidia tpocopoinong,
0& OTPOINYIKG TToryvidlo, o€ eKTAOELTIKG Taryvidlo Kol o€ Toyvidw vrddvong porwv (role
play games-RPGs) (Rapeepisarn et al., 2008). e maykoouio eninedo, deKAOES IMASES TOIKTES
noilovv TavTOYpOVa e S10dPACTIKO TPOTO T, ALY VIO VTOSVONG POA®Y GTOVG VITOAOYICTEG 1)
ota tablet toug péow dradiktvakng cvvdeong. Avtd ta moryvido ovopudlovtar ‘palikd online’

Bvteomayvidwn poimv moAromAdv Ttouktdv (multiplayer online role play game-MMORPG) kot



SpEPOVV amd Ta Tty vidl VTOdVoNG POAWY GTO OTL EKOTOVTASES TOUKTEG GE OAO TOV KOGLO
nailovv tavtdypova ddiktvakd. Evdd ta MMORPG divouv tn duvatdtnta 6toug ToikTeg va
KOW®VIKOTOOUVTOL HE ATORO OTO JPOPETIKEG KOVATOVPEG, YAMGGES M/Kal TEMOONGELS
(Basol & Kaya, 2018), vdpyetl £va avamtuooOUEVO EVIUPEPOV MC TPOG TN TPOPANUATIKA
¥PON TOVG, KaOADC M vraepPoAkn evacyOAnon HeETO Toryvidw umopel vo odnynoel o
peloymoeio Kupimg vEwv atOL®V G€ dTapoyn TG KaONUeEPIVIG AETOVPYIKOTNTAG TOVS, GE
andAela EAEYYXOV, 6€ cuvarsOnuatikn dvepopia (Lauetal., 2018) kot téhog oe eEdptnon. [Ipwv
avaeepBovpe, ®oTdG0, GtV £vvola NG €EAPTNONG amd TO SLOOKTLOKG TToyvidw eivon
ONUOVTIKO VO OTOVTIIGOVUE GTO EPATNUO OV 1) ETAPN KE TO OOOIKTLOKA TTOryvidlo EYel Ko

Betucn mhevpa.

Oetikég Emopaocseig Moyyvidiov

H toyeio avadntuén tov S1001KTuaKOV o VISuDY £XEL KEVIPIGEL TO EVOLPEPOV TOGO
NG KOWNG YVOUNG 0G0 KOl TNG EMGTNIOVIKNG KOWOTNTAG AOY® T®V OETIKOV KOl apvNnTIKOV
TNG CLUVETEI®V. X€ oL avaoKOTomn Yo Tig 0etikég emdpdoelg Tov moyvidoiwv ot Adachi ko
Willoughby (2012) onueimcav T onuovTikotnTo TG Yopis Kot S10oKEIUoTS KATA T1 O10pKEL
TOV ToyVowwv, evd o Granic kol ot cvuvepydteg tov (2014) avépepav ta cuvaicOnpoTIKd,
KOW@OVIKA KOl TOPOKIVITIKE OQEAT TOV ToYVIOI®V OTT®C 1 €£1G0PPOTNOT| OITOYONTEVGNG KoL
EMITELENG OV TPOKVTTEL amd TNV OleEaymyn TOV ToyvVolwv Kot omd Tnv  dApeom
aVOTPOPOSOTNCT TOV TA ALY VIowo TapPEYOVV. AANEC OETIKEG EMOPACEL TV TALYVIOUDY KUPIMG
TPOG 6T T, Eivol N TPocdoKia OTL HEGa amd o, Oty Vidlo UTopoHV VoL TEPAGOVY EVYAPIGTA
mv dpa Toug kot vo Prdcovy Beticd cuvarsOnuoto (Sincek et al, 2017). H avdmroén
de&lomtv enilvong tpoPfAnudtov, n Pektioon de&loTToV, OTMC Y100 TOPAOELY LA, 1 YPYOPN
MyM amoPACE®MV, 1] AVOADTIKT GKEYN KOl O GLVTOVIGUOG XEPLOV-LATION, KAO®MS Kot 1) TpOsOyN
Kot M Ttax0TEPT EneEePyOsion OMTIKMOV TANPOPOPIDOV £XOVV BETIKA TPOCUO GTOVG YPTOTES
(Anuntpaockov, 2009). Ta moayvidw pmopodv, emione, va mapéyovv v duvatdtnta evog
AGOOAOVG YDPOL SUGKEOACNG GTOV OTO10 01 TAIKTES EYOLV TN SVVATOTNTO VO OVTILETOTIGOVV

T0 GTPES TOVG H/KOL VoL pébovv va puBpilovy ta cuvorsOipard toug (Sincek et al., 2017).



[MoAadtepot epguvntég avépepay 0Tt Ta Prvteomaryvidla ivar e&opetikol «ddoKalony
JOTL TaPoVo1dovv TOAAOVS TPOTOVS EMTAVONG EVOG TPOPANLATOC, TAPEXOVV OVTAUOPES HECH
Ao TV EMITEVEN TOV GTOY®V TOVG KO AVEAVOVY TNV AdPEVOAIVY, GTOXELD TOV dpal EVEPYETIKA
0TOVG TOKTEG. AVTOT 01 «OACKAAOD MGTOGO EYOVV KO GLUYKEKPIUEVO YOPAKTNPIGTIKA OTTMG Ot
ouveyels avTapolPBéc kat Tpmpieg KabOS Kot SuvatdTNTO ETOVIANYNG UIOG TGTOG, GTOLYELN
7oV 00N YoHV 6€ AVENUEVT OLGKOAIN OTEUTAOKNG amd T, S10OIKTLOKA TToyVido OAAG Kot GTNV
mBavotnTo avantuéng eEaptnTikOV tdoemv Ko cvpurepipopdv (Stockdale & Coyne, 2018).

[Mwg opileTon Opmg N e&aptnon omd ta S1SKTLOKE oy vidw,

Opwopog ko Kprrprae g EEaptnong and ta Avadiktvooka [Movyviowe
H &&gpmon ond 1o dwdiktvakd moyvidowe Astrtovpyel ¢ M GLVEXNG Ko
EMOVOAUUPOVOLEVT EUTAOKT] LE AVTE, TOV GLYVE 0dNYEl 68 onuavTikég emiPAaPeic cuvEmeleg
oTI¢ kaOnuepvée, epyoactakés Kot / 1 ekmatdentikég dpaotnprotnteg (Schivinski et al., 2018).
Opiletan, emiong, ™G0 GLVOIVAGHAG TNG TACTG Y10l KATOVAA®GT] LITEPPOAKOV YPOVOL GTN YPNON
OWOIKTLOKMOV — TOYVIOWDY KoL NG EUOAVIONG  TOOOAOYIKOV — GUUTEPLPOPDV
(Moudiab&Spada,2019). H Auepicovikn Poylorpikn Etaipeio avagépet 6tL mpdKetTon yio pa,
TPOGMPIVY] YUYIOTPIKY SLATAPOYT TOV OmOUTEL TEPOLTEP® UEAETN. TOHPmVO. pe To DSM-5%, 1
eEdptmon and ta dadikTvakd moyviowe kabopiletar amd v VIOPEN TOLAGYIOTOV TEVTE
Baocik®dv copuntOpatoy (amd To VVEN), KATA TN OGPKELN LG YPOVIKNG TEPLOSOL Avm TV 12
UnNvov.
Ewwotepa, 1o dwyvootikd kpumpu g e€dptnong omd to Prvreomonyvidla
wepAaUPavouy Ta akdAovOa evvEN KAMVIKO CUUTTOLOTOL
1) v ovveyn evaoydinon pe to Prvteomaryvidio (evaocyoinon),
2) v Piwon dVEAPESTOV CLUTTOUATOV KATE TV amopdKpvven omd T frvteomoryvidta
(otépnon)-
3) Vv avaykn Kotavalmong oloéva Kot owEavOUEVOD XPOVO GTNV EVOGYOANGCT LE TO
Brvteomayvidwa (avoyn)-
4) ¢ avemrvyeilc mpoomdbeleg eAEYYOV TG CLUPETOYXNG o€ Prvteomoryvidwa (omMAELL
EAEYYOV)-
5) v andlelo VO0QEPOVTOC Y10, YOUTL KOl Yoxoywyio, Tov viobetovvtay mtaloidtepa,

AOY® TV Prvteomaryvididv (eyKoTalenyn GAL®V dpOoTNPLOTHTMV):

1 H ovurepidnyn g eédpong omd ta Stoductvoxd moyvidia oty éumtn Exdoon tov AlyveooTikod Kot
Yratiotikod Eyyepidiov Poyikodv Atatapaymv deiyvet 6Tt 1 cuykpipévn e£dptnon amoteiel Evo onpoviikd Bépa

yoyng vyeiog (Moudiab & Spada, 2019).
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6)

7)

8)

9)

™ ovveyn VIEPPOAIKT] ¥pNoN TOV PVTEOTOLYVIOUDV, TAPE TN YVAGCT YUYOKOIWOVIKOV
npofAnudtev (cvvéyion)-

NV €EAmATNON LEADV TNG OIKOYEVELNG, BEPUTEVTMV 1 AAAWDV, GYETIKA LLE TO YPOVO TOV
damavatat ota frvreomaryvidimv (e€amdtnon)-

v YpNomn TV PvTeomayvioidv Yoo T QLY N TNV AvaKOLPIoN Oomd OPVNTIKES
dwbéoelg (drapuyn)-

N OKIVOUVELGT N TNV OTOAEW LG CNUOVTIKNG OXEONG, WIOG €PYOCiog 1 oG
EKTTOOEVTIKNG/EMAYYEAMLOTIKNG EVKAPIOG AOY® TNG GLUUETOYNG O€ Prvreomaryviolo
(apvnrikég ovvéneieg) (Schivinski et al., 2018).

H g£dpton and ta drdiktvaxd woryvidw opiletor o¢ Eva cupTEPIPOPIKO TPOPAN LA,

L0 GUUTEPLPOPA, TO GLGTATIKE TNG 0Toiag, cvpe®va pe tovGriffiths, elvat ta e€Mg:

1 CNUOVTIKOTNTO TNG COUTEPLPOPAS, ONAOON 1] CLVEYNG EVAGYOANGCT| LLE TO O VidwoL -
N YPNON TNG CLUTEPLPOPAC, HE GKOTO TNV Tpomomoinon ¢ dwbeong (m.y. OTL T
o viow ¥PNOILOTO0VVTOL Yoo TNV OTdOPAcT a0 TNV TPAYHATIKOTNTO 1 Yol Vol
OMovpyNGovy cuvousHnUATH ELPOPING)-

N avATTLEN TNG VOYNGS (Tal ATopa XPEWELETAL VO KATOVOADYVOLY OAOEVA KO TEPIGGOTEPO
xPOVO 6T TOyVidle Yo v aucBdvovtor v 101a emidpaon)-

TOL GUUTTOLOTO, TG OTEPNONG TO 0Toia Etvan emakdA0LOA TG TOVGNE TNG CLUTEPLPOPAS
(To dropa aioBavovtar ayy®UEva, GTEVAYOPMUEVA 1 EVEPEDIOTA OV EV UTOPOVV V.
nai&ovv maryviow)-

N OWTPOCHOTIKT GVYKPOLGT TOV OVOTTUGCETOL OC OTOTEAEGLLO TNG CUUTEPIPOPES (Tal
ATopa £YOVV TPOPANUATO LLE TIG GYECELS, LE TIC OTOVOEC TOVG UE TNV EPYOGIO TOVE Kot
LE TOL YOI TOVG)-

OToV oTapatdel N GLUTEPIPOPA To, ATop PLdvVoLvY VITOTPOT, dnAadr Eavapyilovv va

naiCovv (Subramaniam et al., 2016).

Hapayovres Kivovvou yia v EEaptnon ané ta Bivreomaryvidwa

Kémowot and tovg khplovg mapdyovieg Kivouvou yio TV avantuén eEdptnong ond ta

Bvteomayvidla, ot omoiot oV TPAyHOTKOTNTO £ivol Kot Topdyovieg KvoHVOL Yo TIG

nePocOTEPEG ECUPTNTIKEG GLUTEPLPOPES, €ival O YPOVOG TOL APIEPDVETOL GTO TTOLYVIOL, 1

LEWOUEV] KOWOVIKY OeE10TNTO, O UEIOUEVOS EAEYYOG TMV TOPOPUNCE®V, 1 ovEnuévn

avalnmon g S€yepons TV ocONce®V, Ta OVENUEVO YOPOKTNPIOTIKE VOPKIGGIGTIKNG

TPOGMOTIKOTNTOS, TO VYNAO KataoTaclakd (state) kot rpodwabfecwkod (trait) dyyog kot dmapén
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Myov dpactnprotitov eAebBepov ypdvov. AALot 600 Tapdyovieg Kivovvov gival To VA0 Kot
N nAxia. ITo ovykekpuéva, £xel pavet 4Tt o1 véor eviAKeg dvopeg H10TpEYOVV TOV LYNAOTEPO
kivouvo e&aptmong oamd to moryviow. Emiong, ot épnPot kot xvpiowg avtoi mov {ovv og
LLOVOYOVEIKEG OIKOYEVELES, KIVOLVEDOVVY altd aTn TNV €£APTNOT, AOY® TNG OTOVGI0G YOVEIKOD

eLEYYOV KoL TOV aENUEVOL ¥pOVOL evacydAnong pe ta mayviowr (Stockdale & Coyne, 2018).

Avtioroywkoi IHapayovreg g EEdptnong amo ta Avediktvokd Movyvioww

"Evag autioloyikdg mapdyovtog mov pmopel va e€nynoet v eEdptnon amd to moyviow
givor 1 TpoocomkdTTA. XE o peAétn tov  Braun kot towv cvvepyatdv tov (2016), m omoio
elye g detypa 2891 vrokeipeva, yopnyndnke to epomuatordyo Big Five Inventory-SOEP
Kol peTpnOnke kabévo amd to TEVTE YOPUKTNPLOTIKA TPOCOTIKOTNTAS (0 VEVPMOTIGUOG, M
eEMOTPEPELN, 1) OEKTIKOTNTO OTIS EUMEPIES, 1| ELVGVVEIONGIO KO 1) TPOCNVELXL) GE TUTIKOVG
TaiKTEG, 6€ ATOpO OV Ogv Emonlay Toyvidl Kot o€ e£0pTNUEVOLG TOIKTEG TTayVioumy. Mia
Betikn cLoYETION TPOEKLYE HETAED TOV VELPOTIGHOV Kol TNG EEAPTNONG A0 TO OUOTKTLAKA
oL VIO Kol o apVNTIKY] GLUGYETION UETAED NG EMOTPEPELNG, TG EVGVVEIONGIOG KOl TNG
eEdptnomng amd T S100KTLOKA ToLYVidole. Qotdco, dev Ppédnke Kapio cvuoyétion petald g
OEKTIKOTNTAG OTIC EUTELPIES, TNG TPOCTVELNG Kot TNG EAPTNONG OO TA. SIUGIKTLOKE ToLVidlo
(Braunetal, 2016). Mo akoun £pgvva. Tov TpayuaTomomOnke Alyo ypovia vopitepa aveédeie
OTL TO. VOPKIGGIOTIKA YOPAKTNPIOTIKA TPOCOTIKOTNTAS, 1 EMOETIKOTNTO KOl O EAEWMNG
OLTOEAEYYXOG TV ATOUWMV {6MG Vo Lo povV va, TpofAéyovy T coPapdtnta e e£ApTNoNg amod

ta oryvidlo (Kim et al, 2008).

Yovémereg ™ EEaptnong ané ta Mayyviown

H avantuén tov nAEKTpovIKOV TTayvidumy, Kabdg Kot Tov Toyvidlwv mov mailovtol
OTOV VTOAOYIOTN AOTEAOVV &vav HEYAAO Kivouvo Yo Tovg vEOLG Kol Tovg pnpouvg, agov
pmopet voo 00MYNGEL GE WLYOAOYIKEG dTOPayES /KOl 68 KOTAOAWYT G& aVTES TIG NAKLOKEG
opdoec. Edwd ota mandid Kot toug £enpovg, to moyvida teivovv va mpokadlohv vonTikd,
CONOTIKE Kot Kowvovikd tpofAnuata. Ta kowvevikd mpofAnuata icwg ogpeilovtol Kot 6To
YEYOVAg 0Tt ToL Tod1d TohodTEPO Emanlov e GAA TOdE, EVA GTN GNUEPIVY EXOYN TEPVOVV
TOV TEPIGGOTEPO YPOVO TOVG GE TOLYVIOW GTO OTTOIL0 OEV UTOPOVV VO ONULOVPYNCOVY KATOL0!
ocvovatcOnpoatikny 1 avBpomivn oxéon (Klin & Freitag, 1991). And v dAAn mhevpd, ot
EMOPACELS TOV TOLYVIOUDV GTNV YLYOAOYIKN LYEIR TOV TOKTOV €£0pTMOVTAL OO TOPEYOVTEG
OT®G 10 enimedo Plog TOV TAYVIOUDV, N KAVOTNTO TOV TOUKTOV Vo dSoKpivouv HETAED TOL
EIKOVIKOV KOl TOV TPAYLLOTIKOV KOGHOL Kot 01 a&ieg e TIg 0moieg £YouV ovaTpaPEel O1 TOIKTES

N ue tig omoieg Lovv (Turner, 1989). Xe kdabe mepintmon, Ol GCOUATIKEG, KOWMVIKEG KOl
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YOYOAOYIKES EMOPACEL UTOPOVV LE TN GEPA TOLS VO, 0O YNGOVV GE TEPAUTEP® TPOPA AT
O6mwc o Boude, N Pia kon  woyvoapkio (Ahmadi, 1998).

[Two €101kd, N eEGpnon and o Toyvidio £el CLOYETIOTEL e 0L GEPA OO APVNTIKES
YUYOAOYIKES KO KOWVMVIKES CUVETELEG OTMG 1 LEWWUEVN KavoTtoinon and ™) {on, N povaéid,
N OTOYN OKAONUATKY 0TdS00T, 1| AVENUEVN TAPOPUNTIKOTNTA, 1] VYNAN EMOETIKOTNTO KOl TO
vynAé emineda dyyovg kot korddinyng? (Stockdale & Coyne, 2018). ‘Evac peydioc optdudg
oo HEAETEC Oelyvel aKOUN TN ovoyEtion TG eEaptnong and to oy vidlo pe ahdeg Suoueveig
OUVETEIEG OM®G TNV TOPAUEANCN TOV EKTOG OOIKTVOV SOMPOCONTIKAOV CYECEDV, TNV
TOPAUEANCT TOV VTVOL, TNG €pyociog, NG eKMAidELoNG KOl TNG KOWMVIKOTOINoNG, TNV
avamTuEn EUPOVNG YO TO TTOLYVidlo, TNV OmOVGio TOV €KTOC OOIKTOOV GYEGEMV, UE TNV
exOpotta (hostility), pe mpoPAnuata otov HIVo, GTNV TPOGOYN KO LE EMANTTIKEC KPIGELG
(Subramaniam etal., 2016). Ot e€aptnuévol maikTeg TOrVIOIOV TEIVOVY €miong va ivol 7o
evepEoToL Ko AyOTEPO MPEUOL, TEPICGOTEPO OAUUEVOL KOl GLYVE AVAPEPOVY TO PUVOUEVO
™E oVyyvoneg HeTaEd TOL EIKOVIKOL Kot Tov mpaypotikoy kocpov (Naskaretaletal., 2016).
Emnpocbeta, eivor moapopuntikoi kot Satpéyovv mEVTE QOPEG UEYAAVTEPO Kivouvo va
0dnynbovv ot andmepa avtoktoviag (Kim et al., 2016).

Mo akdun perétn mov dnpoocievtnke to 2011 ko eiye og vrokeipeva 540 OALavO01G
ePNPovg amEpepe EVOLUPEPOVTO EVPIUATO APOV TPOGTAONGE VO AEIOAOYNCEL TN GYECT UETUED
emBetikdTTOG Kot TABOAOYIKNG EvooyOANoNG pe Ta matyviow. Ot epeuvnTég PprKoay apytkd
0Tt 1 TaBOAOYIKY| EVOGYOANOT UE TO Toyviolo eival Eva TPOOOEVTIKO QPOIVOLEVO KOl OV OEV
eleyyOel umopel va extomioel onuavtikég kabnuepvég dpaoctnprotres. 'Eva dAho onuovtikod
evpnua NTav OtL aveapnra pe 1o av ot maikteg mailovv mayvidw mov wepthapPavouy Pila
tetvouv va Brovovv oroéva Kot avéovopeva emBeTikd cuvaicOnuoto petd omd €61 punveg

Toyvidr00. Avtd 1o bpnua aPopovoe, ®oTdOc0, LOVo oTovg avdpeg (Lemmens et al., 2011).

Emmnolaopig tng EEdptnong and ta Avwediktvakd [Hoyvidra
Ady® Swpopdv oty mowdtnTa. Kot 6t ovuPatdtno HETOED TOV E£PELVAOV, O

emMmoOAacUOG TG e&hpTnong amd o SlodIKTLOKE Toryvidwe anotehel Eva onpoavtikd CRTnua.

2 To Qetikd efvor OtL LEAPYOVY KATOIEG EpEVVEC OV SefyvouV OTL KATOIEC OO TIC OPVNTUKES GUVEMELEC NG
eEdptnong amod To oy vidio LTopovV Vo IOV VoL DTTAPYOVV OTAV Ot TOIKTES «amocLvdEBOHV amd ToV KOGLO TV
narvididv (Stockdale & Coyne, 2018). T nopddetyua, o Gentile kot ov cuvepydrteg Tov (2011) Bprikav ot n
KatdaBAym, To dyyog kot n Kowvwvikég eofieg Pedtudvovtar otav ot £gpnpot otapatmoovy vo givor madoroyuol

naikteg (Gentile et al., 2011).

13



[Topdia avTd TOALES GUYYPOVIKES OAAG KOOL(POVIKES EMONUOAOYIKEG HEAETES ExOVV OEiEet
OTL 1 ovYVOTNTA EUEAVIONS TNG e&bpTNnong and To moryviow kvpaivetor amd 0.7% £wc 10
27.5%, pe ) ovyvotta epedviong g oty Evpdnn kot ) Bopeia Apepikn va ivon petald
tov 1% kot to 10%. 'Eva evdwgépov otoryeio mov avaeépetor amd tov Viadimir Poznyak,
€01KO oTNV ¥PNOT OVCIAV Kol 6TIS e€aptNTIKEG cvumeplpopés otov [laykdopo Opyaviopod
Yyeiog (World Health Organization-WHO), eivar 61t 1 Biprioypagio amokeAdmtel 0Tt 1M
YEQYPAPIKN Tepoyn Oev emmpedlel tov emmolooud G e€dpTong amd ta S1adIKTLOKA
nayyviow (WHO, 2019).

Klipokeg Métpnong g EEadptnong amo to AlodikTvakd Toryviowo
To Video Game Addiction Test (VAT)
To Video Game Addiction Test petpdel v e&dptmon 1660 omd T, SLUSIKTLOKA OGO
Kol oo oL pn dradiktvakd moryviowo. [eptiapBdvel 14 epotipato Tov Hmopovyv va Y opiotovV
o€ MEVTE OOUIKOVG TTOPAYOVTES (OTNV ATMAEWD. TOV EAEYYOV, GTNV GUYKPOLGT), GTNV GLUVEXN|
EVAoYOANGON, OTNV TPOTOTOINCT TNG CLUTEPLPOPAS Kol TNV otépnomn). To epoTiuoT
amaviovtor o o kKhpoko Likert 0mov: 0=moté, 1=cmdvia, 2=kdmoiec opic, 3=cuyva Kot

5=noAb cvyva (Lemosetal., 2016). H poper| tov Video Game Addiction Test givau n akdlovbn:

[1660 cuyvd...
1. ....ppiokelg 6HOKOAO VO CTOUATAOELS TO TOLYVIOL;
2. ....ovveyilelg va ypnooTolEic Ta oy vidla TapoAn TV TpdHECT GOV VO GTAUATNCELS;
3. ....00V Aéve o1 dAAot (.. o1 Yyoveic 1 o1 @ikor) 611 Ba Tpémet va mepvag AydTtepo ypOVO

oTo oy viow,;
4, ... TPOTWAC TO IOy Vidlo avTl vo TePVAG YpdVo pe GALOVG (). e TOVG GIAOVG 1 TOVG
YOVeic;
...0EV KOWAGoOL OPKETA AOY® TOV TALYVIOUDV;
...OKEPTEGOL TOL TTOLY VIO kO KoL 0TV eV elGa GLVOESEUEVOG-T) GTO O1001KTLO;
...OVOTIOLOVETG Y10 TNV €mOpEVN POPpA oL Ba pmopeig va mailelc;

...oképtecan 6T Ba Empene va mailelg Aydtepo cuyvd;

© o N o O

. ..£XEIG AVEMTUYDG TPOGTOONGEL VAL TEPAGELG AYOTEPO YPOVO LLE TO. T VIO,

10. ....1604vecHL AVIGLYOC-T], ATOYONTELUEVOG-T) 1} EKVEVPIGUEVOC-T] OTAV OEV UTTOPEIS VOl
noiEets;

11. ...xévelg PuoocTtikd To pafnuaté cov yio vo TaiEelg moyviow;

12. ... .mopopeleis Ta padnpatd cov yorti mpotipds va moilelg;

13. ...maileig yroti viobelg meopuévos-n;
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14. .. . maileig ya va Eeydoelg (didpopa) TpoPfinuata; (van Rooij et al., 2012).

H Internet Gaming Disorder Scale—-Short-Form (IGDS9-SF)

H evéa gepomoewv IGDS9-SF «Aipaxa, n omola avortoydnke amd tovg Pontes kot

Griffiths o 2015 &ivat éva chviopo yoyouetpikd epyareio mov Paciletan ota gvvéa Pactkd

Kprpla Tov opilovv v e&aptnomn omd Ta moryvidw 6Twe avt Tpoteivetal omd 1o DSM-5

¢ Apepucavikng Poyoroyng etaupeiog (2013). Avtd 1o gpyareio aloroyel T coPapdtnta

aVTNG TG €EAPTNONG KAOMDG KOl TIC KATACTPENTIKEG cLVENELES TG E&etdletl emiong kot Tig

SLOOIKTLOKEG KoL TIG EKTOG GUVOESNC OPACTNPLOTNTEG TOYVIOIDV TTOL £XOVV GLUPEl og a

12pmvn gpovikn mepiodo. Kot ta evvéa epotpato g KMULOKOS OavTOVTOL LE TN (PTOT HOG

SBaduag kiMpaxag: 1 (IMoté), 2 (Enavia), 3 (Kdamoteg popéc), 4 (Zvyva) kot S (IToAd cuyvad).

Ot BaBporoyieg oty IGDS9-SF kupaivovtotl amd 1o 9-45 pe tig peyokvtepeg Pabpoloyieg va

delyvouv vymAotepo Pabuod datapayne oty evaoydoinon ue ta mayvidwo (Schivinski et al.,

2018). O1 gpotoelg g etvar o1 akdAovbeC:

1.
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Awc0dvecal amocyOANUEVOC-T] LE TN OCLUTEPLPOPA GOV KOTE Tn OWIPKEW TMV
oy viowwv; (Kdamowa mapadeiypoto: TKEPTEGOL Y100 TV TPOTYOVUEVT] OPOCTNPLOTNTA
TOVIOUOV 1 TEPWEVELS Yo TNV €mOUEVT] @opd mov Ba mailelg; Tképtecor OTL TO
oy viow £xovv yivel 11 Kupilapyn dpactnprotnTa otV Kadnuepwvr cov (mn);)
Awe0dvecar o gvepEoTtoc-1), ayy®uUEVOG-N 1 akoOu” Kot OAupEVOG-1 OTav Tpootadeig
VO, LELMOELG 1] VO CTOLOTOELS TNV OPUCTNPLOTITA TOV TOLYVIOIDV;

AwcBdvecal v avaykn vo TEPACGES OA0 Kol TEPICCOTEPO YPOVO OPLEPOUEVO GTO.

o viow Yo VoL ETLTOYELS IKOVOTTOInom 1 evyapiotnon;

‘Exeic ovomnuotikd amotoyxel 0tav mpoomddnoec va eAEYEEIG 1 VO OIKOYELS TNV

OpUCTNPLOTNTA TOV TOLYVIOLDV;

"Exeig yboet 1o evoopEpov cov Yo YOUML 1] Y10 AAAEG OLUCKEOUGTIKES dPACTNPLOTNTES

7OV &iyeg AMOY® TNG EUTAOKNG GOV LE TO Ty Vidt,

"Exeig ovveyioet ) dpactnpoma TV oy vidudy Tapdro Tov yvopilelg 0Tt TpoKIAECE

npofAnpata HeTaEd cov Kol GAA®V avOpOT®V;

"Eyeig eamatoet kdmoto HELOG TG OKOYEVELAG GOV, TOVG BepamevTég GoL 1| GALOVG Yo

10 YPOVO OV E0OEVELS GTNV OPACSTNPLOTNTA TMV TOLYVIOLDV;
[Moailelc yio va EepOyelg TPOGOPIVA M Y1 VO AVOKOVOIGELS [ opvnTIKY dtbeom (TT.y.

apondnoia, evoyn, dyxog);


https://www.ncbi.nlm.nih.gov/pmc/articles/PMC6251978/#bb0280
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC6251978/#bb0280

9.

"Exelg dtokvouvensel 1 yACEL Lol CNUAVTIKE GYECT), OOVAEEL N U0 EKTOUOEVLTIKN 1)

EMAYYEMLATIKY gvKOpio. AOY® NG dpaoTnploTNTS TV Tayvidltdv; (Schivinski et al.,
2018).

Internet Gaming Disorder (IGD-20) Test IGD-20 Test

H «dipoxa IGD-20 Test mov avamtoydnke amd tov Pontes kot tovg cuvepydteg Tov 10

2014 oyeddotnke yio va a&oroyel v e€aptnon amd T, dSadIkTLaKG Tatyvidw. AmoteAeital

a6 20 gpotiuata kot Pacifeton oto evvéa kprmptla mov Exovv tebel amd 1o DSM-5. Kdabe

gpdTUO. amavTdtol og po SPaduia khipaxo Likert 6mov 1= dapovd andivta, 2= S10pmvo,

3= 001e CLUEOVD 0VTE JOPOVH, 4= cvuPeVD, 5= cvupoved ardivta (Hawi & Samaha,

2017). O1 gpotoelg g eivar o1 akdAovbec:
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10.
117
12.
13.
14.
15.

2uyva xave Tov VTVO oL eEantiog ToOL PEYAAOL XPOVOL EVAGYOANONG LLE TO O VidLoL.
Agv mailm moTté maryvidln Yo vo VIOs® KAAVTEPQ.

‘Exo avénoetl onuavtikd tn ypovikn dtapkeo Ty onmoio tailw matyvidl tov TeEAevTaio
YPOVO.

Otav oev mailom ocbavopo mo gvepédiotog-n.

‘Exo xdoet to evorapépov yio AL yOUTL AOY® TOV TOLVIOIDV.

®ao NBeda Vo LEWOG® TO YPOVO EVAGYOANONC e Ta TTatyviow aAAd eivar SVGKOAO va TO
KOvVO.

>uvinBwg oképtopan Yo TV ETOUEV @opd oL Ba waiw (acyoAnbd pe Ta) moryvidlo
otav dev mailm (Toyvida).

[Mailw moyvida yio va pe fondncouvy va avIIHETORTIC® T apVNTIKE GUVOICOMLOTA TOV
pmopel va £xo.

Xpewaletar vo E0devm 0Aoéva KOt TEPIGGOTEPO YPOVO GTNV EVACYOANGN LOV LE TO
oy vioa.

AweBavopan OAppévoc-n av 0gv Umop®d vo ToiE® oy vidia.

Eyo el yépata ota péAn g otkoy£Eveldg pov yuo o xpdvo mov mailm moyvioa.

Ag oxéptopot 6Tt Bo pmopoHGo VoL GTAUATICM T ToyVido

Zréptopat 6Tt To Ty vidw £xovv yiver ) mo ypovoopa dadikacio ot {on pov.
[Moilo mayvidw yio vo EeXAcm OTIONTOTE IE OMACYOAEL.

Zuyva okEPTOpOL OTL OAOKANPN 1 HéPA OEV Etval apKeT Yo va Kavm 0,Tt xpetdlopon

e TaL oy viota.



o~ DN

16. Teivew vo ayyd@vopot av dev pmopd va maim moryvido yio Kamolo Adyo

17. Zxépropan 6T1 Ta Tayvidla £xovv BEcel oe Kivouvo T oxéon Le ToV-TNV cOVTPOPO LOV.

18. Zuyva mpoomad® va wailm moyvidia Atydtepo oA dev UTOP®.

19. Eépw 611 M KOplo KaOnpepvi dpactnptoTNTe LoV (). M SOVAEWY, 1 EKTaidELON, Ol
OOVAEEG TOV OTITION K.T.A.) EXEL EMNPEACTEL APVNTIKA A0 TNV EVOGYOANGN LOV UE TO
oy viow

20. TTioted® OTL M EVOTYOANGN HOV LE TO TTOY VIO £XEL EMOPAGEL OPVNTIKA GE CNUAVTIKEG

neployég (topeic) e Cong pov (Pontes et al., 2014).

H Internet Game Use-Elicited Symptom Screen (IGUESS)

H Internet Game Use - Elicited Symptom Screen (IGUESS) ivat pio. autd-ovagopiky
KMok TOL XPNCHOTOLEITOL Y10 VO, EAEYEEL TA CLUTTAOMOTA TNG EEAPTNONG OO T S1OOTKTLOKA
mayviow kot BacileTon 0T Sy VOOTIKE KPITHPLo VNG TNG £ApTNoNG omd Ty 51 €kdoon Tov
Ayvootikod kot Xtatiotikov Eyyepidiov Yoyikov Awtapoyov (DSM-5). Tepihappdavet
EVVEQ, EPOTNOEIC OV amavtdvTol o€ o, 4padwo khipoko Likert (Kimet al., 2018) 6mov to 0
onuaivel «kaBoAov» to 1 onUaivel «TEPIOTAGIOKA», TO 2 CNUAIVEL «<GLYVA» Kl TO 3 glval TO
«avtar (Jo et al., 2018). To cuvolikd okop otV KAipako kKvpaivetot omd 0 éwg 27 Babuovg
HE TO VYNAOTEPO GKOP VO CIUATOSOTOVV DYNAOTEPO Kivouvo €EAPTNONG OO TOL O1OOTKTLOKA
nayviow (Kimet al., 2018). O epomoeic g IGUESS etvar o1 akdAovbec:

Juvéyoa vo okEQTOLOL T, 01 dkTVaKA (online) moyvidwa Tov cuvnila va mailw 1 ota omoia
elya amoppopnOel.
tapalopal 1 yivopon veuptkds-n 1 O pupévoc-n 6tav dev moilm éva S1001KTLOKO ToLyViot.

O xpdvog oL TEPVAM GTO SAUOKTLOKE TToyVidle YiveTo oOAoEva Ko LEYUAVTEPOG,.

‘Exo mpoomabnocet va HEdo® To O100IKTVOKA TToyvidla, oAAG OV TO XM TETVYEL.

‘Exo xdoet to evoaQEpov Hov yuor QAL YOUTL 1 Y10 GAAES YOYXUYOYIKEG OPACTNPLOTNTES TOV

amoAduPova oAl AGY® TV SOSIKTVOK®VY TOLXVIOIDV.
[Topd o Kovevikd Kot yoyoroykd tpoPAnparta, cuvexilo va mailm dadikTvakd motyvidln 6

vrepPoikd Paduod.

Exyo met yépota otny okoyéveld Lo, 6to Bepamevt 1 6€ AAAa dropa yio to xpdvo mov 000w

OTNV EVOCYOANOT| LLE TO OLOSIKTLOKA TToLyviolo

[Moilo dradtkTvakd oy vidla yio vor amo LakphHvem 1 Yo VoL amoeyy® apvnTikd cuvoicHnpato

Exw 0écel oe kivouvo N €xm YACEL ONUAVTIKES EVKOUPIEG OTIS TPOCWOTIKEG GYEGELS, GTNV

gpyacio, oV ekmaidevomn 1 oty KopEpo Hov AOY® TG LVIEPPBOMKNG EVOGYOANONG LE TO

dradctvaxod moyviot (Jo et al., 2018).
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H Game Addiction Scale (GAS)
H Game Addiction Scale avantoydnke and tov Lemmens kot Tovg GUVEPYATES TOV TO
2009 kot TepiapPavel 21 epotpata, Tpio EPOTAUATO Y0 TIS EXTA AKOAOVOES S1GTACELS: TNV
avadeien 1 e&éyov yapaxmpiotikod (Salience), Ty avoyn, tnv akiayn d1dbeong, TV vIOTPOTNH,
™V amdcvpor, TN cOYKpovon kat To TpoPAnuata. Ot katnyopiec amndkpiong ommv Game
Addiction Scale xvpaivovtar amd 1 (mo1€) émg 10 5 (TOAD Guyva). Ot p®TACELG TG Eival Ot
aKOAovOeg mpv amd TG omoieg mponyeital M PPACT «TOGO GLYVA KOTA TN OIUPKED TV

terevtaiov €61 unvov...» (Lemmens et al., 2009).

Avaoeitn

1. Zxéptnrec va maielg Eva mayviolr OAn pépa;

2. E6oeyeg moAD elevBepo ypdvo ota moryviow,

3. Eviwoeg ebopévog-n og éva mayvioy,

Avoyn

4."Enonéec meptocdtepo amd 660 GKOTEVEG;

5. Z200eyec oAoéva Kot ovEAVOLEVO YpOVO GTO oy vid

6. Agv UOPEGES VO GTOUATNOELS OO T GTLYUN TOL APYLOES TO TTALYVioL,
Aldayn owa0eong

7. Emon&eg mayviow yio va Eexacelc v Tpoypotikn Con;

8. 'Exeic maier moyvidwn yuo vo amedevBepwbeig amd to dyyoc;

9. Eyeic mai&etl moryvidta yio vo VIMoELg KaAVTEPQL,

Yrotpomn

10. Eiyec advvapio va HeudGELS TO ¥pOVO TOV Tty vidloh Gov;

11. "Exovv ot dAror ywpic emtuyio TPoomodNCEL VoL LELOCOVY TN XPNON TOV
TOLYVIOLDV GOV;

12."Exe1c anotdyel 0tav Tpoondinces va LELOGELS TO YPOVO TOL oLy VIdov;
Amléovpon

13."Exe1c viooet doynua 6tav dev pmdpeces va ToiEELs;

14."Exe1c ekvevprotet Otov 0ev pmdpeces va TaiEelc;

15."Exetc ayywBet 6tav dev pmdpeceg va ToiEelc;

2VyKpovon
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16. Eiyec ouykpovoelg pe ALoVG (). LE TNV OIKOYEVELD, LE TOVG PIAOVG) GYETIKA

LE TO YpOVO OV E0SEVELS GTOL Lo VIO

17. "Exeic mapapeAncels GAAOVS (T.y. TNV 01KOYEVEL, TOVG GiIAovg) Yol Emonleg

oy viow,;

18. "Exeic met yépata yio 1o ypdvo mov E00EVEL 0Ta ToyVidt,;

Mpofporta

19. ’Exel TpokoAECEL 0 ¥pOVOG TOV TOLYVIOIOV GOV GTEPTOT] VTVOUG;

20. 'Eyxeig mapaperoel GAAEG OCNUOVTIKES OpacTnPLOTNTEG (T.Y. TO GYOoAgio, TN

dOVAEL, TOL OTOP) Y10 VO TOHEELS TTayviowL;

21."Eyeig vimoet aoynua apov émaiéeg yio moid opa;(Lemmensetal., 2009).

H Game Addiction Scale (GAS) short version

H ovvtoun exdoyn (short version) tng Game Addiction Scale mov mpayuatonomOnke

and tov Lemmens kot tovg suvepydteg tov (2009) ypnoyonoteitar Guyva yio tTnv HETPNON NG

e&aptnong amo to moyvidw oe pnPovg (Bonnaire & , Baptista, 2019). O1 duvatéc amokpicelg

otV kMpoka etvar ot €€ng: (1) moté, (2) ondvia, (3) kdmoleg popés, (4) cuyvd, (5) moAD cuyva

(Lemmens et al., 2009). Onwg cvvictatat amd Tovg dnpovpyodS ¢ KAIpaKag 6tay 10 oKop

o€ 1é00epa epOTNUATO Eivol LVYNAGTEPO omtd 2 (ONAadN O€ TEGGEPA EPOTNUATO OIVETOL ™)

OTAVTINGCT «KATOEC (QOPESH, «OLYVA» M «ITOAD GLYVA»), TOTE aLTO deglyvel v Vmapén

TPOPANUATIKNG ¥pHoNG Tev Brvteomayvididv. Avth 1 oplakr T (cut-off point) coppadiler

Kot 0,71 epapudletar oto DSM-1V (Bonnaire & Baptista, 2019). Ot epmthioelg g KAMpoKog

elvat o1 akOAovOeg enTdL:

1.

R T
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2KEPTNKEG VO TaUEEIS Eva oy vidl OAN pépas;

HOdeyeg 0A0Eva Kol AEAVOLEVO YPOVO GTA oL VIO,

"Enonéeg mayvidwa yuo va Eeydoelg v mpaypatikn {omn;
"Exovv o1 Aot ympic emtuyio mpocmafnoel va LEWOGOVY TN XPTOT| TOV TOLYVIOIDY GOV;
"Exeig vidoetl doympa dtav dev pmdpeces vo TaiEetg;

"Exerg mapapeinost GAheg onuavtikés Opactplotnteg (m.y. To0 oyoAeio, T dovAELd, Ta

oTop) Yo va TaiEels moyvioa,;
Efyeg ovykpoboeig pe GAAOVG (.. e TNV OKOYEVELD, LE TOVG PIAOVG) GYETIKA e TO

pOvo mov Eodevelg ota moryvidw; (Lemmens et al., 2009).



ToTen-ltem Internet Gaming Disorder Test (IGDT-10)

To IGDT-10 a&ohoyel v e&dptnon amd ta dodiktvakd woyvidlo. Amoteleitot amod
10 epompoTa TOL CLUTEPIAOUPBAVOLY T EVVEX dYVAOCTIKG KPITipla TG eEAPTNONG Ao TaL
dradktvakd moyvidia Bacel tov DSM-5. Ta gvvéa kpitiplo tov DSM-5 droetnpnOnkov aiid
AOY® TG TOALVTAOKOTNTOG TOV EVOTOV KPLTNPIOV TO GUYKEKPIUEVO KPITNPLO YOPIGTNKE GE OVO
Koupatio, cbpemve pe T vrodeifelc g Kirdly kot tov ocvvepyatdv g (2017). Ot
epotBévtec anavtovv oto IGDT-10 pe t1g €€ng amokpioeis: 0= «motéy, 1= «Kdmoleg PopEcy,
2= «ovyvay. Qot6c0, AOY® TEPAITEP® avdAvong, ot Babpoloyieg KmSKOTOOVVTOL LE TETOL0
TPOTO (OOTE v Holdlovv oV dtyoTopiky dopn Tev kpurnpiov tov DSM-5. Anladn ot
OTTOVTNOELS «TTOTEM KOl «KATO1ES POPECH otV Kodwkomoinon Paduoroyovvion pe 0 eved 1o
«ovyvay Baduoroyeitan pe 1. Katd cvvéneia, m cvvolikt| Babporoyio kopaivetal omd 0 mg
9. H Babuoroyia 5 M mapamdve detyvel mv dmopén e£apmong amd to SdIKkTLOKE Tatyviolo
(Kirély et al., 2019).

I[Mpwv amd T gpwtoelc g KAlpokag IGDT-10 avagépeton M €N dwtdTmON
«ITapoakar®, vrodelEe oty KApaKa...c€ To1o Padud kot 1660 cuyva 01 TAPUKAT® INADGELS
epapuoloviar oe cévaTOYX TEAEYTAIOYZX 12 MHNEZXy. Ot epotoeig eivat o1 akOAov0eC:

1. Otav dev mailelg, md60 cvyva eavtdlecol To moryvidln, CKEPTEGUL TIG TPOTYOVUEVES
QOpEC OV EMaEEC /KO TEPIUEVELS TO EMOUEVO TTOYVIOL,

2. TI6c0 cvyva ocbavesar aviovyog-1, evePEBIoTOC-N, ayy®UEVOS-I /Ko OAupéEvVoc-n
otav dev pmopeic va mai&elg  6tov Emauéec Ayodtepo amd 10 GuVNOIGUEVO;

3. Méoa otovg mponyovuevoug 12 puniveg, acBdvonkeg moté v avdykn va moigelg mo
ovyvl M €mangeg yioo LEYOAVTEPO YPOVIKO OACTNUA, YO VO VIOCELS OTL £YElC mai&et
opKETA;

4. Méoa 6toug mponyovevovg 12 punveg, tpoomddnoeg kdmote ywpig emruyio vo LEIMGELS
10 YPOVO OV TEPVAG GTOL O VIO

5. Méoa otovg mponyoduevoug 12 pnveg, €rmonéeg kdmola otiyur moryviow avti vo
GUVOVTNGELS TOVG GIAOVG GOV 1| avTi vo. GLUUETEXELS 6 YOUTL Tov cuvnilav va e
EVYOPLOTOVV;

6. "Eyeig maifel moté modd mop’ dAEG TIC apvnTIKEG GUVETELEG (Y10 TapAdELY L TAPOAO TTOV
€xaceg VIVO, TOPOAO OV dev UTOPEGES VAL T TOS KOAQ GTO GYOAEI0 1| GTNV OOVAELE,
TapOLO OV €lyeG SPOVIES e TNV OWKOYEVELD 1] TOVG OIAOVG GOV 1)/KOL TAPOAO TTOL

TOPOUEANCES CNUOVTIKG KaOKovTa);
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7.

8.

9.

"Exelg mpoomadnoel va unyv a@noelg TV 0KoyEVEL, TOVS GIAOVG 1 GAAG oNUOVTIKA

dropa va pdbovv 0G0 TOAD EmauEeg N €XE1S TEL YEUATO, OE ALTOVG GE GYE0T UE TO

oy viow,

"Eyelg mai&etl (mayyviow) yo vor avakoveicelg pio apvntikny o1dbeon (yio mapddetypo

mv afonbnoia, v evoyn 1 to dyyoq);

"Exeig kivduvevoel va yAcelg 1 £XELG YAOEL U0 CNUOVTIKY GYECT AOY® TOVL oy VIoov;

10. Méoa otovg mponyovuevovg 12 unveg, £€xelg S10KvoLVEDGEL TO GYOAEl0 GOV 1 TNV

gpyoaotakn anddoon cov Loym tov mayvidov; (Kirdly et al., 2019).

To Problematic Online Gaming Questionnaire (POGQ)

To POGQ s&ivor pwa kAipoka 18 epotnudtov mov aloAroyel 10 mpofAnuotikd

SLdIKTLOKO TOYVIOL TOL £)el O1EEL KOAEG YLYOUETPIKES 1010TNTEG TOCO € delypaTa eVnAikwv

600 kot epnPwv. H xMpoxo amotedeitor and toug akdoiovbovg 6 mapdyovtes: TV KOW®VIKN

OTOLOVMOT), TIG OUTPOCOTIKES OLOUAYES, TNV VIEPPOAKT XPNON, TNV TOGLPCT, TNV ERPOOIoN

Kot TNV vaepPorikny evacyoinon. Ot epmtnévieg anavtovv o o SPaduo kiipoka Likert

omov 1= «oté» ko 5= «mavron. Oco mo vyniéc sivan ot Pabuoroyieg otnv KAipoka 1060

ueyaAHTepPOC eivor o Kivouvog TpofAnuatikon dradiktvakov mayvidov (Kiraly et al., 2019). Ta

epotmuata e POGQ eivar ta akdAovOa:

1.

© o N o
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Otav dev mailelg moyvidla, mOco cuyva oképteTal (To va Toilelg) Eva mayviot 1 (mdéco
ovyvh) oKEPTESOL TO TAOC O Tay vor Emonleg exeivn Tn oTLyun;

[1660 cvyvd mailelg TeplocOTEPO OO VTO TTOV EIYEC TPOYPOUULOTIOEL,

[I66o ovyvd aioBdvesor (katd)OAppévog-n M evepébiotoc-n O6tav dev mailelg
cvvalcOnuata mov e€apaviCovror Otav apyilels vo mailelc (LOVo Yo va £0pavicTOVV
avtd ta cvvocHuata dtav apyicelg va mailelg);

[T6co cvyva aicBdvecor 01t Ba Tpémel vor PEIOOELS TO YPOVO TOV APIEPDVELS GTO
oy vio;

[1660 cvyva o1 dvBpwmot YOp® cov mapamoviovvton 6Tt Tailelg (SradkTvaKd oy viot)
népa. TOAV;

[T6c0 cuyvd anotvyydvelg va cuvavtinoelg Eva eilo yoti Tailels;

[T6c0 cuyvd ovelpomodeis (ovelpevesl) Yo To oy vidwa,

[T6c0 cuyvd yavelg v aicOnon tov ypoévov otav Toilels;

[T6c0 cuyvd yiveoar evepéfioToc-1, AVICLYXOC-N N AYXOUEVOS-T OTAV OEV UTOPEIS Vol

naigelc mayvidla yo 660 Ba 0eleG;



10. [Té6c0 ovyvd mpoomabeig ywpic emrvyion Vo PEIDGELS TO XPOVO TOV OPLEPAOVELS GTO.
oy viow,;

11. TT6c0 cuyva koPyadilelg pe Tovg Yoveic 6oV N TOV-TNV GUVTIPOPSO Gov e&artiog TV
TOLYVIOUDV;

12. 1660 ovyvd mapapereic dAhec Spactnpiotnreg yiati Oa tpotiovoeg va mailels;

13. 660 ovyvd asBavesal 0Tl 0 ¥pOVOg GTaUATd OTAV TOILELS;

14. TI660 cvyva yivesar aviovXoc-N 1 eVEPEBIETOC-N av dev pmopels va TaiEelg yuo Alyeg
HEPEC;

15. T16c0 cuyva acBavesat 6T To Ty vidl Gov onpovpyet TpofAquata otn {on cov;

16. 1660 ovyvd emdéyeic va mailelg avti vo Pyaivelg éEm pe kdmoov;

17. T16c0 cuyva gicatl TOGO TPOCNAMUEVOG-T GTO Ty VidL TOL EEXVAG VOl QOG;

18. [T6c0 cuyva exvevpiletar | ovyydleoar dtav dev pumnopeic va maieig; (Demetrovics et
al., 2012).

EIAIKO MEPOX
Ewcayomyn-Xkonog
Aoyucn} Aeayoyng ™ [opovooug Xvotnuatikig AvoocKonnong

H evaoyoinon tov véov kuplog atdpmv HE To OOOTKTLOKA KOl U1 S1odTIKTLOKA
mayviow, kabmg kol o kivovvog eGpTnNong tovg amd avtd ival, OTMS TpoavaPEPONKe, Hio
npaypoatikotnta. Mo 10 AOyo oavtd, Kpivetor ovop@opfimntny 1 ONUOVTIKOTNTO TNG
avayvopiong tov ototyeimv mov kabopilovv tn cuykekpiévn eEdptnon, aALd Kot 1 avamtuén
YOYOUETPIK®OV gpyaieiowv mov v petpovv. H mapovca epyacio, m omoia amoterel o
GUGTNUOTIKY OVOGKOTNGT TOV EPOTNUATOAOYI®MV OV ATOTLTOVOLV TNV €£Aptnon amd To
SwdKTVaKG Toryvidw, UTopel VO GLVEICPEPEL ONUOVTIKEG TANPOEOPIiES Yoo TOV TPOMO
pétpnong g eEptnong and ovtd, 6€ EPELVNTEG, OAAGL KOL GE EMGTILOVEG TOV KAAO®V NG
Yyouyoloyiag, TNG YUYLTPIKTG Kol GAAMY GLVAPADV KAAS®V.

[T cvykekpéva, LEGH TNG TAPOVGUS OVUGKOTNONG Ol EMGTHHOVESG B0l LTOPEGOLY Vi
OTOKTIIOOVV U10L O OAOKANPOUEVT] €KOVO Y10 TO EPMTNUATOAOYIO IOV a&lOAOYOVV TNV
e&apnomn amd o S1dIKTLOKE oL Vo, Kabmg Kot yia Tig W0t Tég Tove. H e€okeimon pe ta
EPOTNUATOAOYIO. KOl 1) YVOON Y10 OVTO UTOPEl VO KIVIITOTOWCEL TO EVOLLPEPOV Y10l TNV
TEPALTEP® JEEAYMYN EPEVVAV GTO GUYKEKPIUEVO OVTIKEIUEVO, Yot TNV OVATTLEN OKOUN TTO

afomotov  gpyolelov  pETPNONG M Y. TNV TOMTIGUIKY] TPOGOPUOYN  VTAPYOVIWOV
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gpotuatoroyiov my. omv EAAGSa. Ze xkdbe mepimtwon, n afoddynon g vmapéng
e€apnong amd ta SodIKTLAKA Toyvidl uropel GLVOKOAOVOW®S VO 03N YNGEL GTNV aVATTLEN

KoAOTEPWV BepamevTiK®V TopepPacemy.

Yxkomoi Areaymyng g Ilapovcag Avaockénnong
[Ma mv avedpeon epoTUATOAOYI®V TOV VO OTOTLTOVOLV TNV €EAPTNON Omd TO
dradkTvakd Toyvidla, avackomnOnkav Epevveg oto PubMed, pe avtictoyn Oepatoroyio. Ot
Baocukol okomol TG TapoVGOS OVUGKOTNONG CKLOYPAPOVVTOL GTATOPOUKAT® EPWTILATOL
1. Tl6oeg épevveg meplhapPfdvouy epOTNUOTOAOYIO. ATOTUTMOONG TG ££APTNONG
amd T S1OIKTLAKA oy vidw,
2. Mg mow epotnpatoAdylo petpatar 1 €EApTNomn amd T SIdIKTLOKA oy Vi,
3. Tlow glvar Ta YopaKTNPIGTIKA TOV OEIYLOTOG TMV ONUOGIEVUEVOV EPEVVDV TOV
YPNOOTOOVY EPMTNUATOAIYIO VIO TNV OMOTOIMGY] NG £EAPTNONG OO TO
SLOOIKTLOKE TTOLY VIO
4. Tlow elvar to YOPOKTNPIOTIKE TOV EPOTNUATOAOYI®V ATOTOTOONG TNG
eEdptnong omd o SLSIKTLOKE oY Viot,;
5. Xg TOolEC YDOPEG TOPATNPOVVTOL UEYOUAVTEPA TOGOOTH €EAPTNONG OO TA
SLOOIKTLOKE TTOLY VIOl
6. Ilow givar 10 TOGOGTO TOV SYOTOUNUEVOV OMOVTICEDV KOl TO10 TO TOCOGTO
TOV  OTOVINCE®V  TMOANTADV  EMAOYMOV  OTO  EPOTNUOTOAIYIL  TOV
OVOCKOTNUEV®V LEAETMV;,
7. Xe mooec LeEAETEG 0 aplOUOG EPOTNUATOV GTO EPOTNHATOAOY10 EAPTNONG OO

Ta OIOIKTVOKA 7Oy vidlo NTav etvar HeyahdTEPOC TV EXTA EPOTNUATOV;

Yiko kor M£0odog
To Kprriipuwe Emioyic tov Mehetov (Eligibility Criteria)

Ta kpunpa emhoyng (eligibility criteria) tov peletdv frav 6V0: 1 cvumepilnym
UEAETMOV YPOUUEVOV HOVO OTNV OyYAKN YAMGGO KOt 1 GULUTEPIANYT UEAETOV TOL
neplapfoavay epotnratoAdyla a&loldynong g eE4pTong amd d1dKTLOKE oy vidla, Kol G
KOmotleg mepmtdoelg ko un dwadiktvokd (online kou offline) mayvidwe. Me avti ™ Aoy,
OTOKAEIGTNKOV OO T1 CLUGTNUOTIKY AVAGKOTNGN 01 peAéteg Tov Paciloviav e GuVEVTEDEELS
(interviews), ot pelétec mepintoong (case studies), ot peléteg mov dev HTaV TNV AYYAIKT
YADOOW, 01 LEAETEG IOV OeV TEPIAGpPovay epOTHOTOAdYIL a&loAdynons TS eEaptnong amod

drdkTvakd moyvidw, ot HEAETEC OTIG Omoieg OeV NTOV GOENG O TPOTOG UETPNONG TNG
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e€apnong omd T SOIKTLOKE ALY Viol 1 TO EPOTNUATOAOYIO €£APTNONG OO SLUSTKTVLOKE,
oy Vidlo Kot 01 GLOTNHOTIKEG avackomnoels. Emmpdcbeta, emAéyOnkav tpelg peréteg Héow

™mc dadkaciog «snowball».

Minpogopraxéc Inyég
H mopodoa cuotnuatikn avackOmnon Tpoylatomodnke cOUP®VO LE TIG 0ONYIES Vi
Yvompoatikég Avoackomnoels kou Meta-Avoilvoelg PRISMA (Preferred Reporting Items for
Systematic Reviews and Meta-analyses). Ot eligible peléteg avalntinkav oto PubMed. H
avalton Tov HEAETOV 0AoKANPp®OONKe Tov ZentéuPpro Tov 2019. H avalnitnon tov peretomv

uéow g dwdkaciog «snowball» Tpaypatomombnke tov Mdptio tov 2020.

Avalnitnon MeleTtdv
O aAyopiBuoc avalnmong peretdv nrtov o axdiovboc: (“internet addiction” OR
"internet addicted” OR "internet addictive™ OR "cyberaddiction” OR"cyber-addiction” OR

"technology addiction” OR "technological addiction”™ OR "digital addiction” OR “e-
addictology” OR “internet-communication disorder” OR "internet overuse"OR “internet
dependence™ OR "online addiction™ OR "online addictive” OR "compulsive internet” OR
"problematic internet” OR "dysfunctional internet” OR “internet-related problems”™ OR
"pathological internet” OR "maladaptive internet” OR “internet abuse”™ OR "internet-use
disorder"” OR "internet excessive use"™ OR "excessive internet use” OR “internet search
dependence”™ OR "smartphone addiction” OR "smartphone dependence” OR smartphone
overuse” OR "smartphone problem use™ OR "excessive smartphone use” OR"problematic
smartphone use” OR "mobile phone addiction™ OR "mobile phone dependence” OR "mobile
phone abuse” OR "mobile phone overuse” OR "excessive smartphone use™ OR "mobile phone
problem use” OR "problematic mobile phone use™ OR "cell phone addiction” OR "cell phone
dependence™ OR "cell phone abuse™ OR "cell phone overuse™ OR "problematic cell phone use™
OR "problematic social media use" OR "problematic social network™ OR "instagram addiction™
OR "facebook addiction” OR "WeChat addiction” OR "problematic facebook use" OR "social
networking addiction™ OR "social networking activity intensity” OR "social networking sites
addiction" OR "heavy social networking™ OR "excessive social networks use" OR "social
media addiction” OR "cyberloafing” OR "online gaming” OR "online video games" OR
"Internet gaming™ OR "internet games" OR "gaming addiction” OR "game addiction” OR

"gaming disorder" OR "video gaming-related problems” OR "pathological video game" OR
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"pathological computer game"” OR "maladaptive online gaming” OR "video game addiction
OR "problematic computer game” OR "problematic online video gaming” OR "problematic
gaming"” OR "problematic online video game™ OR "smartphone gaming" OR "heavy gaming"
OR "massively multiplayer" OR "online gambling” OR "internet gambling” OR "gambling
online” OR "online gamblers” OR "pathological buying online” OR "pathological online
buying" OR "online compulsive buying” OR "problematic online shopping™” OR "problematic
shopping online™ OR “problematic internet shopping™ OR "online shopping addiction” OR
"internet shopping disorder” OR "problematic sexual internet” OR "internet pornography” OR
"online pornography” OR "cybersex addiction™ OR "problematic cybersex™ OR “cyber-sex
addiction"OR "online sex addiction™ OR "online cyberpornography”) AND (questionnaire OR
questionnaires OR tool OR tools).

Emoyn Meretov
H emoyn peretov mpoypotomomdnke oamd ovo petoamtvylokeés gortrrpieg (Tiyka
Ayyehikn kot KoAvBa Mapia) o1 omoieg kot fafuordynoay tny mo1dtnTo Toug. LTV mEPinTtmon

dlpoviag, M TEMKY ard@acn AeONKe Katdmy GUUEOVIOG.

Awdkaoio Xviroyic Agdopuévmv
H dwdkacio cuAloyng dedopuévov Tpaypatomodnke HEGm TG PN oNg VOGS apyeiov
excel.
Agdopéva
O TAnpogopiec mov aviAnOnkay amd Kabe peAét (€pocov Mo S1oBEGIUES) NTaV OL
aKOAoLOECS:
1. O apBuodc PMID (PubMed identifier n PubMed unique identifier).
2. To érog onpocigvong kot 0/ cuyypaPEac/ot GUYYPAPELS.
3. H yopa mpoéievong.
4. H ylooca 10V gpoUoToA0YiOL 0amoTOI®ONG TG €&dptnong amd To
Srad K TVaKATOY VIO,
5. H ypovwn mepiodoc kabe perénc.
6. O oyedopog perétng.
7. To péyebog tov detyparog.
8. To m0c0cTd TV AVOPOY GUUUETEXOVTOV.
9. H péon nikio TV GUUUETEYOVTOV.

10. To NAMK1OKO QUG TOV GUUUETEYOVIMV.
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11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

21.
22.

23.

24,

25

26.
217.

28.

To mhaicio g kabe perétng (m.y. college-based, university-based, population-
based).

H 1510mta TV GUUUETEXOVI®V (T.). TUIKTEG TOLYVIOIDV).

O tpdTOg YopNyNong tov epmtnuotoroyiov (m.y. self-administered, online).

O opopdg ™ suVONKNG TG €EAPTNONG OO TO JLUSTKTVOKE TOLYVIOLOL.

To 1060016 ¢ eEAPTNONS 0md T S1OSIKTLOKA TTaLYVIOLAL.

To 6vopa Tov gpmTnuaToroyiov e&dptnong amd Ta S1USIKTLOKA oLy VIdLa.

O oplBudc 1OV EPONUATOV TOV EPOTNUOTOAOYIOVL €EGpTNONG Oamd TO
SLOOIKTLOKE TTOLY VIO,

H wMpoxo amdkpiong 610 epOTNUATOAOYI0 ££APTNONG OO TO OLOOTKTLOKA
oy vio.

To av 10 epOTUATOAOYI0 amoTehoVoE aWBEVTIKO epyaieio, HeETAPPOCT €VOG
avOeVTIKOV £PYAAEIOV 1) TOMTICUIKT] TPOCAPLLOY.

H meprypaen g moMTIGUIKNAG TPOCAPHOYNS TOV EPYOAEIOD (OTIC TEPIMTMOELS
TOL VPIGTAVTO).

Ta KOpla evprpaTe TNG LEAETNC.

O 0pBudg TV VITO-KAUAK®OV TOV gpOTNUOTOAOYIOVL €£dpTnonG oamd Ta
SLOOIKTLOKE TTOLY VIO,

H xozaypoen tov Cronbach alpha xatd vro-khipaka 1 o Cronbach alpha 6ing
™G KMpoKaG.

H dmapén N oy Test-retest, 0 puéyebog tov detypotog v to Test-retest, to
YPOVIKO dtdotnua peta&y tov Test Kot Tov retest Kot To oTaTIoTIKG dEd0UEVOL

oyetikd pe to Test-retest.

. H dmoapén M 0t mopayovtikng avaivong, o apBuoc twv mapoyoviov, To

OVOLLOTO TV TOPAYOVI®V, O APBOS TV EPOTNUATOV 6€ KAOe Tapdyovta Kot
T0 TOGOGTO OKVUOVONG 7OV EPUNVEVETOL OO TOV TOPAYOVIO HE TNV
YopnAOTEPN EMidpao).

H dnioon gykvpdmrag Kabe peAétng.

H dmapén 1 61 eyxupdttog andkAiong, To epyareio TOLv YPMGILOTOWONKE Yo
™V a&oAdynon g eYKLpOTNTOS OTOKAIONG KOl TO EVPNLLOTH CGYETIKA LE TNV
£YKVPOTNTO OTOKAIOTG.

H vmopén 1 6yt eykopdTTOS GVYKAMONG, TO EPpYOAED TOL YPNGILOTOMONKE Yo
NV a&loAdynon g YKVpOTNTOS GUYKAIONG Kol TO. EVPNUOTO CYETIKA LE TNV
EYKVPOTNTO GVYKAONG.



29. H vdmopén M Oyt eykupdmtog mpdyvmons/cuvipéyovcsos €ykvupodTnTos, TO
gpyorelo mov ypnowomombnke vy Vv aflohdynon g £YKLPOTNTOG
TPOYVOONC/CUVIPEXOVCAG EYKLPOTNTOG KOL TO EVPNUOTO GYETIKO HE TNV
EYKVPOTNTOG TPOYVMONG/GUVTPEXOVGOG EYKLPOTNTOG.

30. Ta kpiowa onueio KGOe peAETNG.

O Kivovvog [Ipokataiyeov g kG0e Merétn kon o ‘Oheg Tig MeréTeg
2N GLYKEKPUEVT avaoKOTnomn d0gv mpoaypotomomdnke agloAdynon tov KvdHvov
TPOKATOANYEMV KAOE HEAETNG 1) € OAES TIG LEAETES, KADMG OEV TPOEKLYOV GLUUTEPAGLOLTO TTOV

va emnpedlovtol amd ovTéC TIC 0EI0AOYNCELS.

Yvovontikég MeTpnoeig
211 CLYKEKPEVT OVOCKOTN G OEV TPAYUATOTOMONKE KATO10 AAAT GUVOTTIKT LETPNON TTaPA

uovo M ABpo1om OAWMV TOV VITOKEUEVOV GTIG VIO OVOCGKOTNOT) LEAETEC.

Amoteréopota
Emoyn Meretov

YuvoAlika 158 pelétec, ot omoieg mepAduPavay pOTNUOTOAOYIO OTOTOTMOONG TNG
e€dptnong amd to SOIKTLOK(A TOLYVIO, GUUTEPIANPONGAY GTNV TAPOVCH, VOGKOTNON, €K
Tov omoimv ot tpelg aviAndnkav pe tn pébodo snowball (wivakog 1). H avalftmon oto
PubMed, péom tov olyopibuov, émwg eaivetor ko oto flow diagram (oynupo 1), mapeiye
ovvolkd 1860 perétec. Ov pEAETEC MOV TPOEKLYAV OVOPEPOVTAV KOL GE GAAOV €l00VG
e€apmoels, Onwg otnv eEdpnon amd 1o ddikTvo, otV ££APTNON AO TO HEGH KOWVOVIKNG
diktomong, oty e€aptnomn oo tov tLoyo, otny e€dptnon amd ta Smartphone, oty e€dptnon
and Vv mopvoypaeio kot oty e&dptnon and Tig ayopéc. Amod avtéc, katarinieg (eligible)
kpiOnkav ot 942, and T omoieg ot 206 peiéteg avagépoviav otnv eEdpmmon amd To
drdktTvakd moryviota. AmoppipOnkav,Aomdv,:

o 54 pelétec MOV NTOV AVOGKOMNGCELG 1] LETO-OVOAVGELS,

o 717 peléteg mov ftav un oyetikég (irrelevant),
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91 peréreg mov dev NTOV 6TV AYYAIKN YA®GGA,

42 perétec AOy® Tov OTL 1| S1OIKTLOKT eEApTNom dev PacilOTav GE EPOTNUOTOAOYI,
17 peréteg Aoy tov 6Tt dev Ppébnkav 1 dev dvoryav,

7 ueAétec mov NTav case reports (peréteg mepintwong),

9 nelétec mov Pacilovtav g cLUVEVTELEELCS,

1 pehétn mov agopovce oto. gambling games,

27 ueAéteg mov dev elyav ep@TNUOTOAOYL0 EGPTNONG Omd T S1SIKTLAKE O vidwa,

2 peléteg otig omoieg 1 a&loAdynon g e€pTong and o S1dIKTLOKA oy vidla £ytve
amo ta dwyvootika kpreipo, (DCIA-C),

2 pelétec otig omoieg dev Mrav EekdBapog o TpodTOG PETpnong g e&aptnong anod tao
oy vio.

[T ovykexkpyéva, omd T 206 HEAETEG TOL OVOPEPOVTAV GE EPOTNLATOAOYIO

OTOTOTIMONG TNG ££APTNONG Ao Ta dLadIKTLOKE TTayvidw amoppipOnkav 51 pedéteg yuo Tovg

akoAovBovg Loyoug (IMivaxag 2):

27 ueAéteg O10TL 0eVv elyav EpOTNUATOAOY10 EAPTNONG A0 TO O1AOTKTVOKA oY VidLa,
2 pueAéteg otic omoiec N a&loAoynon g e£ApTNONG Ao To S1OOKTLOKA ToyVioa £Yve
amd ta dyvootika kprripro, (DCIA-C),

2 peAéteg otig omoieg dev Ntav EekdBapog o TpOTOC pETpNong ¢ e€apnong amod o
Ty vio,

1 pehét i apopovoe ota gambling games,

1 perétn yloti IOV GUGTNUOTIKY AVOGKOTNOT),

2 pueAéteg yuori oev avoryav,

1 perétn ywti o€ Bpédnke,

9 neiéteg vt meprirappovay cuvevtevEeig,

1 perétn ywri nrav oty Feppavikny yAoooa,

2 peréteg ywri nTav oty oAl yAdooa,

3 peréreg ywori rav case reports.

XapaktnproTikd Tov Avacskonnpéivov Merétmv

Ta KOpLo YoPAKTNPIOTIKE TOV OVOCKOTNUEVOV LEAETMV TOPOVGIALOVTOL GTOV TIVOKOL

3. Qg mpog ™ yopa deEaymyng Tovg (oynpa 2):
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13 peléreg deEnydnoav o TePIGGOTEPES OO L0l YDPES

6 peléteg oe&nydnoav otnv Avetpoirios
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8 neléteg dev avépepav EexdBapa T yoOpa deaywyns Toug

3 neléteg de&nydnoav oto Bédylo-

3 nekéteg de&nydnoav otov Kovadd:

16 peléteg d1e&nydnoav oty Kiva:

4 peréreg oeénydnoav o IN'oArio-

6 perérec oeénydnoav ot I'eppoavios

5 neréteg de&nydnoav otnv Ovyyapio
4 peréteg oeénydnoav oy Itaiio

25 neAéreg de&nydnoav oty Kopéa-

2 peréreg oeénydnoav oto Aipavo:

10 peréteg deEnydnoav otnv OAdavdio
5 neréteg deEnydnoav otnv Noppnyio:
3 nerérec oeénydnoav omv EAPetia

3 neAéreg de&nydnoav oty Zrykoamovpn
2 perétecoeEnydnoav oty IoAwvia
8ueréteg oeénydnoav oy lonavia’

3 uerérec oeénydnoav oy ToPdv:

3 nerérec oeénybnoav oy Tovpkia

3 uerérec deénydnoav oto Hvopévo Baciielo:
10 peréteg oreEnydnoav otig HITA-

1 peAétn deEnydn ot Zowndia

1 peAétn de&nydn ot Bpalnia

1 perétn de&nydn oty Kpoartia:

1 perétn deEnydn ot Aavio

2 peréteg oeEnydnoav oty Taikavon:
1 perén de&nydn oto Bietvap:

1 perétn de&nydn o davoio

1 perétn delnydn oy Ivéovneiar

1 perétn delnydn oto Iopoanhs

1 perétn denydn oy Ioproyario-

1 pehétn de&nyon oty Zaovdwkn Apafio
1 pehétn o1e&nydn oy Togyia.



AvaQopikd He TO TAQIGIO TV OVOGKOTNUEVOV HEAETOV — OOV ot Opot population-
based, university-based, college-based, web-based, school-based «ot hospital-based
kabopilovv and moH aviinoe to deiyua tn 1 kaOe perétn -, ot 71 frav population-based, ot 39
frav school-based, ot 14 ftav university based, ot 11 rjrav hospital-based, o1 6 tav hospital &
population based, o1 8 itav population & university-based, n pia jtav college-based, tpeig rov
population & school-based, pia ftov hospital & school-based, pio ntav hospital & university-
based, wo Mrav population, pediatrics clinic & medical center-based, po ftav school &
university-based ka1 o jtav school- university & population-based.

Q¢ mPog T0 CYESWCUO TOV UEAETAOV, Ol TEAELTOUEC MTOV GTNV TAEWOVOTNTA TOLG
ovyypovikég (cross-sectional studies), (ovoiwkd 80 peréteg). Ymnpyav, emiong, Kot ot
akoAovBot TepopoTikoi oyedloopol:

e 1 pedétn acBevaov-paptopov (case-control study),

e 1 pedétn ovvoyng (coherence study),

e 19 ueiétec kooptg (cohort studies),

e 1 domoMtiopukn pedétn (cross-cultural study),

o 3 mepapotikéc peréteg (experimental studies),

o 3 digpeuvnrikég peléteg (explorative studies),

e 3 motikég ueAéteg (pilot studies),

o 2 gmdnuoroyikég uedéteg (epidemiological studies),

o 2 ueléteg mpoomtikng (prospective studies),

e 1 nui-mepapotikn perétn (quasi experimental study),

e 1 tuyaromomuévn ereyyduevn perétn napépPaong (randomized controlled intervention
study),

o 22 pueléteg emvpwong (validation studies) 1 peléteg avantuEng YUYOUETPIKOV
epyareiov (Scale Development studies),

e 1 nlextpovikn épevva (online survey)

o 20 peléteg otig omoieg 0 oYEOAGUOC Oev NTa EgkdBapog.

XapokTnproTika Xoppetéyovimv otic Avaokonnuéves Meléteg
Ta KOp1a xopaKTNPIGTIKA TOV OELYLOTOC TV AVACKOTNUEVOV LEAETOV TOPOLGLALOVTOL
otov mivaka 4. Ta dropa mov cvppeteiyav otig 158 avaokommuéveg pereteg frav 213.329. Qg
TPOC TO MOGOGTO TMOV OVOPMOV GLUUETEXOVIOV GTIS EPEVVEG, TapotnphOnkay ta e&ng: o 10

peAéteg dev Mrav Eekdbapo 10 MOGOGTO TV AVOP®OV GULUUETEXOVI®OV, o€ 23 HeAETEG OL
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CUUUETEYOVTEG NTOV LOVO AVOPES, 6€ 39 HedéTes TO TOGOGTO TV avOp®V NTaV KAtw amd 50%,
og 83 peréteg 10 TOGOGTO TV avOP®V Mty 160 1 Ave Tov 50%, dNAadn ot LGoi Kot TapoTave
ovppetéyovteg NTa dvopec. TéAog, Tpelg Epguvec TepAdpPovoy TOG0oTA GvopmV Kot Gvem Kot
Katw tov 50%, Ady®m ™G YmapEng VO JPOPETIKOV JEIYHATOV. Q¢ TPOG TNV NAIKI0 TV
CUUUETEYOVTI®V, 0€ 37 HEAETEG OEV aVOPEPETAL TO NAMKLOKO EVPOC TOL delyHatoc, o 39 puehéteg
10 deiypa ftav evilikeg, o€ 21 Ntav aviika dropa (kupimg Epnpot), 46 Epguveg meplapfovay
1060 OVIAIKOVG OGO Kol EVIAIKOVS GUUUETEXOVTEG Ko o€ 15 €pevveg To detypa tav péyxpt 18
etov. 'Evoeko perétec, poMorto, eiyov g detypo toug 1000 acbeveig pe eEdptnon and ta
mayviow 060 kol opdda EAEYYOV, dNANOT ATOp OV OV lyav TN cvykekpluévn e€aptnon

(control group).

Xapoktnprotikd Epotypotoroyiov otic Avaockonnuéves MeléTeg
A. H I'i®ooa kar 0 Tpomog Xopfynong tov Epotnpatoroyiov
210V Tivako 5 TEpypAQovVTOL TO KOPLOL YOPOKTPIGTIKE EPOTNUATOAOYI®V OTOTOTMONG

g €€Aptnong and Ta maryvioa, ONAadY| To OVOU, O TPOTOG XOPNYNONG, N KMULOKO aTOKPIoNg
Kol 0 aplBpog epotnudTov Kdbe epoTnUaTOA0YiOL, ava €pgvva. Q¢ TPOg TN YAOCCO TV
epOTNUOTOAOYIOV, GE 42 HEAETEC OEV avaPEPITAV 1] YADCGCO TOV EPMTNUATOAOYIOV Kal, Yo
avtd 10 AOY0, oTOoV Tivako 5 gite £xovv yivel vobioeig site avagépetar 1 évoeiEn NR (Not
Reported). Avoagopikd e Tig VIO OUTEG UEAETEC:

* 2 gpOTNUATOAOYI NTOV oTNV AyYAKn| kot ot oAl yAdooa:

e 2 gpOTNUATOAOYIO NTOV 6TV AYYAIKY| Kot otV lomavikn yAdcoo:

e 1 gpotuatordyo frov ot Bpalimdvikn yAoooo-

e 14 gpommpuatordyla qrav oty Kwvelikn yAodooo:

¢ 1 gpompartordyo frav oty Toéyikn yAocoo

e 6 gpotmpatordywn Nrav oto OAAavOKY YAOGGA!

o 22 gpOTNUOTOAOYIX NTAV GTNV AYYAIKY| YAOCOA

¢ 1 gpompatordyo frav otn Glavdkn yAdooo:

o 7 gpompatordyla nrov oty ['odiikn yAocca:

e 1 gpompatordyo firav otn Ioddkn ko ot Fepuavikn yhoooo

e 1 gpompatorodylo Nrav ot I'orhikn| ko otnv EARetikn yAwooa:

e 1 gpompatordyo frav oty Ayyhkn, oty Fodhikn kot oty [todkr| yAdooo:

o 7 gpompatordyontav ot ['eppovikn yAdooos
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1 gpomuatordyo pmopovoe vo yopnynOel eite oty I'eppavikn eite omv Todhkn
YAOoOoO

1 epompoatordyo frav otnv Ovyypikn, oty Ipavikr|, otnv AyyAkn, ot Foddikn, ot
NopBnywn oty Toéywn ko otnv [epovProvr| yaAvcooa:

1 epotpatordyo nrav oty Ivéovnolaxn yAwcoo:

4 gpompotordyla Nrav oty [toAikm yAdcoo:

20 gpotuatordyn oty Kopedrtikn yAwooao:

3 gpotuatoAdyla nTav otnv Noppnyum yAwcoo:

10 epotpatordyo NTav oty lotavikn yAdooo

2 gpompotordyla Nrav oy [HoAwvikn yAdcoa:

1 epompatordylo frav oty [Hoptroyalikn yAwcoa

1 epoTpaToAOY10 NTay 6T XOVNOIKT YAOGGH

1 epompatoroyo rav oy Tavioavokn yAoooo

1 gpopoatordyo Ntav oty Tarhavokn Kot otnv AyyAkn YA®ooo

3 gpotnuatoAdyla nTav otnv Tovpkikn yYA®ooo

éva epoTnUotoAdYo NTav oty Bietvapikn yAdcaoa.

Oocov apopd 6ToV TPOTO YOPNYNONS TOV EPOTNUATOAOYI®V:
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o€ 3ueAéteg dev NTav dvvatdv va kabopiotet 1 uEBodog pe v omoia yopnyndnkav, av
ONAadN YopnyNONKav SOOIKTLOKE 1) 0V CLUTANPOONKAV OO TOLG EPOTMOUEVOVG”

61 yopnynmOnkav otadtktvaxd (online):

85 cvumAnpodnkav and tovg epmtdpevoug (self-adimistered)-:

1 epoOTUOTOAOYI0 GUUAANPOONKE amd TOVG YOVEIG TV CLUUETEXOVTOV O10TL Ol
GUUUETEYOVTES NTOV TTOLOLA

1 epotnpatordylo xopnynOnke tmiepwvikd (phone-administered)-

1 eponpatordylo yopnyndnke amod évav edwo (clinician-administered)-

6 epomuaTolOYI. cvUTANPGONKaY and gpevvnTh pécw ocvvévtevéng (interviewer-

administered).



B. Z0ykpron 106067100 Aryotopnpuévev ATavVTGE®MV Kl
MococtovAnavriosmviloilanidv Emioyov ota Epotnpatoroyia tov
Avaokomnpévov Melet@v

[Mopdro mov ce mocoatd 6,9% mepimov TV PEAETOV eV YIVETOL AVOPOPE GYETIKE UE
TOV TPOTO OMOKPIONG GTA EPOTNUATOAIYLN ATOTOTMOONG TG £EAPTNONG A0 T SLUOIKTVOKA
mayviow, oe T060oTd mepinov 14,5% twv HEAETOV Ol AMOVINGELS GTO EPOTNUATOAOYLO T TOV
dryoToUNUEVEG, ONAAON 01 EpMTNOEVTEG KANOM KOV VO OTOVTICOVY GTIC EPMTNCELS LE EVOL «VOLY
N pte éva «Ox». Avtd onuaivel 0t oto 85,5% mepinov TtV LEAET®OV TO EPOTNUATOAOYLO

amavtovtay o€ kKAipakeg tomov Likert.

I'. Epotypotoroyria Arotehovpeva and Evvéa Epotipate 1 tdve
ano Evvéa Epotipata
Av ko og €81 amd TIC aVAOKOTMUEVEG UEAETEG O aplBudS TOV EPOTNUATOV TOV
EPMTNUATOAOYIOV OTOTOTTOONG TNG EEAPTNONG AO TO SLOUOTKTLOK( ALY VIO OEV OVOPEPETAL,
o€ 27 peAéteg o ep@TNUOTOAOYIO TEpLaUPavoy Aydtepo amd 7 epwTHUATO Ko 6€ 26 TO
epoUaTOAOYI Teplaupovay 9 axpifog epotiuoata. Ot vmOAoutec peAéteg elyov

TEPLGCOTEPA OO 9 ep®THUATO.

A. Avarvoeig/MeTpioeig mov [paypatomoujOnkay yio v Adomotio kKot v
Eykvpotnra tov Epotypotoroyiov

Ytov mivoka 24 ovo@Eépoviol ol EPEVVEG OTIG Omoiec mpaypatomomOnke Test-retest
(éheyyoc a&lomotiag), Factor Analysis, Discriminant Validity (dwakpivovco gykvpotnto),
Convergent Validity (cuykAivovsa gykvpotnta), Concurrent / Predictive Validity (tovtoypovn
/ mpoPArentikn €ykvPOTNTA), TO OMOlDL EAEYYOLV TNV EYKLPOTNTA TOV EPOTNUATOAOYI®V
(Tardvng, 2013). Ano tig 158 peréteg oe 26 npayuatonomdnke Factor Analysis, oe 5 éywve
éheyyog Discriminant Validity, o 9 éywe éheyyoc Convergent Validity kot og 13 €ywve éleyyog
Concurrent / Predictive Validity. Avtdé mov mapatnpndnke, emiong, eivar 6t e Test-retest

vroAnOnKav:
e 10 gpompotordyo Online Game Addiction Scale (OGAS) omnv pelémm

1002018 tov Basol kot Kaya:

e 10 gpotnpaTordylo Personal Internet Gaming Disorder Evaluation (PIE-9) otnv

épevva tov 2016 twvPearcy, Roberts ka McEvoy:
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e 1 Bpolimévikn exdoyn (Brazilian version) tov epotnpoatoroyiov Game
Addiction Scale (GAS) ot pelétn tov 2016 tov Lemos, Cardoso kot Sougey:

e 10 gpotuatordyo Behavioral Addiction Measure — Video Gaming (BAM-VG)
ot peiétn tov 2015 twv James Sanders kouWilliams.

Ytov mivako 25 avoeEpeTol av Tpaypatomominke 1 Oxt HETPNON TNG ECMOTEPIKNG
ovvoyne tov gpotnuatoroyiov (Tavakol & Dennick, 2011)ce «éOe peiétm, péowm Ttov
Cronbach’s alpha, xafd¢ kot ot Tyuég tov Cronbach. Agdepévov 611 660 mo Kovid gival o
Cronbach’s alpha oto 1 1600 peyaidtepn eivar kot 1 €yKLPOTNTO TOV EPOTNUATOAOYIWV, O
yaunidtepog mopatnpovuevoc Cronbach's alpha vanpye oty épevva tov 2017, twv Kirdly,
Téth, Urban, Demetrovics, Maraz yio. 1o gpotnuatdyio Ten-Item Internet Gaming Disorder
Test (IGDT-10) (6mov fTov 0.79 6Tov 01 EVOALUKTIKEG OTAVTHGELS TOV EPWTNLOTOAOYIOV TV
Tpelg ko 0.68 dtav o1 amavinoelg dryotounnkay), eved ot vynAdtepeg Tiuég Cronbach's alpha
(0.97) vipyov og 600 Epevvec: otny pekétn tov 2014 g Jiménez-Murcia kot Tmv cGLVEPYATOV
¢ v to Video game dependency test (Test de Dependencia de Video juegos—VDT) kot otnv
épevva tov 2018 twv Park, Ryu, Lee, Choi, Kim, Kim kot Choi yia epotpotoroylo Young’s
IAT (Y-1AT). Télog, o€ 56 peAétec dev avapipetor kaboAov o Cronbach's alpha.

E. Yrokiipokes tov Epotnpatoroyiov
Onw¢ dwgaivetonr otov mivaka 5. XTIG TEPIOCOTEPEG UEAETEC OEV OVOPEPOVTUL Ol
Ol00TACELS / VTOKMUOKEG TOV EpOTNUATOAOYI®V. Ot KMUOKES LE TIG TEPIGGOTEPES OLUCTAGELS
e€aptnone and ta SlodIKTLOKA Tayvidwa eoivetar 0Tt eivar 1 Video Game Addiction Test
(VAT), n Problematic Online Gaming Questionnaire (POGQ) kot to Problem Video Game
Playing Test (PVGT) kou ) GAS.
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Xvlntmon
H ovykekpyévn perétn avackdénnoe 158 apBpa mov mepilapfoavoy epoTnUOTOAO YL
AmOTONMOONG NG €5APTNONG OO TO. OOIKTLOKE TOLY VIO XTI OVOCKOTNUEVES E£PEVVEG

nopatpNONKe, apykd, 1 avdrtuén Kanowwv epompatoroyiov. [T edd:
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n avartuén g khipakag Screener for Substance and Behavioural Addiction (SSBA),to
2018, twv Schluter, Hodgins, Wolfe ka1 Wild-

N avartoén g KAipakag Clinical Video game Addiction Test (C-VAT 2.0), o 2017,
a6 tovg van Rooij, Schoenmakers kot van de Mheen-

N avartoén tov epomuatoroyiov Indonesian online game addiction questionnaire, to
2013, am6 tovg Jap, Tiatri, Jaya kot Suteja-

n avantuén g kAMpokag Gaming Addiction Identification Test (GAIT), to 2015, and
tovg Vadlin, Aslund ko Nilsson®

N avartoén g KAipokag Video game addiction test (VAT), to 2012, and tovg van
Rooij, Schoenmakers, van den Eijnden, Vermulstkot van de Mheen-

N avartoén g KAipakag Internet Game Use-Elicited Symptom Screen (IGUESS),to
2018, am6 tovg Jo, Yim, Lee, Lee, Choi ko Baek-

N avamtuén e kAipakag Personal Internet Gaming Disorder Evaluation - 9 (PIE-9), 1o
2016, amo tovg Pearcy, Roberts koaw M McEvoy*

N avartvuén g kKiipokog IGD-20 Test, to 2014, and tovg Pontes, Kiraly, Demetrovics
ko Griffiths-

N avamtuén e kAipakag Internet Gaming Disorder Scale—Short-Form (IGDS9-SF), to
2018, am6 Tovg Schivinski, Brzozowska-Wos, Buchanan, Griffiths kow Pontes:

N avamtuén Tov epmtnuatoloyiov problematic online gaming questionnaire short-form
(POGQ-SF), 102013, amd tovg Papay, Urban, Griffiths, Nagygyorgy, Farkas, Kokonyei,
Felvinczi, Olah, Elekes kot Demetrovics-

n avantoén ¢ khiupaxog Internet Gaming Disorder Scale, to 2015, and Ttovg
Lemmens, Valkenburg kot Genti (n ocvykekpyévn kAikaka dnuovpynnke dote va
éyel eite 27 gite 9 epotiuata)

N avartuéntng khipakag Problematic Online Gaming Questionnaire (POGQ), to 2012,
and tovg Demetrovics, Urban, Nagygyorgy, Farkas, Griffiths, Papay, Kokonyei,
Felvinczi, ka1Olah-

n avartuén g khipakog Online Game Addiction Scale (O GAS), to 2018, amd toug
Basol ka1 Kaya.

Ext6g amd v avamtuén kKMUdK®V, € KATO1ES EPEVVEG LINPYOV EPOTNUATOAOYLO TOV

LETAPPACTNKOV 1) TPOGUPUOGTNKAY TOMTIGHIKE, 0TS, Y10 TOPAdELY AL, TO akOAoVO:



n «Mpoxko Internet Gaming Disorder (IGD-20) Test, mov d€yTnKe TOMTIGUIKY
npocappoyn ota Apafwd (Arabic version of IGD-20), to 201, and tovg Hawi kot
Samaha-

n xMupoko Internet Gaming Disorder Scale - Short-Form (IGDS9-SF), mov
uetappdotnke ota Itolkd to 2016 omd tovg Monacis, Palo, Griffiths kot Sinatra-

n kAipoko Internet Gaming Disorder Scale-Short-Form (IGDS9-SF), mov déytnke
ToMTIGKN Tpocapproyn ota [oproyahikd, to 2016, amd tovg Pontes ko Griffiths:

N KAipoko Ten-1tem Internet Gaming Disorder Tes tIGDT-10, mov §€ytnke ToMTIGHUIKN
npocappoyn ota Kivélika, to 2018, amd tovg Chiu, Pan ko Lin®

N ayyAkn moporiayn g kAipakag [English version of Game addiction scale (GAS)],
ov petaepaotnke oto oaldikd kot ota T'eppavikd ,to 2016, and tovg Khazaal,
Chatton, Rothen, Achab, Thorens, Zullino kot Gmel.

H mapovca avackdmmon odnynoe o€ pio akdun topotipnon. Kamow epotpotordyla

ATOTOUTMONG TNG €EAPTNONG ATO TOL SLOOIKTLOKE T VIOl Efvar O EVPEMG PN CUOTOIOVUEVAL

o€ o0yKplon pe KAmow dAAQ, €POCOV EUQOVIOTNKAY GE TEPIOCOTEPES amd po peaéteg. Ot

nivakeg 6-23 Oelyvouv € To1eg 0md TIG LEAETES XPNOCILOTOMONKAV 01 TOPAKAT® KAILOKES:
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n Internet Gaming Disorder Scale-Short-Form (IGDS9-SF),

n Internet Gaming Disorder Scale (IGDS),

n Game Addiction Scale for adolescents,

n Game Addiction Scale-short form,

10 CERV (Questionnaire of Experiences Related to Video Games),
1o Ten-Item Internet Gaming Disorder Test (IGDT-10),

1o Internet addiction test (IAT),

1o Game Addiction Screening Test (GAST),

1o Addiction-Engagement Questionnaire,

1o Internet Game Use-Elicited Symptom Screen (IGUESS),

1o Internet Gaming Disorder Test (IGD-20 Test),

1o Internet Gaming Disorder Questionnaire (IGDQ),

n Online Gaming Addiction Scale for Adolescents developed by the Korea Agency for
Digital Opportunity and Promotion (KADO),

n Chen Internet Addiction Scale (CIAS),

10 Video Game Addiction Test (VAT),

1o Problem Video Game Playing Test (PVGT),



e 1 Obsessive Passion subscale of the Passion Scale,
e 10 Problematic Online Gaming Questionnaire (POGQ).

H mo gupémc ypnoyomotovpevn KAipoka HETpnong tng e£aptnong and to S1odIKTLOKA
nayviow,etvar n 1AT, (nivakag 12), n onoia ypnowomomdnke oe 18 perérec. [Ipdxerton yuo
po KAlpoke omotdnmons e eEapmong amd to d1adikTtvuo, MoTO60, GE KAMOEG amd TIg
OVOGKOTNUEVEG EPEVVEC OVOPEPETAL OTL Ol GLUUETEXOVTEG GTOVG OTO10VG Yopn YN ONKe, 5601 KE
1 0dNyia Vo E6TINGTOVY GTNV SAdIKTVAKY XpHon Tov mayvidwwy (Kimetal., 2018) 1§ 6tin IAT
TpomomomOnke, ONANOY| aviikataotdOnke 1N AEEN «lviepveT HE TOLG OPOVE «OIIKTVOKE
nayviowy (Shin etal., 2018). H auéomg emdpevn mo ypnoytomolodpuevn KAipako pétpnong tmge
e&aptong and ta Sodiktvokd mayvidw frav 1 Game Addiction Scale-short, n omoia
ypnoportombnke o 16 peréreg (mivaxag 9).

O KMpokeg wov pooeyyialovv mo ceapikd tov €01oud eaivetatl 6Tt givor oVTEC TOL
Exovv Tig Teplocdtepeg dnotdoelc. o mapdderypo, GAS mepilapPaverl EnTd cQopikKés TPog
oV €016 10 010.6TAGELS, ONAOT TNV AvVOY, TNV OAANYT| d1a0EoNS, TNV VITOTPOTY|, TN CUYKPOVOT),
Ta TpoPANoTa OV TpokaAel 1 e£ApTNON ATO TO SLUOKTLOKE O VIOIK Kot TO YEYOVOS OTL 1
e€aptnon eivarl éva eppavig yapaktnpotikd. Ko - Video Game Addiction Test (VAT)
eumeplEyeL TV vrepPolkn evacyoAnon pe v e£aptnon, TV TPOToToinon g duabeong,
KaB®G Ko 500 TOAD GNUAVTIKEG OLOCTAGELS, TNV ATMAELN EAEYYOV KoL TNV oTéPNOT. Q0T0G0, N
o oQUIPIKN KAIpoKa m¢ mpog tov ebicpd eaiveton 6t givar  Problematic Online Gaming
Questionnaire (POGQ), xabw¢ mepiapuPdvel epoThiuata To 0Toio £X0VV VL KAVOUV UE TI¢ 8ENG
€E1 O100TACELG: LE TNV KOVMVIKT] OO LOVMG, TIC SOTPOCOTIKEG GLYKPOVGELS, TV VITEPPOAIKT
YPNOT, TNV OTEPNOT, TNV ATOALTN «EUPUOIoN» KAOMDC Kot TNV vIEPPOMKT EVOGYOANCT LE TO
SLOOIKTLOKE TTOLY VIO,

Yvvoyilovtog To EvpLaTO TG TALPOVGOS OVOCKOTNGNG, LTOPOVLLE VO OVOPEPOVLLE TOL
e€ng: o1 meplocdtepeg peréteg mpayporonombnkav oe Evpdnn kot Acia. v mAsoynoio
Tov¢ NTav population-based kot cvyypovikég (cross-sectional studies) kot axdun 6t o detyua
TOVG OMOTEAOVVTOV GE VYNAATEPO TOGOGTO OO (AVOPES. AVOPOPIKA LE TO EPMTNUATOANYLO
AmOTOTMOONG TG £EAPTNONG o T SLadIKTLAKA TTayvidl, 10 53,79% twv epotnuaToloyiny
amovtiOnkay ond Tovg £POTOUEVOVS, TO 85,5% 1wV epomnuatoloyimv meprappovoy
anavtoels ToAaming emhoyng (kAipokeg tomov Likert) kot to 66,45% tov epotnpotoloyinv
anoptiCovtay and mepiocotepa omd 9 gpotiuata. Ta svprjpata avtd, € GLVILAGUO LE THV
EVNUEPMOOT YO TN YA®OOH Kot TNV VIapén TAEWIS0S EPMTNUATOAOYIOV ATOTOTWOONG TNG
e€apnong amd to SOKTLOKE oy Vidl, UTOPOVV VAL dMGOVV GTOVG EMOTIUOVES - OTMG Y10,
TOPASEIYHO GE WLYIITPOVS, WLYOAOYOUG - 0. GUVOAIKY] €IKOVO TNG £PELVOG TOV EXEL
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npoypatonomOel Eog onpepa yio v e£aptnon and o S1dIKTLOKE oty viol, T dvvatdTnTO
™G XPNONG EPOTNUATOAOYIOV 7OV Kpivovtol 7O KOTOAANAQ Yoo TNV oviyvevon g
oLYKEKPIEVNG €EapTnong kabdg Kol TNV aQOpuUn YL TOV OYXEOOGUO  OVTIOTOL ™V
OepamenTIKOV TAPEUPAGEDV.

dvoikd, N Tapovoo avackoTnon dev atepeital teploptop®v. Evoc mpmdtog meplopiopds
aQopa otV avackomnon apbpwv povo ot Pdon PubMed. O kvplog meplopiopoc e agpopd
otV advvopio ovevpeong ™G yopag oegaymyng 8 UEAETOV, 1TNG YADGGOS TOV
EPOTNUATOAOYIOV 42 HEAETMOV KOl TOV TEPAUATIKOD oyedocov 19 peletav. ‘Evag dedtepog
TEPLOPIGUOG AUPOPA GTO OTL Ol AVOCKOTNUEVEG EPEVVES TPOEPYOVTOL KUPImG amd v Evpdnn
Kol Acio, pe amOTELECUO VO UMV avTIKATOTTTPILOVY TOV TPOTO LE TOV OTO10 TPOYLLOTOTOIEITOL
N Hétpnon g e£GPTNONG Ad TO OAOTKTVAKA Oty Vvidla 1 1| TpooEyyion avtig g €dptnong

0€ TOYKOOUIO EMIMEDO.

YopunepaopoTo

[Tapoéro mov - PBdoel TG yvOONS HOG - OV VEICTOVTOL AAAEG AVOCKOMGELS TOV VOl
HEAETOVV TO EPOTNUOTOAGYLO TOV HETPOVV TNV €EAPTNOTN OO T OASIKTLAKA TOLyVidla, To
OTOTEAECUOTO TNG TOPOVCOS OVACKOTNONG UTOPOVV VO, EPUNVELTOVV IKOVOTOMTIKA O7To
olpopa  emotnuovikd dedopévo. o moapdderypo to €Opnub TG OVOPOPIKE HE TIG
TEPLOGOTEPEC OVOOKOTNUEVEC HEAETEG OV Tpaypatomombnkav o€ Evpdnn ko Acio,
ovpPadiler pe v 1dpvon €KDYV kEvipwv Oepameiog e e£ApTNoNG amd To SLOSIKTLOKE
nayviow otnv NotiavatoMkn Acia, otnv Evponn, oAld ko otnv Apepikn (Kuss, 2013), ya
TNV omoia To oTOoLYElD TN OVACKOTNONG OEV Elval emapkT).

Enriong, 10 yeyovdg 0T 6TIC TEPIOCOTEPEG OVACKOTNUEVEG LEAETEG TO delypa otnpiloTay
otov yevikd mAnbvopod (population-based) pmopei va opeideton oty embopio v gpguvnTdv
Y. UEAETEC TO OVTITPOCMOTEVTIKEG Kol AYOTEPO EMPPENEIS GE GLOTNUATIKA GOAALOTO
emioyng (Booth & Tannock, 2014). Ao v GAAN TAeVPE, 1) VIOOETNOTN CLYYPOVIKMV HELETOV
pumopet voo ovvdvactel pe v gpguvnTikny avdykn kKabopiopov g eEdptmong and ta
dadikTvaKkd Toryvidl oe cvykekpuévn ypovikn mepiodo (Cherry, 2019). To vynid moc06TO
andKplong o€ KAMpokeg moAomAdv enthoydv (tomov Likert) kot to yeyovog 6t 10 66,45% tmv
epoTrOTOAOYi®V TEPIMAUPavOY TOALY ep@TaTo pTopel va amrodoBodv to to 6T divovy )
duvatdTTO GTOVG €pMTNOEVTEG VO EMALEOLY TNV AMAVINGT TOV TOVS OVIUTPOCMIEVEL
nep1ocoTePO (Survey Monkey, n.d.) kaOdg kot pe v embopio TV epevvnTOVY Yoo PLeyaAdTEPT

axpifeln otig épevveg (Azavedo, 2015). Téhog, 1 emA0YN TOL LYNAOD TOGOGTOD TOV AVOPDV
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CUUUETEYOVIMV OTIC VIO PEAETT EpEVVEG, epunvedeTal amd TNy Evoeldn 6Tt | e&aptnomn amd tao
nayviola givar o cvvnoiopévn peta&d tov avdopov (Radiological Society of North America,
2018).

Yvumepacpatikd, a&iCer va avagepBel ott péyplt onuepa EYovv oxeSCTEL TOAAY
epyodeio pé€tpnong g e£aptnong amd T SISIKTVAKA ToyViol, To 0TOi0 AmOoTEAOVV PG
gpyoareia yio v a&loldynon mc. Ot peAAovTikég HeAETEG Elval GNUOVTIKO VO EGTIAGTOVV GTNV
Beltidon g a&lomoTiog Twv NN VTOPYOVIOV KAMUAK®OV, GTNV LETAPPAOT 1)/K0L TOAITICUIKY|
TPOGOPUOYN TOVG GE MEPIOCOTEPES YAMGGESG, KAODS Kot Vo 0dNyNoovV otnv aviantuén véwv
epOTNUOTOAOYIOV TOV Ba £X0VV G KVP10 GKOTO TOVG TNV OGO TO SVVATOV ATOTEAEGUATIKOTEPT)

depedivnon Tov eovouévou g eEGpTnong oo ta oy vio.

Iivaxeg
MMivaxkag 1: EmAélyeg peréreg (Ta mAdylon ypaupoto oTig €PELVEG OMUATOS0TOVV OTL

avtAnnkav pe ) pébodo «snowball»)
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no game addiction questionnaire and the way the addicted online gamers arised was not clear. There were
only measurements about weekly hours online gaming and compulsive internet use
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FarkasJ, ZilahyD, Mervo B, ReindlA, AgostonC,

KertészA, HarmathE. China
2011, Billieux J, Chanal J, Khazaal Y, Rochat L,

Gay P, Zullino D, Van der Linden M. Switzerland




2011, MentzoniRA, BrunborgGS, MoldeH,

MyrsethH, SkouvergeKJ, HetlandJ&PallesenS. Norway
2011, Li D, Liau A, Khoo A. Singapore
2011, Gentile DA, Choo H, Liau A, Sim T, Li D,

Fung D, Khoo A. Singapore
2010, Desai, R. A., Krishnan-Sarin, S., Cavallo, D.,

& Potenza, M. N. USA
2010, J Rob J de Leeuw, Marieke de Bruijn,

Gerdien H de Weert-van Oene, August JP

Schrijvers Netherlands

2010, Mehwash Mehroof and Mark D. Griffiths

United Kingdom

2010, Porter G, Starcevic V, Berle D, Fenech P.

USA, Canada, Europe, Australia, or New Zealand

2011, Kwon JH, Chung CS, Lee J. Korea
2009, Han DH, Lee YS, Na C, Ahn JY, Chung US,
Daniels MA, Haws CA, Renshaw PF. Seoul, Korea

2009, Marc-Andre” K. Lafrenie” re, Robert J.
Vallerand, Ph.D., Eric G. Donahue, and Genevie®
ve L. Lavigne

NRprobablyCanadabecausethestudywasconductedbythelLaboratoiredeRecherchesurle
Universite” duQue“beca’ Montre“al, Montre“al, Quebec, Canada.

2008, Smahel D, Blinka L, Ledabyl O.

Europe, North America, and other
parts of the world (Africa, Asia, and Australia).

2008, KimEJ, NamkoongK, KuT, KimSJ. Korea
2007, Grusser SM, Thalemann R, Griffiths MD. Propably Germany
2005, Ko CH, Yen JY, Chen CC, Chen SH, Yen

CF. Taiwan
2004, AGNETA JOHANSSON AND K.

GUNNAR GOTESTAM Norway
2002, Case CJ, Young KS USA
2002, Tejeiro Salguero RA, Moran RM. Spain
2009, Gentile D. USA
2011, Doug Hyun Han, Jun Won Hwang & Perry

F. Renshaw Korea

IMivaxag 4: Xopokmpiotikd ostypatog ke perétng (n 10tTo TV VTOKEWEVAV, 1 LECT

NAkio TOVG, TO NAKLOKO TOVS EVPOG KOl TO TOGOGTO AVIPAV avd Epgvuva)

adolescents from

either
monocultural or
2018, Chulhwan Choi, Mary A. Hums, and Chul- multicultural
Ho Bum families 14.40 years 12 to 18 years old
2019, Socayna Moudiab and Marcantonio M. 18 years of age or
Spada students 21.3 years above
2019, Jory Deleuze,
, Pierre Maurage
, Adriano Schimmenti
, Filip Nuyens online gamers 21.54 years 18 and 34 years
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, André Melzer
Joél Billieu

2018, Yunlong Tian, Chengfu Yu, Shuang Lin,

Chinese

Junming Lu, Yi Liu, and Wei Zhang adolescents 12.89 years 11 to 15 years old 49.65%
2019, NaHyun Kim, Jin Young Sung, Joo Yeon
Park, In Deok Kong, Tonda L. Hughesc, high school
Dae-Kwang Kim students 16.63 years 15-18 years old
2018, Céline Bonnaire & Darlen Baptista young adults 20.7years 18-25 years old 71.3%
2019, Orsolya Kiraly
, Beata Bothe, Jano Ramos-Diaz
, Afarin Rahimi-Movaghar
, Katerina
Lukavska
, Ondiej Hrabec
, Michal Miovsky
, Joél Billieux
, Jory Deleuze
, Filip Nuyens,
Laurent Karila
, Mark D. Griffiths
, Katalin Nagygyorgy
, Rébert Urban
, Marc N. Potenza,
Daniel King, Hans-Jirgen Rumpf, Natacha
Carragherand Zsolt Demetrovics online gamers 24.2 years 18-84 years 90.1%
2018, Bruno Schivinski, Magdalena Brzozowska-
Wos, Erin M. Buchanan, Mark D. Griffiths and
Halley M. Pontes online gamers 20 years, 1249 years 82.7%
2018, Livia Veselka,Rochelle Wijesingha, Scott T secondary-school
Leatherdale, Nigel E Turner and Tara Elton- students in Grades
Marshall 9to12 NR from 13 to 19 years. 49.3%
2018, Erkan Baysak, Fatma Duygu Kaya
Yertutanol, llker Dalgar, and Selguk Candansayar gamers 30.75 years NR
school students,
adolescents who
played
2018, Giilsah Basol and Abdullah Bedir Kaya MMORPGs NR NR
2018, Yu-Chuan Chiu, Yuan-Chien Pan, and Yu-
Hsuan Lin school students 13.17years 10 to 18 years ¢
2018, Ina M. Koning, Margot Peeters, Catrin
Finkenauer and Regina J. J. M. van den Eijnden Adolescents 13.9 years 11-15 years 48.9%
2018, ManuelCastro-Sanchez, RaménChacon-
Cuberos, José LuisUbago-Jiménez, EdsonZafra- between 10 and 12
Santos, andFeélixZurita-Ortega schoolchildren 10.88 years years old 45.2%
2018, AndrzejCudo, NataliaKopis’, Pawet young
StrozakandDariuszZapata adults 21.05 years from 18 to 30 years 25.5%
individuals with
2018, Min-Kyeong Kim, Young Hoon Jung, individuals with IGD=23.3 years &
Sunghyon Kyeong, Yu-Bin Shin, Eunjoo Kimand | IGD and healthy healthy controls=23.4
Jae-Jin Kim controls years NR .
2018, Eunjin Kim, Hyeon Woo Yim, Hyunsuk
Jeong, Sun-Jin Jo, Hae Kook Lee, Hye Jung Son middle school
and Hyun-ho Han students 13.0 years NR 55.5%
2018, Chen, L., Liu, R., Zeng, H., Xu, X., Zhu, R., undergraduate
Sharma, M., & Zhao, Y. students 19.76 years 15-28 years old 36.9%
2018, PingSu
, ChengfuYu
, WeiZhang, ShaLiu 13.50-16.50 years
, YangXuandShuangjuZhen adolescents 14.83 years old .

2018, Lee, S. Y., Lee, H. K., Bang, S. Y., Jeong,
H., Yim, H. W., & Kweon, Y. S.

Patients

Non-improved
group=13.8 years &
Improved group=12.2
years

NR

Non-improved
group=81.8% &
Improved grouj
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2018, Concetta De Pasquale, Carmela Dinaro, and

aged between 18 and

Federica Sciacca college students 21.56years 25 .
2018, Zurita-Ortega, F., Chacon-Cuberos, R.,
Castro-Sanchez, M., Gutiérrez-Vela, F. L., university
&Gonzalez-Valero, G. students 22.53 years 20-28 years old 61.7%
2018, Sunyoung Park
, Hyera Ryu
, Ji-Yoon Lee
, Aruem Choi
, Dai-Jin Kim
, Sung Nyun Kim IGD patients=23.27 &
* Healthy controls=24.97 | 18-38
and Jung-Seok Choi male participants | years years

university

students , people
2018, Cuneyt Evren who were in the e-
, Ercan Dalbudak, Merve Topcu mail database of a
, Nilay Kutlu company &
, Turkish gamers
Bilge Evren on gaming
, Halley M. Pontes forums. 21.84 years 15-48 years old 43.8%

2018, Angel Yee-lam Li, Barbara Chuen-yee Lo
and Cecilia Cheng

parent-child dyads

Children:12.09&
Parents: 44.44years

Children:8-15 years
old & Parents: 27-63
years

Children:57% ¢
Parents: 22%

11-59 years (10.2%
were 15 years old or
younger, 25.5% were
17 years old or
younger, and 55.0%
stated age of 21 years

2018, Skatupové, K., Blinka, L., & Tapal, A. online gamers Not clear or less Not clear
IGD group=15.6 &
2018, Kyoung Doo Kang, Tae Woon Jung, Healthy control

In Hui Park and Doug Hyun Han adolescents subjects=15.7years NR

Intervention group= Intervention gre
2018, Apisitwasana, N., Perngparn, U., & Cottler, 9.77 & Control group= 48.3% &
L. B. students 10.05 years 8 and 9 &>10 Control group=
2018, Yu-Bin Shin, Jae-Jin Kim, Min-Kyeong
Kim, Sunghyon Kyeong
, Young adolescents and
Hoon Jung, Hyojung Eom, Eunjoo Kim young adults Table 1 12-25 years of age

children with children with ADHD group (
2018, Tanyawan Kietglaiwansiri & Weerasak ADHD=9.5 & ADHD=6-19 years & | female =4.3: 1

Chonchaiya children controls= 10years controls= 6-13 years | controls (male !
2018, Jory Deleuze, Jiang Long, Tie-Qiao Liu, between 18 and 34

Pierre Maurage, & Joél Billieux gamers 21.52years years {
2018, Ryu, H., Lee, J. Y., Choi, A., Park, S., Kim, IGD patients &

D.J., & Choi, J. S. healthy controls 24.92 years NR 78.8%

2018, Hawi, N. S., Samaha, M., & Griffiths, M. D students 16.2 years aged 15-19 years 47.9%

2017, Nazmus Saquib, Juliann Saquib, AbdulWaris

Wahid, Abdulrahman Akmal Ahmed,

Hamad Emad Dhuhayr, Mohamed Saddik

Zaghloul, Mohammed Ewid,

Abdulrahman Al-Mazrou students 15.3 (years) NR 50.7%

2018, Magdalen G. Schluter,

David C. Hodgins, Jody Wolfe,

T. Cameron Wild participants NR 18-55+ 46.2%

2018, ELFRIDKROSSBAKKEN,

TORBJZRNTORSHEIM,

RUNEAUNEMENTZONI, DANIELLUKEKING,

BIJZRNBJORVATN, children aged 8-12
INGJERDMEENLORVIKandSTALEPALLESEN1 | guardians 10.1 years years old Not clear
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2017, Paik, S. H., Choi, M. R., Kwak, S. M., Bang,
S. H., Chun, J. W., Kim, J. Y., Choi, J., Cho, H.,

subjects who
regularly played

Jeong, J. E.,, & Kim, D. J Internet games 30.09 years 19-47 years old 76.7%

panelists

registered for

online panels at

Panel Marketing

Interactive (PMI),

a research

company that

provides survey-

related technology
2017, Paik, S. H., Cho, H., Chun, J. W., Jeong, J. and data
E., & Kim, D.J collection 26.95 years from 20 to 40 L
2017, King, D. L., Herd, M., & Delfabbro, P. H. adult gamers 25.8 aged 18-56 I
2017, JORY DELEUZE, FILIP NUYENS,
LUCIEN ROCHAT, STEPHANE ROTHEN,
PIERRE MAURAGE and from 18 to
JOEL BILLIEUX gamers 22.21 39 years
2017, OrsolyaKiraly, DénesToth, RobertUrban,
ZsoltDemetrovics, AnikoMaraz gamers 22.2 years 14 - 64 years old 92.6%
2017, Daniela Sincek, Jasmina Tomasiti Humer & children and ages ranged from 11
Ivana Duvnjak adolescents 14.77 years to 21 46.3%
2018, JoSJ, YimHW, LeeHK, LeeHC, 14 years age range from 10 to
ChoiJS&BaekKY adolescents 19

panelists

registered for IGD-9 negative

online panels at participants=24.05&

Panel Marketing IGD-9 positive from 14-39 years of
2018, Wang HR, Cho H & Kim DJ Interactive (PMI) | participants=24.97years | age 44.4%
2018, VegaGonzalez-Bueso, JuanJ. Santamaria, 1, Control group=17.4
DanielFernandez, LauraMerino, ElenaMontero, males diagnosed Experimental Group
Susanaliménez-Murcia, AmparodelPino- with an IGD & 1=15.5 &Experimental | age between 12 and
GutiérrezandJoanRibas healthy persons Group 2=16.1 years 21

young adults who

reported playing
2018, Stockdale L & Coyne SM video games 20.32 years NR 48.85%
2017, Lucia Monacis & Valeria de Palo & Mark D. aged 16 to 19 years
Griffiths & & aged over 20
Maria Sinatra students 21.63 years years !
2017, Wartberg L, Kriston L & Kammerl R adolescents 12.99 years 12-14 years 50.8%

13.2 for the males and
13.1 for the

2017, Céline Bonnaire & Olivier Phan adolescents femalesyears NR 53.2%
2017, Hu, J., Zhen, S., Yu, C., Zhang, Q., & Zhang,
W. male adolescents 16.02 years from 15 to 17 years.

healthy adult
2017, Panagiotidi M volunteers 27.4 years NR .
2018, Ramon Chacdn Cuberos; Félix Zurita Ortega;
Manuel Castro Sanchez; Tamara Espejo
Garcés; Asuncién Martinez Martinez, Gerardo university aged between 20 and
Ruiz-Rico Ruiz students 22.80 years 29 years 39.4%
2017, EduardoJ. Pedrero-Pérez; José MariaRuiz-
Sanchezdel edn; GloriaRojo-Mota; Marcos
Llanero-Luque; JaraPedrero-Aguilar; SaraMorales- | individuals of all
Alonso; CarmenPuerta-Garcia ages NR <18->60 33.3%

male participants

who were

recruited from the | 1GD=23.267, AUD

SMG-SNU (alcohol-use

2017, Park, S. M., Lee, J. Y., Kim, Y. J, Lee, J. Y.,
Jung, H. Y., Sohn, B. K., Kim, D. J., & Choi, J. S.

Boramae Medical
Center and the
surrounding

disorder)=29.867 &
healthy

controls=24.969years

between 18 and 60
years of age
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community of
Seoul, South
Korea.

2017, Deng, L. Y., Liu, L., Xia, C. C., Lan, J.,

paricipants that
received craving
behavior intervention
(CBI)=21.86 &
paricipants that did not
received craving
behavior intervention

Zhang, J. T., & Fang, X. Y. college students (CBI)=22.05 years NR
2017, Hawi NS & Samaha M. students 16.26 years 16.26 years 47.9%
family dyads (an
adolescent and a adolescents=12-14
2017, Wartberg L, Kriston L, Kramer M, related caregiver adolescents=12.99 & years & parents= 26—
Schwedler A, Lincoln TM, Kammerl R each). parents= 41.63 years 80 years 50.8%
2017, Euihyeon Na,Hyeseon Lee, Inyoung Choi &
Dai-Jin Kim. adults NR aged 20 and 49 years | 52.7%
2017, Wu, A. M., Lai, M. H,, Yu, S., Lau, J. T., & between 18 and 82
Lei, M. W. Chinese adults 23.7 years years of age 54.6%
Every individual
referred to a
national
transgender health
service in the
2017, Arcelus, J., Bouman, W. P., Jones, B. A,, United Kingdom
Richards, C., Jimenez-Murcia, S., & Griffiths, M. during a 12-month
D. period 27.34 years NR 59.2%
adult community
members and
university between 16 and 60
2017, Pearcy BT, McEvoy PM & Roberts LD students 23.8 years years
2016, Lim, J. A., Lee, J. Y., Jung, H. Y., Sohn, B. IGD group:19.159years
K., Choi, S. W., Kim, Y. J., Kim, D. J., & Choi, J. & healthy control
S. young males group: 21.375years NR
High score on the
Problematic Online
Gaming Questionnaire
(POGQ) group=24 &
2016, Weinstein, A., Abu, H. B., Timor, A., & low score on the POGQ
Mama, Y. participants group= 24.8years 22-28 years
2016, Li H, Zou Y, WangJ & Yang X college students 20.29 years 18-22 years 45.6%
2016, Monacis, L., Palo, V., Griffiths, M. D., & 16-19 years & over
Sinatra, M participants 21.62 years 20 years !
adolescent
2016, Kim N, Hughes TL, Park CG, Quinn L & males/male high
Kong ID school students 17.49 years 16- to 18 year-old
2017, Forrest CJ, King DL & Delfabbro PH Australian adults 26,77 years 18 or older
2017, SmohaiM1, UrbanR, GriffithsMD, KiralyO, Secondary school 13-years old or
MirnicsZ, VarghaA&DemetrovicsZ students 16.0 years above 71.4%
participants that
were Study 1=18 years
recruited through and older & Study Study 1= 50,44
2016, Andrew K. Przybylski Google surveys NR 2=aged 18-24 years | Study 2=50,09¢
2016, Jeromin F, Rief W & Barke A. gamers 26.49 years 18-75 years 87.36%
participantrs
residing in
Singapore when
the survey was
conducted, aged
2016, Subramaniam M, Chua BY, Abdin E, Pang between
S, Satghare P, Vaingankar JA, Verma S, Ong SH, 13 to 40 years,
Picco L & Chong SA. able to read and 23.7 years aged 13 to 40 years 55.5%
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understand
English and
current internet
users.

between 12 and 18

2016, Garcia-Oliva, C., & Piqueras, J. A. students 14.64 years years old 51.4%
subjects
reporting to use
2017, Dreier M, Wolfling K, Duven E, Giralt S, free-to-play female=15.57 &
Beutel ME & Miller KW games Male=15.53 years aged 12 to 18 years 54.5%
2016, Rikkers, W., Lawrence, D., Hafekost, J., &
Zubrick, S. R. children NR aged 11-17 NR
all young men of the
corresponding
cantons who are
20.0 years (French about 20 years old
2016, Yasser Khazaal,Anne Chatton, Stephane speaking=20.3 years & | were eligible for
Rothen, Sophia Achab, Gabriel Thorens, Daniele young men German speaking=19.7 | participation in the
Zullino, and Gerhard Gmel respondents years) C-SUREF study.
a university Community
student sample & | Sample=25.08 & Community
2016, Pearcy BT, Roberts LD & a community Student Sample=75% &
Peter M McEvoy sample sample=20.72years over 16 years of age | Student sample
undergraduate
2016, Lemos IL, Cardoso A & Sougey EB students 21.03 years 18 to 29 years of age £
Spanish-speaking
2016, Bertran E1 & Chamarro A. LoL players 21.59 years over 16 years of age | 88.3%
2016, Pontes HM & Griffiths MD students 13.02 years ages 10 to 18 years 53.5%
2016, Kim, N., Hughes, T. L., Park, C. G., Quinn, male high school
L., & Kong, I. D. students 16.63 years 15- to 18-year-old
patients diagnosed
with IGD & age-,
sex-, education- patients diagnosed with
2016, Park, M., Choi, J. S., Park, S. M., Lee, J. Y., and intelligence IGD=23.04 years &
Jung, H. Y., Sohn, B. K., Kim, S. N., Kim, D. J., & | quotient-matched healthy controls= 25.04
Kwon, J. S. healthy controls years NR {
2015, Gainsbury, S.M., King, D.L., Russell, adult social casino
A.M.T., Delfabbro, P. & Hing, N. game users 38.9 years 18-76 years 54.0%
Regular adult
2015, James L. Sanders and Robert J. Williams video gamers 41.7 years 18-88 years ¢
2015, Jo Yung Wei Wu, Huei-Chen Ko, Tsui-Yin junior high
Wong, Li-An Wu and Tian Po Oei students NR NR 50.1 %
2015, NIKO MANNIKKO, JOEL BILLIEUX and | adolescents and 18.7 aged from 13 to 24
MARIA KAARIAINEN young adult years years 51%
2016, Skatupova, K., & Blinka, L. online gamers 20.81 years ages 10-68 93.50%
adolescents with
Internet gaming
disorder (IGD)
and comparison
2017, Han DH, Kim SM, Bae S, Renshaw PF & subjects without
Anderson JS IGD TAble 2 NR NR
2015, Birgit Braun, Johannes Kornhuber & Bernd
Lenz young men 19.51 years 17-31 years
Patients in
2017, van Rooij AJ, Schoenmakers TM & van de treatment for from 12 to 23 years
Mheen D gaming disorder 17.6 years old
ESCAPAD= ESCAPAD=17.37 ESCAPAD=17-year-
French years, old,
adolescents, ado@internet.ch=14.23 | ado@internet.ch=
ado@internet.ch= | years & C- aged approximately
2015, Stéphanie Baggio, Marc Dupuis, Joseph adolescents & C- | SURF=19.95 l4years & C- ESCAPAD=47
Studer, Stanislas Spilka, Jean-Bernard Daeppen, SURF=young (Baseline) &21.25 SURF=representative | ado@internet.c
Olivier Simon, André Berchtold & Gerhard Gmel Swiss men (Follow-up) of 20-year-old & C-SURF=1(
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2016, Jin C, Zhang T, Cai C, Bi Y, Li Y, Yu D,
Zhang M & Yuan K

adolescents with
IGD and age- and
gender-matched
healthy

controls

IGD group= 19.12
years & Control
group= 18.76 years

NR

2015, Chun, J. W., Choi, J., Cho, H., Lee, S. K., &
Kim, D. J.

adolescents with
IGD and HC

adolescents with IGD
(13.63+1.03 years) and
HC (13.37+0.90 years)

12-15 years of age

2015, Eichenbaum A, Kattner F, Bradford D,
Gentile DA & Green CS

students from the
University of
Wisconsin—
Madison

18.9 years

aged 17-54 years

p
<

study 1 = 26.7 years &

study 1 =18to 44
years & study 2= 18

study 1 = 94,66

2017, Spada MM & Caselli G online gamers study 2= 26.3 years to 53 years study 2= 93,39¢
2015,Lehenbauer-BaumM, KlapsA, KovacovskyZ, from
WitzmannK, ZahlbrucknerR&StetinaBU participants 23.26 years 16 to 51 years 84.9%
2015, Coéffec, A., Romo, L., Cheze, N., Riazuelo, aged between 11 and
H., Plantey, S., Kotbagi, G., & Kern, L French students NR 17 years NR

young adults with

Internet gaming

disorder (IGD)

and age and
2017, Zhang, J. T., Yao, Y. W, Li, C. S., Zang, Y. | gender matched
F., Shen, Z. J., Liu, L., Wang, L. J., Liu, B., &Fang, | healthy control IGDs=22.28 years &
X. Y. subjects HCs=23.02 years NR
2015, Kiraly, O., Urbén, R., Griffiths, M. D.,
Agoston, C., Nagygyorgy, K., Kékényei, G.,
&Demetrovics, Z. online gamers 21.1 years 14-54 years 89.74%
2015, runborg, G. S., Hanss, D., Mentzoni, R. A., Norwegian adult
& Pallesen, S. population 35.0 years aged 1674 years old

Australian video from
2016, Forrest CJ, King DL & Delfabbro PH gamers 25.8 years 16 to 68 years old

IGD participants=

GD participants & | 16.94 years & age-,

age-, sex- and sex- and education-
2015, Wang, Y., Yin, Y., Sun, Y. W., Zhou, Y., education- matched control
Chen, X,, Ding, W. N., Wang, W., Li, W., Xu, J. matched control participants=15.87
R., &Du, Y. S. participants years 14 to 17 years old I

professional raters=
professional raters= 43-65 years,

professional 52.4 years, adolescent | adolescent raters=

raters, experiential | raters= 15.5 years & 13-20 years &
2015, SOFIA VADLIN, CECILIA ASLUND and adolescent raters Parent raters= 40.9 Parent raters= 31-52
KENT W. NILSSON and parent raters years years L
2015, Florian Rehbein, Séren Kliem, Dirk Baier,
Thomas MéRBle & Nancy M. Petry students 14.88 years aged 13-18 years 51.09%
2015, Coyne SM, Dyer WJ, Densley R, Money adolescents and
NM, Day RD & Harper JM their parents 15.29 years 13-18 years .

2015, Jeroen S. Lemmens, Patti M. Valkenburg and
Douglas A. Genti

adults and
adolescents

dichotomous response
categories=24.8 years
& polytomous response
categories=24.4 years

age 13-40 years

dichotomous
response
categories=49,¢
polytomous res
categories=48,/

2014, Pontes, H. M., Kiraly, O., Demetrovics, Z., &
Griffiths, M. D.

gamers

26 years

between 16 and 58
years

85.2%

2016, Henchoz Y, Studer J, Deline S, N'Goran AA,

19.95 years old at
baseline and 21.25

Baggio S & Gmel G adult Swiss men years old at follow-up. | NR
2013, Hull, D. C., Williams, G. A., & Griffiths, M. | video game
D. players 24.7 years NR |
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2015, Miiller KW, Janikian M, Dreier M, Wolfling

K, Beutel ME, Tzavara C, Richardson C & Tsitsika | children and
A adolescents 15.8 years 14-17 years 47.1%
2014, Susana Jiménez-Murcia, Fernando
Fernandez-Aranda,
Roser Granero, Mariano Chéliz, Melania La Verde,
Eugenio Aguglia,
Maria S. Signorelli, Gustavo M. S&, Neus Aymami,
Ménica Gomez-Pefia, treatment-seeking
Amparo del Pino-Gutiérrez, Laura Moragas, Ana GD (gambling
B. Fagundo, Sarah Sauchelli, disorder)
José A. Fernandez-Formoso and José M. Menchdén | patients 42.4 years NR 86.5%
aged between 14
and 18 years,
between 19-39 years
2014, Michael Scharkow, Ruth Festl & Thorsten computer game and aged 40 years
Quandt users 40.2 years and older
Seventeen
subjects whose
behaviors
corresponded to
DSM-1V criteria
for IGA &
Seventeen age-
and gender- IGA group=16.4 years
2014, Ding, W. N., Sun, J. H., Sun, Y. W.,, Chen, matched healthy &
X., Zhou, Y., Zhuang, Z. G., Li, L., Zhang, Y., Xu, | individuals Control
JR,&DyY.S. (control group) group= 16.29 years NR {

2014, Bjern E Holstein, Trine Pagh Pedersen,
Pernille Bendtsen, Katrine Rich Madsen, Charlotte
Riebeling Meilstrup,

11-, 13-, and 15-year

Line Nielsen and Mette Rasmussen students NR old .
2014, Hector Fuster, Andre’s Chamarro, Xavier between 16 and 45
Carbonell and Robert J. Vallerand male players 26.49 years years of age
Students from
different
educational levels,
2013, Vincent Busch ethnic
, Henk F Van Stel, Augustinus JP Schrijvers and backgrounds and aged
Johannes RJ de Leeuw ages 14 years 11-18 years Approximately
Gaming Gaming
participants=22.82 participants=18-35
years & years &
Nongamers=24.86 Nongamers=18-36
2014, Olivia Metcalf and Kristen Pammer males years years
2013, Olivia Metcalf & Kristen Pammer male gamers Table 2 over 17 years
parents of boys
with ASD (autism
spectrum

disorder), of boys
with ADHD, and
of

ASD (autism spectrum
disorder)= 11.7 years,

ADHD= 11.1 years

boys with TD & TD (Typical
(Typical Development)=12.2
2013, Mazurek MO & Engelhardt CR Development) years aged 8-18
2013, Andreassen CS, Griffiths MD, Gjertsen SR, university
Krossbakken E, Kvam S, Pallesen S. students 20.7 years NR 20.6%
2013, Snodgrass JG, Dengah HJ 2nd, Lacy MG &
Fagan J. players 26.6 years old NR
2013, Papay, O., Urban, R., Griffiths, M. D.,
Nagygyorgy, K., Farkas, J., Kokonyei, G.,
Felvinczi, K., Olah, A., Elekes, Z., & Demetrovics, | secondary school
Z. students 16.4 years NR 65.4%
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2013, Vincent Busch & Johannes Robertus high school
Josephus De Leeuw students 13.68 years 11-18 years NR
junior and senior
high school
2013, Jap, T., Tiatri, S., Jaya, E. S., & Suteja, M. S. | students 14.21 years old NR !

2013, Wei-naDing, Jin-huaSun, Ya-wenSun,
YanZhou, Leili, Jian-rongXu, Ya-songDu

adolescents with
IGA and normal
control
adolescents

adolescents with
IGA=16.94 years &
normal control
adolescents=15.87
years

14 to 17 years old

[

In 2007=46% &

2013, Busch V, De Leeuw RJ & Schrijvers AJ. students 16 years of age 15- to 16-year olds 2010=53%
subjects who met
the criteria of the
modified Young’s
Diagnostic
Questionnaire for
Internet addiction
(YDQ) and
healthy
control
2012, ZhenheZhou, GuozhenYuan&JianjunYao individuals. 26 years 18-36 years (
adult video
2013, King DL, Delfabbro PH & Griffiths MD. gamers 24 years >18 years of age
current
MMORPG
players and non-
2012, Kuss DJ, Louws J & Wiers RW. players 21 years NR |
2012, van Rooij AJ, Schoenmakers TM, van den
Eijnden RJ, Vermulst AA, van de Mheen D. schoolchildren 14.3 years aged 13-16 years
100% (In this sf
we selected onl
males because
previous studie
showed that me
played more re
than women an
MMORPG more likely to k
2013, SonDT, Yasuokal, PoudelKC, players & non- MMORPG players & aged from 10 to 24 dependent on tt
OtsukaK&JimbaM. players non-players=19,5 years | years games)
2012, Demetrovics, Z., Urban, R., Nagygyodrgy, K.,
Farkas, J., Griffiths, M. D., Papay, O., Kokonyei,
G., Felvinczi, K., & Olah, A. gamers 21 years NR
aged
between 18 and 30
2013, Wu AM, Lei LL & Ku L. Chinese adults 22.7 years years NR
2012, Haagsma MC, Pieterse ME & Peters O. respondents 44,54 years aged 14 to 81 47.1%
adults who
reported playing
video games for 1
hour or more
during the past aged from 18 to
2012, Elliott L, Golub A, Ream G & Dunlap E. week NR above 60.
adult video
2011, Ream, G. L., Elliott, L. C., & Dunlap, E. gamers 40.4 years old age 18 and over
2011, Achab, S., Nicolier, M., Mauny, F., Monnin,
J., Trojak, B., Vandel, P., Sechter, D., Gorwood, P.,
& Haffen, E. adult gamers 26.6 years 18-54 years {
2011, Zanetta Dauriat F, Zermatten A, Billieux J,
Thorens G, Bondolfi G, Zullino D, Khazaal Y. gamers 25.83 years 13-54 years ¢
2011, DemetrovicsZ, UrbanR, NagygyorgyK,
FarkasJ, ZilahyD, Mervo B, ReindlA, AgostonC, between 18 and
KertészA, HarmathE. Chinese adults 23.7 years 82 years of age 54.6%
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males who played

2011, Billieux J, Chanal J, Khazaal Y, Rochat L, MMORPGs aged from 18 to 38
Gay P, Zullino D, Van der Linden M. regularly 23.43 years years
individuals
randomly selected
from the
2011, MentzoniRA, BrunborgGS, MoldeH, Norwegian
MyrsethH, SkouvergeKJ, HetlandJ&PallesenS. National Registry | NR aged 16-40 years
2011, Li D, Liau A, Khoo A. students 14.04 years from 13 to 15 years 49.1 %
2011, Gentile DA, Choo H, Liau A, Sim T, Li D, children and
Fung D, Khoo A. adolescents NR NR Not clear
2010, Desai, R. A., Krishnan-Sarin, S., Cavallo, D.,
& Potenza, M. N. adolescents NR 14- to 18-years old
2010, J Rob J de Leeuw, Marieke de Bruijn,
Gerdien H de Weert-van Oene, August JP secondary school
Schrijvers children NR 11-16 years 40.8%
The mean age for male
participants was 22.3
years , and for female
participants, it was 21.6
2010, Mehwash Mehroof and Mark D. Griffiths students years NR
survey
2010, Porter G, Starcevic V, Berle D, Fenech P. participants NR 14->40 92.6%
junior high
2011, Kwon JH, Chung CS, Lee J. school students 14.01 years NR
children
2009, Han DH, Lee YS, Na C, Ahn JY, Chung US, | diagnosed with
Daniels MA, Haws CA, Renshaw PF. ADHD 9.3 years 8-12 years
players
involved in
2009, Marc-Andre” K. Lafrenie’ re, Robert J. massively
Vallerand, Ph.D., Eric G. Donahue, and Genevie® multiplayer online
ve L. Lavigne (MMO) gaming 23.13 years NR
MMORPG 12-27 years and
2008, Smahel D, Blinka L, Ledabyl O. players 25 years older
2008, KimEJ, NamkoongK, KuT, KimSJ. online game users | 21.30 years NR 82.7%
2007, Grisser SM, Thalemann R, Griffiths MD. gamers 21.11 years NR
2005, Ko CH, Yen JY, Chen CC, Chen SH, Yen
CF. adolescents 13.8 years 13-15 years
2004, AGNETA JOHANSSON AND K. Norwegian youth
GUNNAR GOTESTAM population NR 12 to 18 years old NR
Respondents
ranged from
human resource
managers
to company
2002, Case CJ, Young KS presidents NR NR NR
aged between
2002, Tejeiro Salguero RA, Moran RM. adolescents 15.1 years 13 and 18 years
2009, Gentile D. U.S. residents NR ages 8 through 18

2011, Doug Hyun Han, Jun Won Hwang & Perry
F. Renshaw

subjects who met
criteria forInternet
video game
addiction &
healthy
comparison
subjects

IAG=21.5 years &
HC= 20.3 years

17-29 years of age
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IMivakag 5: Xopokmplotikd epotnuatoroyiov (Ovopa, Tpodmog Yopnynons, KAipoko

AmOKPIONG, OPOUOC EPMTNUATOV KOl VLIOKAUAK®V (S100TACEDY) EPOTNUOTOAOYIOV ava

épevva)

7=
Salienc
1-5=1 point e,
for Tolera
“Strongly nce,
disagree”, 2 Mood
The for modifi
measure “Disagree”, cation,
consisted of 3 for Relaps
factors “Neither e,
identified by agree nor Withdr
2018, Lemmens et disagree”, 4 awal,
Chulhwan al.to assess for “Agree”, Confli
Choi, Mary A. | game self- NR, propably Korean because | and 5 for ct and
Hums, and addiction in | administere | the participants were 12 to 18- | “Strongly Proble
Chul-Ho Bum | adolescents | d year-old adolescents agree”. 21 items m
Ten-ltem
Internet
2019, Socayna | Gaming
Moudiab and Disorder
Marcantonio Test (IGDT-
M. Spada 10) online English NR 10 items NR
2019, Jory 2=Eng
Deleuze, ageme
, Pierre 1 nt
Maurage (completely subscal
, Adriano The disagree) to e &
Schimmenti Addiction- 7(completel Addict
, Filip Nuyens | Engagement y agree) ion
, André Melzer | Questionnai (completely subscal
Joél Billieu re (AEQ) online French agree) 24 items e
2018, Yunlong
Tian, Chengfu | IGA
Yu, Shuang (Internet
Lin, Junming | gaming
Lu, Yi Liu, addiction) self- from1=
and Wei questionnair | administere never to 3 =
Zhang e d Chinese yes 11 items NR
Online
Gaming
Addiction
2019, NaHyun | Scale for
Kim, Jin Adolescents
Young Sung, developed
Joo Yeon by the
Park, In Deok Korea
Kong, Tonda Agency for
L. Hughesc, Digital self- 1="not at
Dae-Kwang Opportunity | administere all” to
Kim and d Korean 4=“always” | 20 items NR
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Promotion

(KADO)
(2006).
(1) never,
(2) rarely,

Game 3)

Addiction sometimes,

Scale (4) often,

(GAS), (5) very
2018, Céline short often, found | 7 items,
Bonnaire & version in found in
Darlen (Lemmens LEMMENS' | LEMMENS'
Baptista etal., 2009) | online French s article s article NR
2019, Orsolya
Kiraly
, Beéta Béthe,
Jano Ramos-
Diaz
, Afarin
Rahimi- Proble
Movaghar matic
, Katerina Online
Lukavska Gamin
, Ondfej g
Hrabec Questi
, Michal Problematic onnair
Miovsky Online e
, Joél Billieux Gaming (POG
, Jory Deleuze Questionnai Q)=6
, Filip Nuyens, re (social
Laurent Karila (POGQ)=1= isolatio
, Mark D. “never”, 5= | Problematic | n,
Griffiths “almost Online interpe
, Katalin always/alwa | Gaming rsonal
Nagygyorgy Problematic ys” & Ten- | Questionnai | conflic
, Rébert Urban | Online Item re ts,
, Marc N. Gaming Internet (POGQ)=18 | overus
Potenza, Questionnai Gaming items & e,
Daniel King, re (POGQ) Disorder Ten-Item withdr
Hans-Jirgen & Ten-ltem Test (IGDT- | Internet awal,
Rumpf, Internet 10)=0= Gaming immer
Natacha Gaming “never”; 1 = | Disorder sion,
Carragherand Disorder Hungarian, Iranian, English, “sometimes | Test (IGDT- | preocc
Zsolt Test (IGDT- French, Norwegian, Czechand | ;2= 10)=10 upatio
Demetrovics 10) online Peruvian “often” items n)
2018, Bruno
Schivinski, 1 (‘Never”),
Magdalena Internet 2 (‘Rarely’),
Brzozowska- Gaming 3
Wos, Erin M. Disorder (‘Sometime
Buchanan, Scale— s’), 4
Mark D. Short-Form (‘Often’),
Griffiths and (IGDS9-SF and 5
Halley M. or IGDS9- (‘Very
Pontes SF) online Polish often’). nine items NR
2018, Livia “not in the
Veselka,Roche past 3
Ile Wijesingha, | Social self- months”,
Scott T casino administere “about once
Leatherdale, gaming d both English and French per month”, | Threeitems | NR
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Nigel E Turner «2-3 times
and Tara per month”,
Elton-Marshall “about once
per week”,
“2-6 times
per week”,
“daily”
Game
addicti
on
Scale=
7
(withdr
awal,
salienc
€,
toleran
ce,
Game Game relapse
Game addiction addiction :
2018, Erkan addiction Scale & Scale=21 conflic
Baysak, Fatma | Scale & Game items & t,
Duygu Kaya Gan_1e_ addiction Game proble
Yertutanol, addiction Scale-short | addiction ms and
llker Dalgar, Scale-short form=5- Scale-short | mood
and Selcuk form point Likert | form=7 modifi
Candansayar online Turkish scale items cation)
“I
absolutely
don’t
agree,” 2 to
“I'don’t
agree,” 3 to 3=
“Tam the final Malfun
indecisive,” | draft=69 ctions,
Online 4t0“l items. After | Succes
2018, Giilsah Game agree,” and | factor S,
Basol and Addiction self- S5to“l analysis the | Econo
Abdullah Scale administere completely | OGAS=21 mic
Bedir Kaya (OGAS) d Turkish agree.” items Profit
Ten-ltem
2018, Yu- Internet
Chuan Chiu, Gaming 0 (never), 1
Yuan-Chien Disorder self- (sometimes)
Pan, and Yu- Test (IGDT- | administere ,and 2
Hsuan Lin 10) d Chinese (often). 10 items NR
self-
administere
d because it
is said that
at both
measuremen
ts,
adolescents
2018, Ina M. Internet completed a
Koning, Gaming computer-
Margot Disorder based NR, propably Dutch because it
Peeters, Catrin | Scale questionnair | is said that most participants
Finkenauer (Lemmens, | e atschool (82%) had a Dutch
and Regina J. Valkenburg, | during background (self and both
J. M. van den & Gentile, regular parents born in the
Eijnden 2015) school Netherlands). yes/no nine items NR
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hours.
Research
assistants

were present
to supervise
data

collection,
answer
student
questions,
and ensure
maximum
privacy.
CERV
2018, (Questionna
ManuelCastro- | ire of
Sanchez, Experiences
RaménChacon | Related to
-Cuberos, José | Video
LuisUbago- Games)
Jiménez, originally 1 = Never; 2
EdsonZafra- developed =
Santos, by self- Sometimes;
andFélixZurita | Chamarro et | administere 3 =Often; 4
-Ortega al. d Spanish = Always 17 items
Problem
Video Game
Playing
Questionnai
re (In
Polish:
2018, Kwestionari
AndrzejCudo, | usz a
Nataliakopis”, | Problemowe dichotomou
Pawet go self- s scale
StrozakandDar | Korzystania | administere (propably
iuszZapata z Gier) d Polish Yes-No) 9 items NR
internet
addiction
test (IAT),
but
2018, Min- participants
Kyeong Kim, | were
Young Hoon instructed to
Jung, evaluate
Sunghyon their
Kyeong, Yu- internet use,
Bin Shin, especially 1 (very
Eunjoo Kim on the basis | self- rarely) to 5
and Jae-Jin of internet administere (very
Kim game use d propably Korean frequently) 20 items NR
Internet
2018, Eunjin Game Use-
Kim, Hyeon Elicited
Woo Yim, Symptom
Hyunsuk Screen
Jeong, Sun- (IGUESS)
Jin Jo, Hae (The
Kook Lee, IGUESS is NR, propably Korean because
Hye Jung Son | aself- self- the study's participants were
and Hyun-ho reported administere | first-year students from 4 4-point
Han scale used d middle schools Likert 9 items NR
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to screen

symptoms
of IGD
based on the
fifth edition
of the
Diagnostic
and
Statistical
Manual of
Mental
Disorders
(DSM-5)
suggested
IGD
diagnostic
criteria)
1-5= Not At
All Agree”,
“Slightly
Agree”,
“Moderately
Agree”,
“Very
Agree”,”
Completely
Agree” &
“Not At All
Sure”,
“Slightly
Sure”,
“Moderately
Sure”,
“Very
Sure”, 24 items= 6
“Completel | items were
y Sure” & used to
“Never”, measure
“Hardly interpersona
Ever”, | relations, 4
“Sometimes | items were
” “Almost used to 4=
Always”, measure interpe
A “Always” & | self- rsonal
questionnair “Not At All | efficacy, 4 relatio
e was Important”, items were ns,
designed by “Slightly used to self-
Chongging Important”, | measure the | efficac
2018, Chen, Medical “Moderately | self-control, |y,
L., Liu, R,, University Important”, | and 10 self-
Zeng, H., Xu, and Jackson “Very items were control
X., Zhu, R,, State self- Important”, | used to &
Sharma, M., & | University administere “Extremely | measure the | expect
Zhao, Y. researchers | d Chinese Important”. | expectation | ation
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2018, PingSu
, ChengfuYu
, WeiZhang,

ShaLiu

’YangXuandSh
uangjuZhen

A

questionnair
e adapted
from prior
published
questionnair
es. For
example,
adolescents
were asked
to report the
degree of
engagement
in Internet
games
during the
past half
year, for
example,
“Do

you think
you would
like to
spend
increasing
timein
playing
online
games?”
and “Do
you go to
play online
games late
at

night
instead of
sleeping?”

self-
administere
d

Propapbly in chinese because
the sample adolescents

1 =never to
3=
frequently

16 items

NR

2018, Leeg, S.
Y., Lee, H. K.,
Bang, S. Y.,
Jeong, H.,
Yim, H.W.,, &
Kweon, Y. S.

IAT

self-
administere
d

Korean

1 (very
rarely) to 5
(very
frequently)

20 items

Nr

2018, Concetta
De Pasquale,
Carmela
Dinaro, and
Federica
Sciacca

IGD9-SF
(developed
by Orsolya
Kiraly and
Zsolt
Demetrovic
s, of the
Institute of
Psychology
Eotvos
Lorand
University,
and Halley
M. Pontes
and Mark D.
Griffiths, of
the
University
of

self-
administere
d

Italian

1 “never”,
2 “rarely”, 3
“sometimes
” 4 “often”,
5 “very
often”.

9 items

NR
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Nottingham
)

2018, Zurita-
Ortega, F.,
Chacdn-
Cuberos, R., Questionnai 1 = Hardly
Castro- re of ever; 2 =
Sanchez, M., Experiences Sometimes;
Gutiérrez- Related to 3 = Quite
Vela, F. L., Video self- often; 4 =
&Gonzélez- games administere Almost
Valero, G. (QERV) d Spanish always 17 items NR
2018,
Sunyoung
Park
, Hyera Ryu
, Ji-Yoon Lee
, Aruem Choi
, Dai-Jin Kim
, Sung Nyun
Kim
* Young’s self-
and Jung-Seok | IAT (Y- administere
Choi IAT) d Korean 1to5 20 items NR
Internet
Gaming
Disorder
Scale—
Short-Form
(IGDS9-
SF)=(1) Internet
never to (5) | Gaming
very often, Disorder
Internet Scale—
Gaming Short-Form
Internet Disorder (IGDS9-
Gaming Scale SF)=9
Disorder (IGDS)=0) items,
Scale— never to (5) | Internet
Short-Form every day or | Gaming
(IGDS9- almost Disorder
SF), Internet every day, Scale
2018, Cuneyt Gaming & Young's (IGDS)=9
Evren Disorder Internet items &
, Ercan Scale Addiction Young's
Dalbudak, (IGDS) & Test - Short | Internet
Merve Topcu Young's Form Addiction
, Nilay Kutlu Internet (YIAT- Test - Short
, Addiction SF)=(1) Form
Bilge Evren Test - Short neverto (5) | (YIAT-
, Halley M. Form very SF)=12
Pontes (YIAT-SF) | online Turkish frequent items NR
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K-scale
modified the
wordings of
the K-scale
accordingly
(e.g., from
““My life is
boring and
not fun
without the
Internet’’ to
““My life is
boring and
not fun
without
video
games’’;
and from
““After I'm
done using
the Internet,
|

want to be
on the
Internet
again’’ to
““After Iam
done
2018, Angel playing
Yee-lam Li, video
Barbara games, |
Chuen-yee Lo | wantto play | self- Probably Chinese because the
and Cecilia video games | administere | samlpe consisted both of 15
Cheng again’’) d children and parents 5-point items NR
online
gamin
g
addicti
on &
high
engage
2018, 1 —strongly ment
Skatupova, K., agree to 4 — in
Blinka, L., & strongly online
Tapal, A. AEQ online Czech disagree 24 items games
2018, Kyoung
Doo Kang,
Tae Woon
Jung, Young’s
In Hui Park Internet self-
and Doug Addiction administere
Hyun Han Scale d Koreaan 1to5 20 items Nr
Game
Addiction 4-point
2018, Screening rating scale
Apisitwasana, | Test from “not at
N., Perngparn, | (GAST) self- all” to “yes”
U., & Caottler, developed administere (0-3
L. B. by d Thai and English points). 16 items NR
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Pornnoppad

ol etal
A modified
version of
2018, Yu-Bin the AT that
Shin, Jae-Jin replaced the
Kim, Min- term
Kyeong Kim, “Internet” in
Sunghyon the original
Kyeong version with
, Young terms such 1 (very
Hoon Jung, as “playing | self- rarely) to 5
Hyojung Eom, | internet administere (very
Eunjoo Kim games d Koreaan frequently) 20 items NR
4-point
2018, Game rating scale
Tanyawan Addiction from “not at
Kietglaiwansir | Screening each all” to “yes”
i & Weerasak | Test participant’s (0-3
Chonchaiya (GAST) parent Thai points). 16 items NR
Addict
Addiction- ion-
Engagement Engag
Questionnai ement
Addiction- re=1 Questi
Engagement (completely | Addiction- onnair
Questionnai disagree) to | Engagement | e=2
re (Charlton 7(completel | Questionnai | (Addic
2018, Jory & Danforth, yagree) &a | re=24items | tion
Deleuze, Jiang | 2007, 2010) questionnair | & a subscal
Long, Tie- &a e provided questionnair | e,
Qiao Liu, questionnair by Petry et= | e provided Engag
Pierre e provided NR by Petry ement
Maurage, & by Petry et (completely | et=nine subscal
Joél Billieux al. (2014). online French agree) items e)
2018, Ryu, H.,
Lee, J. Y., 1 (very
Choi, A, Park, | Y-IAT was self- rarely) to 5
S.,Kim, D.J., | developed administere (very
& Choi, J. S. by Young d Korean frequently) 20 items NR
1 (“strongly
disagree”),
2
(“disagree™)
, 3 (“neither
agree nor
Internet disagree”),
2018, Hawi, Gaming 4 (“agree”),
N. S., Samaha, | Disorder self- and 5
M., & Test (IGD- administere (“strongly
Griffiths, M. D | 20 Test) d English agree”). 20 items NR
2017, Nazmus a ‘no’
Saquib, response
Juliann was scored
Saquib, a validated asao,a
AbdulWaris scale on ‘yes’
Wahid, video game response
Abdulrahman | addiction was scored
Akmal (D. Gentile, asal,anda
Ahmed, 2009; D. A. | self- ‘sometimes’
Hamad Emad | Gentile et administere was scored
Dhuhayr, al., 2011). d NR maybe Arabic asa0.5. 11 items NR

74




Mohamed

Saddik
Zaghloul,
Mohammed
Ewid,
Abdulrahman
Al-Mazrou
Screener for
Screener for | Substance
Substance and
and Behavioural
Behavioural | Addictions
Addictions (SSBA)=15
(SSBA)=0 = | items which
None of the | resulted in
time, 1 =A | four items
little of the identified
time, 2 = using
Some of the | principal
Screener for time, 3 = component
Substance Most of the | and
and time, and 4 confirmator
2018, Behavioural = All of the | y factor
Magdalen G. Addictions time) & analyses &
Schluter, (SSBA) & Game Game
David C. Game Addiction Addiction
Hodgins, Jody | Addiction Inventory Inventory
Wolfe, Inventory for Adults for Adults
T. Cameron for Adults (GAIA)=N (GAIA)=N
Wwild (GAIA) online English R R NR
2018,
ELFRIDKRO
SSBAKKEN,
TORBJZRNT
ORSHEIM,
RUNEAUNE
MENTZONI,
DANIELLUK | a
EKING, Norwegian
BJZRNBJOR | translation
VATN, of the nine “completely
INGJERDME | criteria disagree”
ENLORVIKan | proposed for | self- 1) to
dSTALEPAL | IGD found | administere “completely
LESEN1 in DSM-5 d Norwegian agree” (5). nine items NR
1
(“Strongly
disagree”),
2017, Paik, S. 2
H., Choi, M. (“Disagree”
R., Kwak, S. ),3
M., Bang, S. (“Neither
H., Chun, J. agree or
W., Kim, J. Y., disagree™),
Choi, J., Cho, 4 (“Agree”),
H., Jeong, J. self- and 5
E., & Kim, D. administere (“Strongly
J IGD-20 Test | d NR maybe Korean agree”). 20 items NR
nine
2017, Paik, S. diagnostic
H., Cho, H., criteria 1: Yes, 2:
Chun, J. W., guestions online Korean No nine items NR
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Jeong, J. E., & | for IGD
Kim, D.J according to
the DSM-5
2017, King, D.
L., Herd, M.,
& Delfabbro, IGD criteria “no” and
P. H. checklist online English “yes.” 9 items NR
Proble
matic
A Online
A questionnair | Gamin
2017, JORY questionnair | e g
DELEUZE, e elaborated Questi
FILIP A elaborated by Petry et onnair
NUYENS, questionnair by Petry et al. e
LUCIEN e al. (2014)= | (2014)=nine | (POG
ROCHAT, elaborated yes” or “no” | items Q)=six
STEPHANE by Petry et +Problemati | +Problemati | facets
ROTHEN, al. (2014) ¢ Online ¢ Online of
PIERRE +Problemati Gaming Gaming proble
MAURAGE ¢ Online Questionnai | Questionnai | matic
and Gaming self- re re online
JOEL Questionnai | administere (POGQ)=N | (POGQ)=18 | gamin
BILLIEUX re (POGQ) d French R items g
‘Never’,
‘Sometimes
> or ‘Often’
Answers
2017, were
OrsolyaKiraly, | Ten-ltem dichotomize
DénesToth, Internet d to match
RoébertUrban, | Gaming the yes/no
ZsoltDemetrov | Disorder format of
ics, Test (IGDT- the 10
AnikoMaraz 10) online NR maybe Hungarian DSM-5 items NR
six
underl
ying
dimens
ions of
proble
matic
gamin
g (i.e.
preocc
upatio
nl
overus
€,
immer
sion,
social
isolatio
n,
2017, Daniela interpe
Sincek, rsonal
Jasmina Problematic conflic
Tomasiill Online self- NR maybe Croatian because ts and
Humer & Gaming administere | the sample of the study were 1=never, withdr
Ilvana Duvnjak | (POGQ) d children and adolescents 5=always 12 items awal).
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zero points

for not at
2018, JoSJ, Internet all, one for
YimHW, Game Use- occasionally
LeeHK, Elicited , two for
LeeHC, Symptom self- frequently
ChoiJS&Baek | Screen administere and three
KY (IGUESS) d Korean for always nine items NR
2018, Wang
HR,ChoH & | the IGD-9 “yes” or
Kim DJ scale online NR propably Korean “no”, 9 items NR
Diagnostic
questionnair
es for video
games,
mobile
phone or
internet
addiction propably
2018, (DQVMIA), yes-no
VegaGonzalez | an because the
-Bueso, JuanJ. | instrument Gambling
Santamaria,1, is based on Disorder
DanielFernand | the Diagnostic
ez, Gambling Questionnai
LauraMerino, Disorder re by
ElenaMontero, | Diagnostic Stinchfield
Susanaliméne | Questionnai on which
z-Murcia, re adapted the current
AmparodelPin | to the DSM- research is
o- 5 criteria for | self- based had a
Gutiérrezand) | video games | administere yes-no
oanRibas addiction. d Spanish answer 15 items NR
Internet
Gaming
Disorder
Scale (IGD)
(Lemmens,
2018, Valkenburg,
Stockdale L & | & Gentile,
Coyne SM 2015). online English yes or no nine items NR
The Italian
version of
the nine-
item
2017, Lucia Internet
Monacis & Gaming
Valeria de Disorder
Palo & Mark Scale-Short | self- m 1 (never)
D. Griffiths & | Form administere to 5 (very
Maria Sinatra | (IGDS9-SF) | d Italian often) 9 items NR
Internet
2017, Gaming
Wartberg L, Disorder phone-
Kriston L & Scale administere 0="no,”
Kammerl R (IGDS) d German 1="‘‘yes’ nine items NR
Game
Addiction 1
2017, Céline Scale for self- (“never”) to
Bonnaire & Adolescents | administere 5 (“very
Olivier Phan (GAS) d French often”) sevenitems | NR
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The online

gaming
addiction
scale which
was
modified
from the
Revised
Chinese
Internet
Addiction
Scale
(CIAS)
(Chenetal., 2=Cor
2003) to e
measure the 1 (almost Sympt
degree of always oms
online untrue of and
2017, Hu, J., gaming you) to 4 Relate
Zhen, S., Yu, addiction self- (almost d
C., Zhang, Q., | tendencyin | administere always true Proble
& Zhang, W. participants. | d Chinese of you). 26 items ms
6 core
feature
s
=salien
ce,
mood
modifi
cation,
toleran
ce,
withdr
awal,
Problem relapse
Video Game “1 =Never” and
2017, Playing Test to “5= conflic
Panagiotidi M | (PVGT) online NR maybe English Always” 20 items t
Cuestionari
2018, Ramon ode
Chacon Experiencia
Cuberos; Félix | s
Zurita Ortega; | Relacionada
Manuel Castro | s con
Sanchez; Videojuegos
Tamara Espejo | CERV
Garcés; [Questionna
Asuncién ire of
Martinez Experiences 1 (Almost
Martinez, related to self- Never) to 4
Gerardo Ruiz- | Videogames | administere (Almost
Rico Ruiz ] d Spanish always). 17 items NR
2017, 5=prob
Eduardol. lematic
Pedrero-Pérez; use of
José Interne
MariaRuiz- t,
Sanchezdel ed Video
n; GloriaRojo- Games
Mota; Marcos ,
Llanero- MULTICA Mobile
Luque; GE-TIC online Spanish Yes/No 20 items Phones
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JaraPedrero- ,
Aguilar; Instant
SaraMorales- Messa
Alonso; ging
CarmenPuerta- and
Garcia Sacial
Netwo
rks
2017, Park, S.
M., Lee, J. Y.,
Kim, Y. J.,
Lee, J. Y.,
Jung, H. Y., 1 (very
Sohn, B. K., Internet self- rarely) to 5
Kim, D.J., & | Addiction administere (very
Choi, J. S. Test (IAT) d Korean frequently) 20 items NR
2017, Deng, L.
Y., Liu, L.,
Xia, C. C,, problematic 1 (totally
Lan, J., Zhang, | online game | self- disagree) to
J. T., & Fang, use scale administere 5 (totally
X. Y. (POGUS) d Chinese agree) 20 items NR
1 =strongly
disagree,
2=
disagree, 3
= neither
agree nor
disagree, 4
2017, Hawi self- =agree, 5=
NS & Samaha | IGD-20 administere strongly
M. Test d NR agree 20 items NR
2017,
Wartberg L,
Kriston L, Internet
Kramer M, Gaming
Schwedler A, Disorder Interviewer-
Lincoln TM, Scale administere 0="‘no”,
Kammerl R (IGDS) d German 1="yes” 9 items NR
2017,
Euihyeon the IGD
Na,Hyeseon scale
Lee, Inyoung according to
Choi & Dai- DSM-5
Jin Kim. criteria online Korean Yes-No 9 items NR
The nine
symptoms
of IGD
listed in the
fifth edition
of the
Diagnostic
and
Statistical
Manual of
Mental
Disorders
2017, Wu, A. (DSM-5;
M., Lai, M. H., | APA, 2013)
Yu, S., Lau, J. | were used to
T., & Lei, M. evaluate 0=no,
W. participants’ | online Chinese 1 =yes nine items NR
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IGD
severity.
1 (“Never”),
2017, Arcelus, 2
J., Bouman, (“Rarely”),
W. P., Jones, 3
B. A, Internet (“Sometime
Richards, C., Gaming s”), 4
Jimenez- Disorder (“Often™),
Murcia, S., & Scale — self- and 5
Griffiths, M. Short-Form | administere (“Very
D. (IGDS9-SF) | d English Often”) nine items NR
Personal
Internet a
2017, Pearcy Gaming single
BT, McEvoy Disorder never (1) to factor
PM & Roberts | Evaluation very often structu
LD (PIE-9) online English (5) 9 item re
2016, Lim, J.
A., Lee, J. Y.,
Jung, H. Y., 1 indicates
Sohn, B. K., “very
Choi, S. W., Young rarely” and
Kim, Y. J., Internet self- 5 indicates
Kim, D. J., & Addiction administere “very
Choi, J. S test (1AT) d Korean frequently.” | 20 items NR
6=0ccu
pation,
excessi
Ve use,
degree
of
immer
sionin
the
virtual
reality
of the
game,
social
isolatio
Problematic n,
Online interpe
2016, Gaming rsonal
Weinstein, A., | Questionnai conflic
Abu, H. B., re (POGQ) ts, and
Timor, A, & — Short 1 “never” to regress
Mama, Y. Form online NR 5 “always.” | 12 items ion
Chinese
version of
the Online
Game 1
Cognitive (strongly
2016, Li H, Addiction self- disagree) to four
Zou Y, Wang | Scale administere 5 (strongly subscal
J& Yang X (OGCAS) d Chinese agree) 16 items es
2016, Gaming Gaming Gaming
Monacis, L., Addiction Addiction Addiction
Palo, V., Scale Scale Scale
Griffiths, M. (GAS)- self- (GAS)- (GAS)-
D., & Sinatra, Short-Form | administere Short- Short-
M & Internet d Italian Form=1 Form= NR
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Gaming (never)to 5 | seven items

Disorder (very & Internet

Scale — often)& Gaming

Short-Form Internet Disorder

(IGDS9-SF) Gaming Scale —
Disorder Short-Form
Scale — (IGDS9-
Short-Form | SF)=nine
(IGDS9- items
SF)=1
(never) to 5
(very often).

Online

Gaming

Addiction

Scale for

Adolescents

developed

by the

Korean

Agency for

2016, Kim N, Digital

Hughes TL, Opportunity 1="“not at

Park CG, and self- all”’ to

QuinnL & Promotion administere 4="‘always’

Kong ID (KADO). d Korean ’ 20 items NR
7=
salienc
el
toleran
ce,
mood
modifi
cation,
relapse
withdr
awal,
conflic
t, and

2017, Forrest proble

CJ, King DL The Game ms

& Delfabbro Addiction ‘never’ to caused

PH Scale (GAS) | online NR propably English ‘very often” | 21 items by play
6=
preocc
upatio
nl
overus
€,
immer
sion,
social

2017, isolatio

SmohaiM1, n,

UrbanR, 5- interpe

GriffithsMD, Problematic NR propably Hungarian point Likert rsonal

KiralyO, Online because sample come from 47 | scale conflic

MirnicsZ, Gaming schools from 33 different “never” to ts and

VarghaA&De | Questionnai cities and villages across “always/alm withdr

metrovicsZ re (POGQ) online Hungary ost always” | 18 items awal
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Individual
indicators
an indicator could be
checklist to either not be
measure endorsed
Internet (coded 0) or
2016, Andrew | Gaming endorsed
K. Przybylski Disorder online NR (coded 1) NR NR
Internet
Gaming
2016, Jeromin | Disorder
F, Rief W & Questionnai 0(no) and
Barke A. re (IGDQ) online German 1(yes nine items NR
2016,
Subramaniam
M, Chua BY,
Abdin E, Pang
S, Satghare P, The 9-item
Vaingankar Internet
JA, Verma S, Gaming
Ong SH, Picco | Disorder
L & Chong Questionnai
SA. re online English Yes/No 9 items NR
two
subscal
es:
avoida
nce
and
psycho
the logical
Questionnai depend
re of ence,
Experiences and
Related to negativ
2016, Garcia- | Video self- Likert e
Oliva, C., & Games administere responses of conseq
Pigueras, J. A. | (CERV) d Spanish 1-4 points 17 items uences.
the
items
of
AICA-
S are
closely
related
to
those
recentl
y
publish
ed
within
the
DSM-
5,
Assessment coveri
2017, Dreier for Internet ng
M, Wolfling and preocc
K, Duven E, Computer upatio
Giralt S, Game self- n,
Beutel ME & Addiction administere toleran
Miiller KW (AICA-S) d German NR 14 items ce, loss
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of
control
withdr
awal
etc.
2016, Rikkers, | ascale
W., Lawrence, | drawn from
D., Hafekost, the EU Kids
J., & Zubrick, Online
S.R. Survey online English Table 1 10 items NR
2016, Yasser
Khazaal,Anne
Chatton,
Stephane
Rothen, 1 =never,
Sophia Achab, 2 =rarely,
Gabriel 3 =sometim
Thorens, Game es,
Daniele addiction self- 4 = often,
Zullino, and scale (GAS) | administere and 5 =very
Gerhard Gmel | short form d French and German often 7 items NR
Personal
Internet
Gaming
Disorder
Evaluation
(PIE-9)=
from never
(1) to
very often Personal
(5), Internet
Problemati | Gaming
c Disorder
Videogame | Evaluation
Playing (PIE-9)=9
Personal scale items,
Internet (PVP)=Yes | Problemati
Gaming or No, c
Disorder Gaming Videogame
Evaluation Addiction Playing
(PIE-9), Scale=Neve | scale
Problematic r(l) - (PVP)=9
Videogame Very items,
Playing often(5) & | Gaming
scale (PVP), IGD-20 Addiction
Gaming (Internet Scale=7
Addiction Gaming items
Scale & Disorder &I1GD-20
2016, Pearcy IGD-20 scale)=Stro | (Internet
BT, Roberts (Internet ngly Gaming
LD & Gaming disagree(1) | Disorder
Peter M Disorder — Strongly scale)=20
McEvoy scale) online NR poropably English agree(5) item
Video Game VAT=f
Addiction Video Game | ive
Test Addiction structu
(VAT)=0, Test re
Video Game never; 1, (VAT)=14 | factors
2016, Lemos Addiction self- seldom; 2, items & (loss of
IL, Cardoso A | Test (VAT) | administere sometimes; GAS=21 control
& Sougey EB & GAS d Brazilian 3, often; and | items ,
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4, very often conflic
& GAS=(1) t,
never; (2) preocc
rarely; (3) a upatio
few times; n/salie
(4) often; nce,
and (5) very coping
often / mood
modifi
cation
and
withdr
awal)
&
GAS=s
even
factors
(salien
ce,
toleran
ce,
mood
modifi
cation,
relapse
withdr
awal,
conflic
tand
proble
ms).
CERV
CERV=4- =2
point Likert- (Psych
type scale & ologica
obsessive |
passion depend
subscale=7- ency
point Likert and
scale evasio
ranging CERV=17 | nand
from items & Negati
CERV & completely | obsessive ve
2016, Bertran | obsessive disagree to passion conseq
El& passion completely | subscale=si | uences
Chamarro A. subscale online Spanish agree X items )
1
(““Never”’),
2
(“‘Rarely”’),
3
(““Sometime
V), 4
(““Often””),
2016, Pontes self- and 5
HM & IGDS9- administere (“Very
Griffiths MD SF d Portuguese Often”’). nine items NR
Online 1 ="not at 3=(1)
2016, Kim, N., | Game self- all” to game-
Hughes, T. L., | Addiction administere 4 =“always oriente
Park, C. G, Scale for d Korean ” 20 items d life,
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Quinn, L., & Adolescents (2) loss
Kong, I. D. , Which was of
developed toleran
by the ce and
Korean control
Agency for and (3)
Digital withdr
Opportunity awal
and and
Promotion affecti
(KADO) ve
experie
nce
Young's
Internet
Addiction
Test (IAT).
2016, Park, In this
M., Choi, J. S., | study, a
Park, S. M., modified
Lee, J. Y., IAT made 1 indicates
Jung, H. Y., for “very
Sohn, B. K,, assessing rarely” and
Kim, S. N, Internet self- 5 indicates
Kim, D. J., & games was administere “very
Kwon, J. S. used d Korean frequently.” | 20 items NR
Items
referre
dto
preocc
upatio
nl
withdr
awal,
loss of
control
escape,
and
negativ
e
conseq
uences,
which
are
known
to
represe
nt core
compo
nents
of
proble
matic
2015, gamin
Gainsbury, Problematic g
S.M,, King, Social (King,
D.L., Russell, Casino Haags
AM.T., Game Use ma et
Delfabbro, P. Screen al.,
& Hing, N. (PSCGS) online English yes/no 5 items 2013).
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Behavioral BAM-
Addiction VG=3
Measure— subscal
Video es (a)
Gaming Impair
(BAM- ed
VG)= Contro
yes/no & 1, (b)
IGD-20=1 Signifi
(“strongly cant
disagree™), Behavioral Negati
2 Addiction ve
(“disagree”) | Measure— Conse
Behavioral , 3 (“neither | Video guence
Addiction agree nor Gaming sor
Measure— disagree™), (BAM- Proble
2015, James L. | Video 4 (“agree”), | VG)=19 ms,
Sanders and Gaming and 5 items & and (c)
Robert J. (BAM-VG) (“strongly IGD-20=20 | Other
Williams & IGD-20 online English and French agree”). items Issues.
Chen
Internet
Addiction
Scale for
IGA (CIAS-
IGA). The
IGA scale
was
modified
from the
Chen
Internet
Addiction
Scale
(CIAS) To
assess one’s
tendency of
IGA each
statement of
2015, Jo Yung | the CIAS on
Wei Wu, Internet use
Huei-Chen was from
Ko, Tsui-Yin | changed to rarely/ never
Wong, Li-An pertain to self- 1) to
Wu and Tian Internet administere almost
Po Oei gaming use. | d NR maybe Mandarin always (4). 26 items NR
The
short
version
of
the
GAS
scale
contain
ed one
2015, NIKO item
MANNIKKO, “never” (1), for
JOEL “rarely”, each of
BILLIEUX “sometimes the
and MARIA Gaming ” “often”, seven
KAARIAINE | Addiction or “very criteria
N Scale (GAS) | online Finnish often” (5) 7 items verifie
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das

core
factors
of
digital
game
addicti
on
(salien
ce,
toleran
ce,
mood
modifi
cation,
withdr
awal,
relapse
conflic
tand
proble
ms).
2=onli
ne
gamin
g
addicti
on and
high
engage
Addiction- 1 —strongly ment
2016, Engagement disagree; 4 in
Skafupova, K., | Questionnai — strongly online
& Blinka, L. re (AEQ) online NR agree 24 items games
1 indicates
2017, Han Young “very
DH, Kim SM, Internet rarely” and
Bae S, Addiction self- 5 indicates
Renshaw PF & | Scale administere “very
Anderson JS (YIAS) d Korean frequently.” | 20 items NR
“never” (1),
“rarely”,
“sometimes
” “often”,
2015, Birgit a modified or “very
Braun, version of often” (5)
Johannes the game Sometimes
Kornhuber & | addiction Often
Bernd Lenz scale (GAS) | online NR Very often 7 items NR
C-VAT C-VAT20 |11
2.0=3 open | =three Criteri
questions, questions a=Preo
11 yes-or-no | about ccupati
questions gaming, 11 | on,
&Video questions Withdr
game about past- | awal
2017, van C-VAT 2.0 Addiction year gaming | sympto
Rooij AJ, & Video Test disorder ms,
Schoenmakers | game clinician- (VAT)=fro | symptoms& | Tolera
TM &vande | Addiction administere m ‘never’ Video game | nce/
Mheen D Test (VAT) | d Dutch (score 0), Addiction loss of
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seldom (1), | Test control
sometimes (VAT)=14 ,
(2), to items Attem
‘often’ (3) pts to
and ‘very stop,
often’ (4). Loss of
interest
S,
Contin
uation
despite
of
proble
ms,
Lying
about
use,
Mood
modifi
cation,
Proble
ms
(work/
social),
Cravin
9,
Proble
ms
with
health
2015,
Stéphanie ESCAPAD
Baggio, Marc =NR
Dupuis, maybe self-
Joseph Studer, administere
Stanislas d,
Spilka, Jean- ado@intern 1 =never,
Bernard et.ch= 2 =rarely,
Daeppen, online & C- 3 =sometim
Olivier Simon, SURF=NR es,
André Game maybe self- 4 = often,
Berchtold & Addiction administere and 5 =very
Gerhard Gmel | Scale (GAS) | d French and Swiss often sevenitems | NR
2016, Jin C, 1 (Rarely)
Zhang T, Cai to5
C,BiY,LiY, | internet self- (always)
Yu D, Zhang addiction administere response or
M & Yuan K | test (IAT) d? Chinese 0 (never) 20 items NR
Six
subscal
es:
Korean daily
Internet life
Addiction disturb
Proneness ance,
Scale (the disturb
K-scale) ance of
2015, Chun, J. | developed reality
W., Choi, J., by the South testing,
Cho, H., Lee, Korean self- 1: Not at all automa
S. K., & Kim, government | administere to 4: tic
D.J. in 2002. d Korean Always 15 items addicti
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ve
though
ts,
virtual
interpe
rsonal
relatio
nships,
deviant
behavi
or and
toleran
ce

2015,
Eichenbaum
A, Kattner F,
Bradford D,
Gentile DA &
Green CS

three
versions of
the IGD
questionnair
e were used
during the
data
collection
period. All
three
versions
were either
based
directly on
Gentile’s
IGD scale
(Fall 2012)
or were
evolutions
of that scale

self-
administere
d

English

‘yes’’ being
coded as 1,
‘‘sometimes
>’ being
coded as
0.5, and
both “‘no”’
and ‘‘don’t
know’’
responses
coded as 0

NR

Questi
ons on
the
scales
include
d items
related
to
preocc
upatio
n
and/or
persist
ent
though
ts
about
video
games,
an
inabilit
yto
stop
playin
g video
games,
and
negativ
e life
events
associa
ted
with
video
gamin
g
(dama
ged
relatio
nships,
proble
ms
with
school
work,
sleepin
g
proble
ms).
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2017, Spada
MM & Caselli
G

Metacogniti
ons about
Online
Gaming
Scale
(MOGS)

online

Italian

4-point
Likert-type
scale (“Do
not agree”,
“Agree
slightly”,
“Agree
moderately”
, “Agree
very
much”).

20 items

The
items
selecte
das
positiv
e
metaco
gnition
s about
online
gamin
g
concer
ned the
usefuln
ess of
online
gamin
gin:
(1)
control
ling
cogniti
on
(“onlin
e
gamin
g stops
my
worry”
); and
2
control
ling
emotio
n
(“onlin
e
gamin
g
reduce
smy
anxiou
s feel-
ings”).
The
items
selecte
das
negativ
e
metaco
gnition
s about
online
gam-
ing
concer
ned:
(1) the
uncont
rollabil
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ity of
online
gamin
g (“I
cannot
control
my
online
gamin
g”);
and (2)
the
danger
s of
online
gamin
g
(“thou
ghts
about
online
gamin
interfer
e with
my
functio
ning”).
An adapted
version of
the
‘“Asheron’s
call”
questionnair
2015,Lehenba | e in which, =
uer-BaumM, the words ‘“addic
KlapsA, ‘“‘Asheron’s tion”’
KovacovskyZ, | Call”” were and
WitzmannK, changed to “‘enga
ZahlbrucknerR | ““World of gement
&StetinaBU Warcraft.” online German NR NR )
2015, Coéffec, | The PUVG
A., Romo, L., (problemati
Cheze, N., c use of
Riazuelo, H., video
Plantey, S., games) self-
Kotbagi, G., & | questionnair | administere
Kern, L e d French NR NR NR
2017, Zhang,
J.T. Yao, Y.
W., Li, C. S,,
Zang, Y. F., Chen
Shen, Z. J., Internet
Liu, L., Wang, | Addiction
L. J, Liu, B., Scale 4-point
&Fang, X. Y. | (CIAS) online Chinese Likert scale | 26 items NR
2015, Kiraly, It
0., Urban, R., Problematic 5-point assesse
Griffiths, M. Online Likert scale s6
D., Agoston, Gaming (from dimens
. Questionnai “never” to ions of
Nagygyorgy, re (POGQ) online NR propably Hungarian “always”) 18 items proble
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K., Kokdnyei, matic
G, gamin
&Demetrovics g,

V2. namely
preocc
upatio
n,
overus
€,
immer
sion,
social
isolatio
n,
interpe
rsonal
conflic
ts, and
withdr
awal.

2015, runborg,

G. S., Hanss, GAS (game | online or

D., Mentzoni, | addiction self- 1=“never”

R.A, & scale for administere to 5="“very

Pallesen, S. adolescents) | d Norwegian often.” 7 items NR
7=
salienc
el
toleran
ce,
mood
modifi
cation,
relapse
withdr
awal,
conflic
t, and
proble
ms

Game 5-point caused
Addiction Likert scale by

2016, Forrest Scale (GAS) ranging their

CJ, King DL by from ‘never’ video

& Delfabbro Lemmens et to ‘very gamin

PH al., 2009 online English often’ 21 items g

modified

2015, Wang, Diagnostic

Y. Yin, Y., Questionnai

Sun, Y. W., re for

Zhou, Y., Internet

Chen, X., Addiction

Ding, W. N, (i.e., the

Wang, W., Li, | YDQ) self- NR propably chinese because

W., Xu, J. R, criteria by administere | the participants were from 14

&Du, Y. S. Beard d? to 17 years old NR NR NR
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question

1=Never,
almost
never,
1-2 times/
month,
2-4 times/
month,
2-3 times/
week,
4 times or
more/week
Question 2
=No time,
1-2 h/day,
2-3 h/day,
4-5 h/day,
More than 6
h/day,
Questions
2-
15=Disagre
e,
Somewhat
disagree,
Neither
2015, SOFIA agree nor
VADLIN, Gaming disagree,
CECILIA Addiction Somewhat
ASLUND and | ldentificatio | self- agree,
KENT W. n Test administere Completely
NILSSON (GAIT) d Swedish agree 15 items NR
8=
Preocc
upatio
n
Withdr
awal
Tolera
nce
Reduc
e/stop
Contin
ue
despite
proble
ms
Give
up
other
1 = strongly activiti
the Video disagree, 2 es
2015, Florian Game = some- Escape
Rehbein, Dependency what advers
Soren Kliem, Scale disagree, 3 e
Dirk Baier, (abbreviated = somewhat moods
Thomas MoRle | as CSAS for | self- agree, 4 = Deceiv
& Nancy M. the German | administere strongly e/cover
Petry version ) d German agree 18 items up
2015, Coyne questions Interviewer- yes,” “no,”
SM, Dyer WJ, | taken froma | administere and
Densley R, national d English “sometimes” | 11 items NR
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Money NM, video
Day RD & gaming
Harper IM study
regarding
various
aspects and
impacts of
their video
gaming
habits.
dichotomou
s=no (0) or
yes (1) &
polytomous 9=
= (0) never, preocc
(1) one to upatio
four times n,
in the last toleran
year, (2) ce,
five to 11 withdr
times in the awal,
last year, (3) persist
about once ence,
to three escape,
times a proble
month, (4) ms,
once or decepti
2015, Jeroen more a on,
S. Lemmens, week, and displac
Patti M. The Internet (5) every ement,
Valkenburg Gaming day or and
and Douglas Disorder almost 27 items conflic
A. Genti Scale online Dutch every day and9items |t
The
IGD-
20 Test
incorp
orated
the
theoret
ical
frame
work
of the
compo
nents
model
of
addicti
1 on
(“Strongly (i.e.,
disagree™), salienc
2 e,
(“Disagree” mood
), 3 modifi
(“Neither cation,
2014, Pontes, agree or toleran
H. M., Kirély, disagree”), ce,
0., 4 (“Agree”), withdr
Demetrovics, and 5 awal
Z., & Griffiths, (“Strongly sympto
M. D. IGD-20 Test | online English agree”). 20 items ms,
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conflic

tand
relapse
)
7=
salienc
€,
toleran
ce,
mood
modifi
cation,
relapse
withdr
awal,
conflic
t, and
proble
ms
2016, Henchoz caused
Y, Studer J, 1, never; 2, by
Deline S, rarely; 3, their
N'Goran AA, Game self- sometimes; video
Baggio S & Addiction administere 4, often; or gamin
Gmel G Scale (GAS) | d German or French 5, very often | 7 items g
2013, Hull, D. never
C., Williams, (coded as
G A& The Game 1)to very seven
Griffiths, M. Addiction often (coded subscal
D. Scale (GAS) | online English as 5) 21 items es
Scale for the
Assessment
of Internet
2015, Muller and
KW, Janikian Computer
M, Dreier M, game in 5-point
Wolfling K, Addiction— Likert-type
Beutel ME, Gaming NR Propably in each european | scales and
Tzavara C, Module self- language because the sample in
Richardson C | (AICA-S- administere | consisted of children and dichotomou
& Tsitsika A. gaming ) d adolescents s format 13 items NR
2014, Susana The
Jiménez- test
Murcia, incorp
Fernando orates
Fernandez- four
Aranda, factors
Roser that
Granero, make
Mariano up the
Choliz, princip
Melania La al
Verde, charact
Eugenio eristics
Aguglia, Video game of
Maria S. dependency depend
Signorelli, test (Test de ence:
Gustavo M. Dependenci withdr
S4, Neus ade self- awal,to
Aymami, Videojuegos | administere lerance
Ménica —VDT) d Spanish NR 25 item ,
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GOmez-Pefia, proble
Amparo del ms
Pino- caused
Gutiérrez, by
Laura excessi
Moragas, Ana Ve use,
B. Fagundo, and
Sarah lack of
Sauchelli, control
José A.
Fernandez-
Formoso and
José M.
Menchon
0 (never), 1
(almost
2014, Michael never), 2
Scharkow, (sometimes)
Ruth Festl & Interviewer- , 3 (often)
Thorsten GAS short | administere and 4 (very
Quandt version d German often). seven items | NR
2014, Ding,
W. N., Sun, J.
H., Sun, Y.
W., Chen, X.,
Zhou, Y., Chen
Zhuang, Z. G., | Internet
Li, L., Zhang, Addiction self-
Y., Xu,J. R, Scale administere 4-point
&Duy,Y.S. (CIAS) d Chinese Likert scale | 26 items NR
3=
perceiv
ed
2014, Bjern E proble
Holstein, Trine ms
Pagh related
Pedersen, Measureme to
Pernille nt of 1. Strongly compu
Bendtsen, perceived agree ter
Katrine Rich problems 2. Partly gamin
Madsen, related to agree g,
Charlotte computer- 3. consol
Riebeling gaming, Neither/nor e-
Meilstrup, console- 4. Partly gamin
Line Nielsen gaming, and | self- Propably Danish because the disagree g, and
and Mette internet administere | sample 11-, 13-, and 15-year 5. Strongly interne
Rasmussen use d old students disagree nine items t use
The
Passio
n
Scale=
2
subscal
es
2014, Hector (harmo
Fuster, nious
Andre’s passio
Chamarro, obsessive n&
Xavier passion obsessi
Carbonell and | subscale of ve
Robert J. the Passion 7-point passio
Vallerand Scale online Spanish Likert scale | six items n)
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2013, Vincent
Busch

, Henk F Van
Stel,

Johannes RJ
de Leeuw

Augustinus JP
Schrijvers and

Videogame
Addiction
Test
(VAT)

self-
administere
d

Dutch

0, never; 1,
seldom; 2,
sometimes;
3, often; and
4, very often

14 items

NR

2014, Olivia
Metcalf and
Kristen
Pammer

The
Addiction-
Engagement
Questionnai
re (AEQ)

self-
administere
d

maybe English

1
(completely
disagree) to
7(completel
y agree)
(completely
agree)

24 items

The
Addict
ionEng
ageme
nt
Questi
onnair

e
(AEQ)
two
scales:
addicti
on,
which
compri
ses 12
items
pertain
ing to
behavi
oral
salienc
el
withdr
awal,
cravin
g, and
conseq
uences
;and
engage
ment,
which
compri
ses 12
items
pertain
ing to
cogniti
ve
salienc
e and
toleran
ce.

2013, Olivia
Metcalf &
Kristen
Pammer

The
Addiction-
Engagement
Questionnai
re (AEQ)

self-
administere
d

propably English

1 (strongly
disagree) to
7(strongly
agree)
(completely
agree)

24 items

online
gamin
g
addicti
on &
high
engage
ment
in
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online
games
a modified
version of
Problem
2013, Mazurek | Video Game | self-
MO & Playing Test | administere 1 (Never) to
Engelhardt CR | (PVGT) d English 4 (Always) 19 items NR
2013,
Andreassen
CS, Griffiths
MD, Gjertsen | Game
SR, Addiction
Krosshakken Scale for self- never (1) to
E, Kvam S, Adolescents | administere very often
Pallesen S. (GASA) d NR maybe Norwegian (5) sevenitems | NR
an adapted
from
Young’s
(1998, 2004,
2009;
Young &
Rogers,
1998)
commonly
used
Internet
Addiction
2013, Test (IAT).
Snodgrass JG, | (WoW-
Dengah HJ Specific from 1
2nd, Lacy MG | Problematic =Never to
& Fagan J. Play Scale) | online NR maybe English 5=Always 19 items NR
six
dimens
ions of
proble
matic
use
(preoc
cupatio
nl
overus
2013, Pépay, e,
0., Urban, R., immer
Griffiths, M. sion,
D., social
Nagygyorgy, isolatio
K., Farkas, J., n,
Kokonyei, G., (1)Never, interpe
Felvinczi, K., (2) Seldom, rsonal
Oléh, A, 3) conflic
Elekes, Z., & self- NR maybe Hungarian because | Occasionall ts, and
Demetrovics, administere | the sample consisted of y, (4) Often, withdr
Z. POGQ-SF d secondary school students (5) Always 12 items awal).
2013, Vincent
Busch & 0, never; 1,
Johannes seldom; 2,
Robertus Video Game | self- Propably in Dutch because the | sometimes;
Josephus De Addiction administere | sample comprised of high 3, often; and
Leeuw Test (VAT) | d school students 4, very often | 14 items NR
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5 points

Likert
Scale,
2013, Jap, T., ranging
Tiatri, S., Jaya, | Indonesian Online Game from Never
E.S, & Addiction Questionnaire to Very
Suteja, M. S. self- administered | Indonesian Often 7 items
2013, Wei-
naDing, Jin-
huaSun, Ya-
wensun, Chen
YanZhou, Internet
LeiLi, Jian- Addiction self-
rongXu, Ya- Scale administere 4-point
songDu (CIAS) d Chinese Likert scale | 26 items NR
0, never; 1,
2013, Busch seldom; 2,
V, De Leeuw Videogame | self- NR propably in Dutch sometimes;
RJ & Addiction administere | because the sample comprised | 3, often; and
Schrijvers AJ. | Test (VAT) | d of 15- to 16-year olds 4, very often | 14 items NR
the modified
Young’s
Diagnostic
Questionnai
2012, re for
ZhenheZhou, Internet self-
GuozhenYuan | Addiction administere
&JianjunYao (YDQ) d? chinese Yes/No 8 items NR
itis
based
on
(DSM-
V-
TR)
criteria
for
pathol
ogical
gambli
ng,
includi
ng
preocc
upatio
n, loss
of
control
repeate
d
unsucc
essful
attemp
ts to
reduce
gamin
g
The behavi
2013, King problematic or, and
DL, Delfabbro | video game harmfu
PH & Griffiths | playing test |
MD. (PVGT) online NR propably English NR 20 items conseq
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uences
of
excessi

ve
gamin
g

2012, Kuss
DJ, Louws J &
Wiers RW.

Problem
Video Game
Playing
Questionnai
re [PVP]

online

Dutch

NR

9 items

NR

2012, van
Rooij AJ,
Schoenmakers
TM, van den
Eijnden RJ,
Vermulst AA,
van de Mheen
D.

Video game
Addiction
Test(VAT)
& Game
Addiction
Scale (GAS)

self-
administere
d

Dutch

Video game
Addiction
Test(VAT)=
.0, never; 1,
seldom; 2,
sometimes;
3, often; and
4, very often
& Game
Addiction
Scale
(GAS)=0
(never), 1
(almost
never), 2
(sometimes)
, 3 (often)
and 4 (very
often).

Video game
Addiction
Test
(VAT)=14
items &
Game
Addiction
Scale
(GAS)=7
items

(GAS)
7=
salienc
e,
toleran
ce,
mood
modifi
cation,
relapse

withdr
awal,
conflic
t, and
proble
ms
caused
by
their
video
gamin
g

2013, SonDT,
Yasuokal,
PoudelKC,
OtsukaK&Jim
baM.

online game
addiction
scale

self-
administere
d

Vietnamese

1=not at
all; 2 =
occasionally
;3=
frequently;
4 = often; 5
= always

20 items

The
online
game
addicti
on
scale
has 20
items
related
to
online
game
use,
includi
ng
time
spent
on
online
games,
psycho
logical
depend
ence,
compu
Isive
use,
withdr
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awal,

as well
as
proble
ms
with
school
activiti
es,
work,
sleep
and
family
relatio
nships
Six
dimens
ions —
preocc
upatio
n,
overus
e,
immer
2012, sion,
Demetrovics, social
Z., Urban, R., isolatio
Nagygyorgy, n,
K., Farkas, J., 1=never, 2= | at first 26 interpe
Griffiths, M. Problematic seldom, 3= | jtemsand as | rsonal
D., Papay, O., | Online occasionally | a result of conflic
Kokonyei, G., | Gaming , 4= often, certain ts, and
Felvinczi, K., Questionnai 5= always criteria 18 withdr
& Olah, A. re (POGQ) online NR maybe Hungarian items awal
an inventory
modified
from
Young’s
Internet
Addiction
Test (IAT).
Terms such
as ‘‘online”’
and ‘‘the
Internet’’ in
the
IAT were
replaced by
‘‘video
games’’ in
2013, Wu AM, | the Interviewer- not at all (1)
Lei LL & Ku | modified administere to always
L. inventory d Chinese (5) 20 items NR
1=
“‘never”’,
2=
“‘virtually
2012, never’’, 3 =
Haagsma MC, | game ‘‘sometime’
Pieterse ME & | addiction > 4=
Peters O. scale (GAS) | online Dutch “‘often”’, 5 7 items NR
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= ‘“‘very
often”’

2012, Elliott
L, Golub A,
Ream G &
Dunlap E.

a shorter
PVP
(problem
video game
playing)
scale

online

English and Spanish

1 (not at all
true), 2
(somewhat
true), 3
(moderately
true), 4
(very true),
or5
(extremely
true)

You spend
an
increasing *
5 items
amount of
time playing
video
games.

You usually
play video
games over
a longer
period than
you ¢
intended.

When you
cannot play
video
games, you
get restless
or irritable.

When you
feel bad, for
example,
nervous,
sad, or
angry, or
when you
have ¢
problems,
you play
video games
more often.

In order to
play video
games you
have
skipped
classes or
work, or
lied, « or
stolen, or
had an
argument or
a fight with
someone.

NR

2011, Ream,
G. L., Elliott,
L.C,&
Dunlap, E.

ejeiro
Salguero
and Bersabé
Moran’s
2002
problem
video game

online

in English and Spanish

“not at all
true” to
“extremely
true,”

the original
scale has 9
items but
the longest
item was
splitted (“1
have tried to
control, cut

NR
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play (PVP)

back, or

measure stop
playing, or |
usually play
with the
video games
over a
longer
period than
I intended”)
into two
separate
items and
deleting
“with the”
to produce a
measure
with a total
of 10 items.
2011, Achab,
S., Nicolier,
M., Mauny, F.,
Monnin, J., DSM-IV-
Trojak, B., TR
Vandel, P., substance
Sechter, D., dependence
Gorwood, P., Adapted
& Haffen, E. Scale (DAS) | online NR propably french yes or no 7 items NR
1 =never, 2
=rarely, 3 =
sometimes,
4 =
often, 5=
always;
except for
the first
item
concerning
frequency
of playing,
which was
2011, Zanetta evaluated as
Dauriat F, follows: 1 =
Zermatten A, rarely, 2 =
Billieux J, occasional,
Thorens G, 3 =regular,
Bondolfi G, MMORPG 4=
Zullino D, addiction French, sustained, 5
Khazaal Y. scale online English and Italian = intense 8 items NR
The nine
symptoms
2011, of IGD
DemetrovicsZ, | listed in the
UrbanR, fifth edition
NagygyorgyK, | of the
FarkasJ, Diagnostic
ZilahyD, and
Mervé B, Statistical
ReindlA, Manual of
AgostonC, Mental
KertészA, Disorders 0=no, 1=
HarmathE. (DSM-5) online Chinese yes nine items NR
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A s no self-

report
instrument
to directly
assess
problematic
involvement
in online

2011, Billieux | games has

J, Chanal J, been

Khazaal Y, validated in 1-5 (never,

Rochat L, Gay | French, we rarely,

P, Zullino D, decided to self- occasionally

Van der use the administere , often,

Linden M. French IAT | d French always) 20 items NR
The
scale
include
sone
item
for
each of
the
seven
criteria
sugges
ted as
core
compo
nents
of
video
game
addicti
on
(salien
ce,
toleran
ce,
mood
modifi
cation,

2011, withdr

MentzoniRA, ‘“never”’ awal,

BrunborgGSs, [1], relapse

MoldeH, Gaming “‘rarely,”’ ,

MyrsethH, Addiction online or ‘‘sometimes conflic

SkouvergeKJ, | Scale for self- )7 ““often,”” t, and

HetlandJ&Pall | Adolescents | administere or ‘‘very proble

esens. (GASA) d Norwegian often’’ [5] seven items | ms)

a scale that
was
developed
based on
DSM-IV-R

2011, Li D, pathological | self- ““no,”’

Liau A, Khoo | gambling administere ‘‘sometimes

A items d English , or “yes” | 10 items NR

Pathological

2011, Gentile | Pathological | Interviewer- video game

DA, Choo H, video game | administere Yes, no, or use= 10

Liau A, Sim T, | use & d NR sometimes items & NR
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Li D, Fung D,
Khoo A.

Problematic
gaming

Problematic
gaming= 10
items

2010, Desai,
R. A,
Krishnan-
Sarin, S.,
Cavallo, D., &
Potenza, M. N.

Those who
played any
video or
computer
games were
asked: if
they had
ever tried to
cut back on
playing;
whether a
family
member had
expressed
concern
about the
amount of
time they
spend
playing
games;
whether
they missed
school,
work, or an
important
social
activity
because
they were
playing
video or
computer
games;
whether
they thought
they had a
problem
with
excessive
video or
computer
game use;
whether
they
experienced
an
irresistible
urge or
uncontrollab
le need to
play video
or computer
games; and
whether
they
experienced
a growing
tension or

self-
administere
d

English

NR
probably
YES/NO

6 items

NR
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anxiety that
could only
be relieved
by playing
video or
computer
games
2010, JRobJ
de Leeuw,
Marieke de
Bruijn,
Gerdien H de Compulsive
Weert-van Game Use self- probably Dutch because the ab-
Oene, August | Scale administere | sample consisted of secondary | point Likert
JP Schrijvers (CGUS) d school children scale, 12 items NR
7=salie
nce,
toleran
ce,
mood
modifi
cation,
relapse
withdr
2010, awal,
Mehwash conflic
Mehroof and Game from 1, t, and
Mark D. Addiction never, to proble
Griffiths Scale (GAS) | online English 5,very often | 21 items ms
Provisional
2010, Porter criteria for
G, Starcevic problem
V, Berle D, video game dichotomou
Fenech P. use online English s yes/no 10 items NR
The
IAS,
which
is
compo
sed of
20
items
measur
ing the
level
of an
individ
ual’s
Interne
t
addicti
on,
examin
es the
degree
a modified of
version of preocc
Young’s from 1 upatio
2011, Kwon Internet (rarely) to 5 n,
JH, Chung CS, | Addiction self- (very compu
Lee J. Scale (IAS) | admnistered | Korean frequently) 20 items Isive
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use,
behavi
oral
proble
ms,
emotio
nal
change
s, and
impact
on life
related
to
Interne
t usage

2009, Han
DH, Lee YS,
Na C, AhnJY,
Chung US,
Daniels MA,
Haws CA,
Renshaw PF.

Young's
Internet
Addiction
Scale,
Korean
version

self-
administere
d?

Korean

from 1
(rarely) to 5
(very
frequently)

20 items

NR

2009, Marc-
Andre” K.
Lafrenie” re,
Robert J.
Vallerand,
Ph.D., Eric G.
Donahue, and
Genevie™ ve L.
Lavigne

obsessive
passion
subscale of
Passion
scale

online

NRprobablyFrenchbecausethe
studywasconductedbytheLabor
atoiredeRecherchesurleCompo
rtementSocial, Universite”
duQue’beca™ Montreal,
Montre al, Quebec, Canada.

from 1, do
not agree at
all, to 7,
very
strongly
agree.

3 items

2=
harmo
nious
and
obsessi
ve
passio
n
subscal
es

2008, Smahel
D, Blinka L,
Ledabyl O.

questionnair
e related to
potential
MMORPG
addiction

online

NR probably English because
distribution of players was as
follows:

352 from Europe, 181 from
North America, and 14 from
other

parts of the world (Africa,
Asia, and Australia).

on a scale
of 1t06

14 items

7 (The
14
present
ed
questio
ns
focus
on the
followi
ng
factors
of
addicti
on5:
cogniti
ve
salienc
e,
toleran
ce,
withdr
awal
sympto
ms,
interpe
rsonal
conflic
ts,
intrape
rsonal
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conflic
ts, and
also

subsidi

ary
criteria
of
behavi
oral
salienc
e.ll
The
last
factor,
probab
ly
falling
within
several
criteria
, is the
loss of
control
over
the
amoun
t of
time
spent
in-
game)

2008, KimEJ,
NamkoongK,
KuT, KimSJ.

The online
game
addiction
scale

online

Korean

from1=
““not at all”’
tob=
“‘always”’

20 items

4
=psych
ologica
|
depend
ence,
compu
Isive
use,
and
withdr
awal,
as well
as the
related
proble
ms of
school
or
work,
sleep,
family,
and
time
manag
ement
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2007, Griisser
SM,

Thalemann R,
Griffiths MD.

Questionnai
re on
differentiate
d
assessment
of addiction
(QDAA).

online

Probably German because the
article that refers to the
Questionnaire on
differentiated assessment of
addiction (QDAA)through
which gaming behaviour was
assesd is in Gernan

NR. The
article
which
consists the
Questionnai
re on
differentiate
d
assessment
of addiction
(QDAA) is
in Germna

In another
article
called

"Diagnostic
instruments
for
behavioural
addiction:
an
overview"
we found
that QDAA
includes
seven
modules
that obtain
“sociodemo
graphic
information
” (e.g., age,
profession,
marital
status),
“history of
excessive
behaviour”
(e.g.,
diagnostic
criteria for
addictions
and impulse
control
disorder,
individual
patterns of
behaviour,
craving
symptoms),
“critical life
events”
(stress
caused by
traumatic
events),
“legal
situation”,
“medical
history”,
“physical
and
psychologic
al
complaints”,
and
“emotional
state”
(triggering
psychologic
al
conditions,
or
consequenc

NR
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es of the
addictive
behaviour,
respectively

Chinese five
Internet dimens
Addiction ions=c
Scale ompuls
(CIAS). For ive
the purpose use,
of the withdr
present awal,
study, the toleran
colloguial ce,
expressions interpe
of CIAS rsonal
were relatio
modified to nships,
assess health,
2005, Ko CH, subjects’ NR maybe Mandarin Chinese and
Yen JY, Chen | online which is the most widely time
CC, Chen SH, | gaming self- spoken language in Taiwan four-point manag
Yen CF. experiences | admnistered | today Likert scale | 26 items ement
Young's
2004, Diagnostic
AGNETA Questionnai
JOHANSSON | re for Interviewer
AND K. Internet & Self-
GUNNAR Addiction administere
GOTESTAM (1998) d NR maybe Norwegian Yes/No eight items NR
The
instrument
was utilized
to collect
company
demographi
¢ data and
examine
company
Internet
behavior. In
terms of
behavior,
respondents
were asked
to specify
2002, Case CJ, | Internet
Young KS policies, online English NR NR NR
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rank order

type of m
isuse, and
detail the
organization
’S respo nse
to Internet
misuse.
Preocc
upatio
n,Toler
ance,
Loss of
control
Withdr
awal,
Escape
, Lies
and
decepti
on,
Disreg
ard for
the
physic
al
or
psycho
logical
conseq
a short scale uence
for the &
measuremen Family
t of problem /school
2002, Tejeiro | video ing
Salguero RA, game self- disrupt
Moran RM. playing admnistered | Spanish Yes-No 9 items ion
a
pathological
-gaming
scale based
on the
DSM-IV “‘yes,”’
criteria for ““no,”’” or
2009, Gentile | pathological ‘‘sometimes
D. gambling online English ’ 11 items NR
7-point
visual
analogue
scale (VAS,
2011, Doug Young ranging
Hyun Han, Jun | Internet from 1
Won Hwang Addiction “not at all”
& Perry F. Scale self- to7
Renshaw (YIAS) admnistered | Korean “extreme”) | 20 items NR
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IMivaxag 6: 'Epevvec otic onoieg ypnoomomOnke n khipaka Internet Gaming Disorder Scale—
Short-Form (IGDS9-SF)

2018, Basol v
2018, Evren v
2018, Kang v yes
v' ltalian
2017, Hu. version
2016, Weinstein v
2017, Smohai v
2015, Gainsbury 4

IMivaxog 7: ‘Epevveg otic omoieg ypnowomombnke 1 kAipakalnternetGamingDisorderScale
(IGDS)

2018, Kim, v
2017, Bonnaire & Phan v
2017, Panagiotidi v
2017, Arcelus,. v
v both the long (27-
item) and the short
2013, Hull (9-item) scale
2015, Lemmens v
IMivaxag 8: "Epevveg oTIg omoieg xpnoyoromOnke n

KAMpoakaGameAddictionScaleforadolescents

2018, Tian

2018, Koning
2016, Rief & Barke.

2016, Kim
2015, Rehbein
2014, Scharkow
2009, Han

NSEAAARR

IMivakag 9 Epeguveg otig omoieg ypnoonmomdnke n kAipokaGameAddictionScale-shortform
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IMivaxag

Experiences Related to Video Games)

113

2018, Veselka

ANRN

2018, Koning

2018, Cuberos

2017, Smohai

2016, Bertran & Chamarro

2016, Pontes & Griffiths

2015, Braun

2016, Zhang

2015, Kattner

2015, VADLIN

ASNRYRYASANANANAN

2014, Jiménez-Murcia

2014, Fuster

2013, Busch & De Leeuw

2013, Wu

2011, Nicolier.

2010, Desai

SNEANEN

107 EpevvegoticomoiecypnopomomnkenxkiipokaCERV

2018, Kim

(Questionnaire

2018, Li

2017, Deng

2016, Chatton

2016, Park

NASENRSEY

of



IMivaxeg 11 EpegvvecoticonoiegypnopormomdnkenkiipokaCERVTen-Item Internet Gaming
Disorder Test (IGDT-10)

2019, Moudiab & Spada v
2019, Kiraly v
2018, Chiu v
2017, Kiraly v

IMivaxog 12: 'Epevveg otig onoieg ypnoomombnke n kAipaxalnternet addiction test (1AT)

2018, Kim v
2018, Lee v
2018, Park v
2018, Evren v
2018, Skafupové v
2018, Kang v
2018, Apisitwasana v
2018, Shin v
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2018, Ryu
2017, Park
2016, Park
2017, Han
2016, Jin

ANERSNANEN

2013, Wu
2011, Billieux
2011, Kwon

(modified)

ASRYRYAN

Korean
2009, Han version
2009, Gentile

AN

IMivaxog 13 Epevveg otic omoieg ypnoipomomdnke n khipaka Game Addiction Screening Test
(GAST)

2018, Apisitwasana 4
2018, TKietglaiwansiri & Chonchaiya 4

IMivaxogld Epsvuveg otic omoieg ypnowomombnke 1 xAipoko Addiction - Engagement

Questionnaire

2019, Deleuze, v

2018, Skafupové v

2018, Deleuze

2016, Skatfupova v
2014, Metcalf & Pammer v
2013, Metcalf & Pammer 4

IMivakag 15 Epevveg otig omoieg ypnoyomomdnke n kAipoko Internet Game Use-Elicited
Symptom Screen (IGUESS)
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2018, Kim
2018, Jo

Mivaxegl6: EpsvvecoticonoiegypnoiponomdnkenkiipakalnternetGamingDisorderTest (IGD-
20 Test)

2018, Hawi
2017, Paik
2016, Pearcy 4
2015, Sanders & Williams v
2014, Pontes v

IMivexog 17 ‘Epegvveg otig omoieg ypnoipwomomnke n kAipoka Internet Gaming Disorder
Questionnaire (IGDQ)

2017, DELEUZE v
2016, Rief & Barke v
2016, Subramaniam v

IMivaxkag 18 Epegvveg oTic omoieg ypnopomomdnke n kAipoxa Online Gaming Addiction Scale
for Adolescents developed by the Korea Agency for Digital Opportunity and
Promotion (KADO)
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2019, Kim, v
2016, Kim v
2016, Kim v

Mivaxog 19 Epevvec otig omoieg ypnopomomndnke n kiipoko Chen Internet Addiction Scale
(CIAS)

2017, Hu

2015, Wu
2017, Zhang
2014, Ding
2013, Ding

ANANANANERN

IMivaxeg20:Epsvveg otic omoieg ypnoipomomnke n kiinaxo Video Game Addiction Test
(VAT)

2016, Lemos v
2017, van Rooij v
2013, Busch v
2013, Busch v
2013, Busch v
2012, van Rooij v

IMivaxkag 21 Epguveg oTic omoieg ypnowonomnke 1 khipaka Problem Video Game Playing
Test(PVGT)

2017, Panagiotidi
2013, Mazurek v
2013, King 4
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Mivaxog 22 Epevvec otig omoieg ypnoonomdnke n khipaxa Obsessive Passion subscale of

the Passion Scale

2016, Bertran

2014, Fuster
2009, Lafrenie” re

ASRNAN

Mivaxog 23 Epevveg otic onoieg ypnowomombnke n kiipaxo Problematic Online Gaming
Questionnaire (POGQ)

2019, Kiraly v
2017, DELEUZE v
2017, Sincek v

{Problematic Online
Gaming Questionnaire

2016, Weinstein, (POGQ) — Short Form}
2017, Smohai v
2015, Kiraly v
v" Problematic
Online
Gaming
Questionnaire
Short-Form
2013, Papay (POGQ-SF)
2012, Demetrovics v

IMivakag 24: Hrpayupatomoinon Factor analysis Test-retest, Discriminant validity «a

1Convergent validity kou Concurrent/Predictive validity oticavackonnuévegueréteg
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30589307 | no yes no yes no
30505924 | no yes no no yes
30224868 | yes yes no no no
30090074 | no yes yes yes no
30089352 | no yes yes no
29793049 | no yes no yes no
29357188 | no yes yes yes yes
28492951 | no yes no no no
28394210 | no yes no no yes
28264590 | no no no no yes
27876422 | no yes no yes yes
27808562 | no yes no no no
27428033 | no yes no no yes
27160387 | no yes no no yes
27096439 | yes yes no yes yes
27095330 | yes yes no yes no
26974853 | no yes no no no
26720761 | yes yes no no yes
26210288 | no yes yes no yes
25826043 | no yes no no no
25558970 | no yes no no yes
25313515 | no yes no no yes
24731270 | no yes no no no
24305509 | no no no no no
23897915 | no no no no no
26165928 | no no no no no
23690445 | no no no no no
23621688 | no yes yes no no
23591811 | no no no no no
23560113 | no no no no yes
23555827 | no no no no no
23299009 | no no no no no
22900926 | no yes no no no
22590541 | no yes no no no
21494046 | no yes no no no
21487899 | no no no no no
21372629 | no no no no no
18954271 | no yes no no no
12472644 | no yes no no no
19476590 | no no no yes no

IMivaxag 25: Aciktng Cronbach’s alpha avé epotnpoatorodyo
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2018, Choi

The measure consisted of factors
identified by Lemmens et al.to assess
game addiction in adolescents

Salience, a = 0.923; Tolerance, a =
0.891; Mood Modification, a =
0.873; Relapse, a. = 0.888;
Withdrawal, o = 0.848; Conflict, a. =
0.858; Problem, a. = 0.823

2019, Moudiab & Spada

Ten-Item Internet Gaming Disorder
Test (IGDT-10)

NR

2019, Deleuze

The Addiction-Engagement
Questionnaire

Engagement subscale (0. = 0.76) &
Addiction subscale (o = 0.80)

2018, Tian

IGA (Internet gaming addiction)
questionnaire

The Cronbach’s o was 0.83 in this
study.

2019, Kim

Online Gaming Addiction Scale for

Adolescents developed by the Korea
Agency for Digital Opportunity and

Promotion (KADOQ) (2006).

0.93

2018, Bonnaire & Baptista

Game Addiction Scale (GAS), short
version (Lemmens et al., 2009)

NR

2019, Kiraly

Problematic Online Gaming
Questionnaire (POGQ) & Ten-ltem
Internet Gaming Disorder Test
(IGDT-10)

Problematic Online Gaming
Questionnaire =[aHungarian = .90;
aPersian (Iranian) = .94; aEnglish
=.89; aFrench =.89; aNorwegian =
.90; aCzech =.90; aSpanish
(Peruvian) =.94] & Ten-ltem
Internet Gaming Disorder Test
(IGDT-10)=Cronbach alpha
coefficients ranged from .62 to .75 in
the case of the nine

dichotomous items and were above
the acceptable limit in the case of the
original 10 items with

three response options + Table 4

2018, Schivinski

Internet Gaming Disorder Scale—
Short-Form (IGDS9-SF or IGDS9-
SF)

a=0.82

2018, Veselka

Social casino gaming

NR

2018, Baysak

Game addiction Scale & Game
addiction Scale-short form

Game addiction Scale (0=0.96) &
Game addiction Scale-short form
(«=0.88)

2018, Basol & Kaya

Online Game Addiction Scale
(OGAS)

Malfunctions=0.90, Success=0.88,
Economic Profit=0.83

Ten-ltem Internet Gaming Disorder

The Chinese version of the IGDT-

2018, Chiu Test (IGDT-10) 10= 0.=.85

Internet Gaming Disorder Scale

(Lemmens, Valkenburg, & Gentile, Cronbach’s as were .74 (T1) and .77
2018, Koning 2015) (T2).

2018, Castro-Sanchez

CERV (Questionnaire of Experiences
Related to Video Games) originally
developed by Chamarro et al.

in the present study a = 0.91.

2018, Cudo

Problem Video Game Playing
Questionnaire (In Polish:
Kwestionariusz Problemowego
Korzystania z Gier)

0.69

2018, Kim

internet addiction test (1AT), but
participants were instructed to
evaluate

their internet use, especially on the
basis of internet game use

NR
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Internet Game Use-Elicited
Symptom Screen (IGUESS) (The
IGUESS is a self-reported scale used
to screen symptoms of IGD based on
the fifth edition of the Diagnostic and
Statistical Manual of Mental
Disorders (DSM-5) suggested IGD

2018, Kim diagnostic criteria) 0.88
The internal consistencies of the self-
A questionnaire was designed by efficacy, self-control, and
Chongging Medical University and expectation subscales were 0.887,
2018, Chen Jackson State University researchers | 0.915, and 0.944, respectively.
A questionnaire adapted from prior
published questionnaires. For
example, adolescents were asked to
report the degree of engagement
in Internet games during the past half
year, for example, “Do
you think you would like to spend Cronbach’s
increasing time in playing alphas for T(ime)1, T2, and T3
online games?” and “Do you go to assessments were 0.93, 0.83, and
play online games late at 0.87,
2018, Su night instead of sleeping?” respectively.
2018, Lee IAT o =0.889
IGD9-SF (developed by Orsolya
Kiraly and Zsolt Demetrovics, of the
Institute of Psychology Eotvos
Lorand University, and Halley M.
Pontes and Mark D. Griffiths, of the
2018, De Pasquale University of Nottingham) 0.87
Questionnaire of Experiences
2018, Zurita-Ortega Related to Video games (QERV) 0.89
2018, Park Young’s IAT (Y-IAT) 0.97
Internet Gaming Disorder Scale—
Internet Gaming Disorder Scale— Short-Form (IGDS9-SF)=0.89,
Short-Form (IGDS9-SF), Internet Internet Gaming Disorder Scale
Gaming Disorder Scale (IGDS) & (IGDS)=0.93 & Young's Internet
Young's Internet Addiction Test - Addiction Test - Short Form (YIAT-
2018, Evren Short Form (YIAT-SF) SF)=0.88
K-scale modified the wordings of the
K-scale accordingly
(e.g., from ‘“My life is boring and not
fun without the
Internet’’ to *‘My life is boring and
not fun without video
games’’; and from ‘‘After I’'m done
using the Internet, |
want to be on the Internet again’’ to
“After I am done
playing video games, | want to play Cronbach’s as at
2018, Li video games again”’) Time 1 and Time 2 =0.81, 0.82

2018, Skatupova,

AEQ

Cronbach’s a=0.83 for addiction
and 0.74 for high engagement

2018, Kang

Young’s Internet Addiction Scale

a=0.92.

2018, Apisitwasana

Game Addiction Screening Test
(GAST) developed by Pornnoppadol
etal

Cronbach’s alpha of child and
adolescent GAST was 0.92, and the
intra-class correlation coefficient was
0.90.

2018, Shin

A modified version of the IAT that
replaced the term “Internet” in

the original version with terms such
as “playing internet games

NR
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2018, Kietglaiwansiri & Chonchaiya

Game Addiction Screening Test
(GAST)

0.94

Addiction-Engagement
Questionnaire (Charlton & Danforth,
2007, 2010) & a questionnaire

provided by Petry et Addiction subscale= 0.75 &
2018, Deleuze al. (2014). Engagement subscale=0.79
2018, Ryu, Y-IAT was developed by Young 0.96

Internet Gaming Disorder Test
2018, Hawi (IGD-20 Test) 0.915

a validated scale on video game

addiction (D. Gentile, 2009; D. A.
2017, Saquib Gentile et al., 2011). 0.72

2018, Schluter,

Screener for Substance and
Behavioural Addictions (SSBA) &
Game Addiction Inventory for Adults
(GAIA)

Screener for Substance and
Behavioural Addictions
(SSBA)=0.87-0.95

a Norwegian translation of the nine
criteria proposed for IGD found in

2018, RUNEAUNEMENTZONI, DSM-5 0.90.

2017, Paik IGD-20 Test NR
nine diagnostic criteria questions for

2017, Paik IGD according to the DSM-5 NR

2017, King, IGD criteria checklist 0.77

2017, NUYENS

A questionnaire

elaborated by Petry et al. (2014)
+Problematic Online Gaming
Questionnaire (POGQ)

preoccupation=0.75, overuse=0.79,
immersion=0.67, interpersonal
conflicts=0.70, social isolation=0.60
& withdrawal=0.74

2017, Kirély

Ten-Item Internet Gaming Disorder
Test (IGDT-10)

Cronbach’s alpha for the scale was
0.79 with three response

categories and 0.68 when
dichotomized

2017, Sincek

Problematic Online Gaming (POGQ)

NR

2018, Jo

Internet Game Use-Elicited
Symptom Screen (IGUESS)

0.94

2018, Wang

the IGD-9 scale

NR

2018, Gonzalez-Bueso

Diagnostic questionnaires for video
games, mobile phone or internet
addiction (DQVMIA), an instrument
is based on the Gambling Disorder
Diagnostic Questionnaire adapted to
the DSM-5 criteria for video games
addiction.

NR

2018, Stockdale & Coyne

Internet Gaming Disorder Scale
(IGD) (Lemmens,
Valkenburg, & Gentile, 2015).

NR

2017, Monacis

The Italian version of the nine-item
Internet Gaming Disorder Scale-
Short Form (IGDS9-SF)

0.96

2017, Wartberg

Internet
Gaming Disorder Scale (IGDS)

NR

2017, Bonnaire & r Phan

Game
Addiction Scale for Adolescents
(GAS)

NR

2017, Hu

The online gaming addiction scale
which was modified from the
Revised Chinese Internet Addiction
Scale (CIAS) (Chen et al., 2003) to
measure the degree of online gaming
addiction tendency in participants.

the scale= 0.94, Core
Symptoms=0.91 & Related
Problems=0.87

2017, Panagiotidi

Problem Video Game Playing Test
(PVGT)

internal consistency of the scale==
0.94
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2018, Cuberos

Cuestionario de Experiencias
Relacionadas con Videojuegos
CERV [Questionnaire of Experiences
related to Videogames]

0.890

2017, Pedrero-Pérez

MULTICAGE-TIC

All scales have adequate internal
consistency, though lower, yet

still acceptable (> 0.70) for the
Mobile Telephone scale, at

the expense of low communality of
the third item (“On a

day that you don’t have your mobile
phone with you, do you feel
uneasy or as if something very
important is missing?”’) with the
scale’s remaining items

2017, Park Internet Addiction Test (IAT) NR
problematic online game use scale

2017, Deng (POGUS) 0.89

2017, Hawi IGD-20 Test 0.915
Internet Gaming Disorder Scale

2017, Kriston (IGDS) NR
the IGD scale according to DSM-5

2017, Lee criteria NR
The nine symptoms of IGD listed in
the fifth edition of the Diagnostic and
Statistical Manual of Mental
Disorders (DSM-5; APA, 2013) were
used to evaluate participants’ IGD

2017, Wu severity. NR
Internet Gaming Disorder Scale —

2017, Bouman Short-Form (IGDS9-SF) 0.92
Personal Internet Gaming Disorder

2017, Pearcy Evaluation (PIE-9) 0.89

2016, Lim, Young Internet Addiction test (IAT) | NR
Problematic Online Gaming

2016, Weinstein Questionnaire (POGQ) — Short Form | total a=0.90

2016, Zou

Chinese version of the Online Game
Cognitive Addiction
Scale (OGCAS)

(cognitive styles, Cronbach’s o =
0.71;

compulsivity, Cronbach’s a = 0.87;
withdrawal, Cronbach’s

a = 0.83; impaired social function,
Cronbach’s a. = 0.72)

2016, Monacis

Gaming Addiction Scale (GAS)—
Short-Form & Internet Gaming
Disorder Scale — Short-Form
(IGDS9-SF)

Gaming Addiction Scale (GAS)—
Short-Form=0.89 & Internet Gaming
Disorder Scale — Short-Form
(IGDS9-SF)=0.96

Online Gaming Addiction Scale for
Adolescents developed by the
Korean Agency for Digital

2016, Kim Opportunity and Promotion (KADO). | 0.95

2017, Forrest The Game Addiction Scale (GAS) total=0.93
Problematic Online Gaming

2017, Smohai Questionnaire (POGQ) NR
an indicator checklist to measure
Internet

2016, Przybylski Gaming Disorder NR
Internet Gaming Disorder

2016, Jeromin Questionnaire (IGDQ) 0.70
The 9-item Internet Gaming

2016, Subramaniam Disorder Questionnaire 0.725

2016, Garcia-Oliva

the Questionnaire of Experiences
Related to Video Games (CERV)

two subscales=0 .93, 0.86 & total=
0.88

123




Assessment for Internet and
Computer Game Addiction (AICA-

2017, Dreier S) 0.82
a scale drawn from the EU Kids

2016, Rikkers Online Survey 0.68
Game addiction scale (GAS) short

2016, Khazaal form 0.85

2016, Pearcy

Personal Internet

Gaming Disorder Evaluation (PIE-9),
Problematic Videogame Playing
scale (PVP), Gaming Addiction
Scale & IGD-20 (Internet Gaming
Disorder scale)

Internal consistency of the PIE-9 in
the community (o =.89) and student
samples (a

=.86) was high & Table 2

2016, Lemos

Video Game Addiction Test (VAT)
& GAS

VAT=0.93 & GAS=0.92+ Table 2

2016, Bertran & Chamarro

CERV & obsessive passion
subscale

Psychological dependency=0.67,
evasion and Negative
consequences=0.81 & obsessive
passion subscale=0.83

2016, Pontes & Griffiths

IGDS9-
SF

0.87

2016, Kim

Online Game Addiction Scale for
Adolescents, which was developed
by the Korean Agency for Digital
Opportunity and Promotion (KADQO)

The scale's Cronbach's alpha in the
current study was 0.93.

2016, Park

Young's Internet Addiction Test
(IAT). In this study, a modified IAT
made for assessing Internet games
was used

NR

2015, Gainsbury

Problematic Social Casino Game Use
Screen (PSCGS)

0.77

2015, Sanders & Williams

Behavioral Addiction Measure—
Video Gaming (BAM-VG) & IGD-
20

BAM-VG=0.87

2015, Wu

Chen Internet Addiction Scale for
IGA (CIAS-IGA). The IGA scale
was modified from the Chen Internet
Addiction Scale (CIAS) To assess
one’s tendency of IGA,each
statement of the CIAS on Internet use
was changed to pertain to Internet
gaming use.

NR

2015, MANNIKKO

Gaming Addiction Scale (GAS)

0.79

2016, Skatupova

Addiction-Engagement
Questionnaire (AEQ)

Cronbach’s a.= 0.79 for addiction
and Cronbach’s a =0.72 for high
engagement

2017, Han

Young Internet Addiction Scale
(YIAS)

NR

2015, Braun

a modified version of the game
addiction scale (GAS)

NR

2017, van Rooij

C-VAT 2.0 & Video game
Addiction Test (VAT)

NR

2015, Baggio

Game Addiction Scale (GAS)

NR

2016, Zhang

internet addiction test (I1AT)

NR

2015, Chun

Korean Internet Addiction Proneness
Scale (the K-scale) developed by the
South Korean government in 2002.

NR

2015, Eichenbaum

three versions of the IGD
questionnaire were used during the
data collection period. All three
versions were either based directly
on Gentile’s IGD scale (Fall 2012) or
were evolutions of that scale

NR
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2017, Spada & Caselli

Metacognitions about Online
Gaming Scale (MOGS)

This coefficient was 0.84 for positive
metacognitions about online gaming,
0.86 for negative metacognitions
about the unco trollability of online
gaming, and 0.79 for negative
metacognitions about the dangers of
online gaming.

2015,Lehenbauer-Baum

An adapted version of the
““Asheron’s call’’ questionnaire in
which , the words ‘‘Asheron’s Call”’
were changed to

““World of Warcraft.’

Cronbach’s alpha

values for the addiction and
engagement subscales were 0.86
and 0.79, respectively

The PUVG (problematic use of video

2015, Coéffec games) questionnaire NR
Chen Internet Addiction Scale

2017, Zhang (CIAS) NR
Problematic Online Gaming

2015, Kirély Questionnaire (POGQ) 0.91
GAS (game addiction scale for

2015, runborg, adolescents) NR

2016, Forrest

Game Addiction Scale (GAS) by
Lemmens et al., 2009

salience subscale a =0.66, tolerance a
=0.67, mood modification a = 0.78,
relapse a = 0.79, withdrawal a = 0.87,
conflict a = 0.77, problems a = 0.67,
total scale a = 0.92.

2015, Wang

modified Diagnostic Questionnaire
for Internet Addiction (i.e., the YDQ)
criteria by Beard

NR

2015, VADLIN

Gaming Addiction Identification
Test (GAIT)

NR

2015, Rehbein

the Video Game Dependency Scale
(abbreviated as CSAS for the
German version )

0.93

2015, Coyne

questions taken from a national video
gaming study regarding various
aspects and impacts of their video
gaming habits.

NR

2015, Lemmens

The Internet Gaming Disorder Scale

The 27-item polytomous IGD scale
had a Cronbach’s alpha of 0.94, and
the dichotomous IGD scale had a
Cronbach’s alpha of 0.93

2014, Pontes

IGD-20 Test

0.88.

2016, Henchoz

Game Addiction Scale (GAS)

at baseline= 0.78 and follow-up=0.78

2013, Hull The Game Addiction Scale (GAS) NR
Scale for the Assessment of Internet
and Computer game Addiction—
2015, Miiller Gaming Module (AICA-S-gaming ) 0.84
Video game dependency test (Test de
Dependencia de
2014, Jiménez-Murcia Videojuegos—VDT) total: 0.97
2014, Scharkow GAS short version NR
Chen Internet Addiction Scale
2014, Ding (CIAS) NR

2014, Holstein

Measurement of perceived problems
related to computer-gaming, console-
gaming, and internet

use

For the three items forming the
summary index on

problems related to computer
gaming, Cronbach’s coefficient alpha
was 0.72. For the three items in the
index on

problems related to console-gaming
alpha was 0.83 and

for the three items in the index on
problems related to
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internet communication and surf
alpha was 0.76.

2014, Fuster

obsessive passion subscale of the
Passion Scale

HP (a=0.734), OP (a=0.853).

2013, Busch

Videogame Addiction Test
(VAT)

NR

2014, Metcalf & Pammer

The Addiction-Engagement
Questionnaire (AEQ)

online gaming addiction & high
engagement in online games

2013, Metcalf & Pammer

The Addiction-Engagement
Questionnaire (AEQ)

online gaming addiction & high
engagement in online games

2013, Mazurek

a modified version of Problem
Video Game Playing Test
(PVGT)

Cronbach’s a ranged
from 0.90 to 0.94 across groups.

2013, Andreassen

Game Addiction Scale for
Adolescents (GASA)

0.83

2013, Snodgrass

an adapted from Young’s

(1998, 2004, 2009; Young & Rogers,
1998) commonly used Internet
Addiction

Test (IAT). (WoW-Specific
Problematic Play Scale)

0.94

Preoccupation=0.83, Immersion=
0.72, Withdrawal= 0.80,
Overuse=0.83, Interpersonal
conflict=0.73 & Social

2013, Papay POGQ-SF isolation=0.78

2013, Busch Video Game Addiction Test (VAT) NR
Indonesian Online Game Addiction

2013, Jap Questionnaire 0.73
Chen Internet Addiction Scale

2013, Ding (CIAS) NR

2013, Busch Videogame Addiction Test (VAT) NR
the modified Young’s Diagnostic
Questionnaire for

2012, Zhou Internet Addiction (YDQ) NR
The problematic

2013, King video game playing test (PVGT) NR
Problem Video Game Playing

2012, Kuss Questionnaire [PVP] 0.78
Video game Addiction Test(VAT) &

2012, van Rooij Game Addiction Scale (GAS) VAT=0.93

2013, Son online game addiction scale 0.95
Problematic Online Gaming

2012, Demetrovics Questionnaire (POGQ) NR
an inventory modified from
Young’s Internet Addiction Test
(IAT). Terms such as ‘‘online’” and
“‘the Internet’’ in the
IAT were replaced by ‘‘video
games’’ in the

2013, Wu modified inventory 0.96
game addiction

2012, Haagsma scale (GAS) 0.85
a shorter PVP (problem video game

2012, Elliott playing) scale 0.74
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2011, Ream

ejeiro Salguero and Bersabé Moran’s
2002 problem video game play
(PVP) measure

0.74

2011, Achab

DSM-IV-TR substance dependence
Adapted Scale (DAS)

NR

2011, Dauriat

MMORPG addiction scale

0.76

2011, Demetrovics

The nine symptoms of IGD listed in
the

fifth edition of the Diagnostic and
Statistical Manual of

Mental Disorders (DSM-5)

0.82

2011, Billieux

A s no self-report instrument to
directly assess problematic
involvement in online games has
been validated in French, we decided
to use the French IAT

0.88

2011, Mentzoni

Gaming Addiction Scale for
Adolescents (GASA)

0.84

2011, Li

a scale that was developed based on
DSM-IV-R pathological gambling
items

0.75

2011, Gentile

Pathological video game use &
Problematic gaming

Pathological video game use=( wave
1=0.71) (wave 2 =0.77), (wave 3=
0.79) & Problematic gaming= (wave
1=0.85), (wave 2=0.83), (wave 3=
0.84)

2010, Desai

Those who played any video or
computer games were asked: if they
had ever tried to cut back on playing;
whether a family member had
expressed concern about the amount
of time they spend playing games;
whether they missed school, work, or
an important social activity because
they were playing video or computer
games; whether they thought they
had a problem with excessive video
or computer game use; whether they
experienced an irresistible urge or
uncontrollable need to play video or
computer games; and whether they
experienced a growing tension or
anxiety that could only be relieved by
playing video or computer games

0.76

2010, J Leeuw

Compulsive Game Use Scale
(CGUS)

NR

2010, Mehroof & . Griffiths

Game Addiction Scale (GAS)

NR

2010, Porter

Provisional criteria for problem
video game use

NR

2011, Kwon

a modified version of Young’s
Internet
Addiction Scale (IAS)

0.93

2009, Han

Young's Internet Addiction Scale,
Korean version

was validated (internal consistency,
alpha = 0.92) in previous studies

2009, Lafrenie’ re,

obsessive passion subscale of Passion
scale

0.89

and 0.97 for the harmonious and
obsessive passion subscales,
respectively.

questionnaire related to potential

2008, Smahel MMORPG addiction 0.875

2008, Kim The online game addiction scale 0.90
Questionnaire on differentiated

2007, Grisser assessment of addiction (QDAA). NR
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Chinese Internet Addiction Scale
(CIAS). For the purpose of the
present study, the colloquial
expressions of CIAS were modified
to assess subjects’ online gaming

2005, Ko experiences 0.96
2004, JOHANSSON & Young's Diagnostic Questionnaire
GOTESTAM for Internet Addiction (1998) NR

The instrument was utilized to collect
company demographic data and
examine company Internet

behavior. In terms of behavior,
respondents were asked to specify
Internet policies, rank order

type of m isuse, and detail the
organization’s respo nse to Internet
2002, Case &, Young misuse. NR
a short scale for the measurement of
2002, Tejeiro Salguero RA, Moran problem video

RM. game playing 0.69
a pathological-gaming scale based on
the

DSM-IV criteria for pathological
2009, Gentile gambling NR
Young Internet Addiction
2011, Han Scale (YIAS) NR

128



Meléteg mov dev T ot

Meléteg mov SloAEYTNKOV Kot

g€etdoTray

1860

A

ayyAkd
91

Meléteg [epintmong

\ 4

Melétecmovnrav Reviews/Meta -
analysis
54

A

Case Reports
7

Meléteg mov de

Meréteg ywpic epOTHHATOAOYLO
e&aptmong amd to SradtkTvokd
oy vidlo

27

A

Bpédnkav/dev dvoryov
17

Meléteg Tov

A

\ 4

\ 4

ApBpa wov éywvav exclude Aoyo Tov
eligibility oe dAeg eapriioeg
736

frav Irrelevant
717

Melétn mov avapepodToV

ota gamblinggames

A

Mehéteg mov Paciotkav ooe
Interviews
9

1

Meléteg otig omoieg 1 €dptnon omd

7o SLdIKTVOKA TTayvidlo £yve oo

to Sryvootikd kpuiplo (DCIA-C)
2

Mehéteg mov amoppipdnkav
SotL n e&dpmon amd to SradikTvo
dev Pacilotav og ep@THaTOASYLO

42

129

A

\ 4

A\ 4

ApBpa mov emAéyOnoav
155

Meléteg otig omoieg dev  eivat
Eexdbopog o TpoOmOg pETPNONG TG
e€apmong amd To JaSKTLOKA

mayvidwo




Zypa 1. Awdypoppo pong mov mopovotdlet To ooyt fpate oty ETLOYN TV EMALEUMY HEAETMV.

--13 peiéreg drelnjyfnoav oe meprocoTEPES AMO
M yopeg

--8 pekéteg dev avagépovv Sekdbapa T yoOpa
deCayonic Tovg
Antarctica

Zympe 2. Xaptoypaenon tov avedeopnuévey HeEAETOV

130



Biproypagia
Achab, S., Nicolier, M., Mauny, F., Monnin, J., Trojak, B., Vandel, P., Sechter, D., Gorwood,
P., &Haffen, E. (2011). Massively multiplayer online role-playing games: comparing
characteristics of addict vs non-addict online recruited gamers in a French adult
population. BMC psychiatry, 11, 144. https://doi.org/10.1186/1471-244X-11-144

Ahmadi, S. (1998). Social effects of computer games on male students in third year of guidance

school in Isfahan city. Quarterly of public culture [Persian], 1&17, 87.

Andreassen, C.S., Griffiths, M.D., Gjertsen, S.R., Krossbakken, E., Kvam, S., & Pallesen, S.
(2013). The relationships between behavioral addictions and the five-factor model of

personality. Journal of behavioral addictions, 2 2, 90-9 .

Apisitwasana, N., Perngparn, U., & Cottler, L. B. (2018). Effectiveness of school- and family-
based interventions to prevent gaming addiction among grades 4-5 students in Bangkok,
Thailand. Psychology research and behavior management, 11, 103-115.
https://doi.org/10.2147/PRBM.S145868

Arcelus, J., Bouman, W. P., Jones, B. A., Richards, C., Jimenez-Murcia, S., & Griffiths, M. D.
(2017). Video gaming and gaming addiction in transgender people: An exploratory
study. Journal of behavioral addictions, 6(1), 21-29. https://doi.org/10.1556/2006.6.2017.002

Baggio, S., Dupuis, M., Studer, J., Spilka, S., Daeppen, J. B., Simon, O., Berchtold, A., & Gmel,
G. (2016). Reframing video gaming and internet use addiction: empirical cross-national
comparison of heavy use over time and addiction scales among young users. Addiction
(Abingdon, England), 111(3), 513-22. https://doi.org/10.1111/add.13192

Basol, G., & Kaya, A. B. (2018). Motives and Consequences of Online Game Addiction: A
Scale Development Study. Noro psikiyatri arsivi, 55(3), 225-232.
https://doi.org/10.5152/npa.2017.17017

131


https://doi.org/10.1186/1471-244X-11-144
https://doi.org/10.2147/PRBM.S145868
https://doi.org/10.1556/2006.6.2017.002
https://doi.org/10.1111/add.13192
https://doi.org/10.5152/npa.2017.17017

Baysak, E., Yertutanol, F., Dalgar, I., & Candansayar, S. (2018). How Game Addiction Rates
and Related Psychosocial Risk Factors Change Within 2-Years: A Follow-Up
Study. Psychiatry investigation, 15(10), 984-990. https://doi.org/10.30773/pi.2018.08.16

Bertran, E., & Chamarro, A. (2016). Video gamers of League of Legends: The role of passion
in abusive use and in performance. Adicciones, 28 1, 28-34 .

Billieux, J., Chanal, J., Khazaal, Y., Rochat, L., Gay, P., Zullino, D., & Linden, M.V. (2011).
Psychological Predictors of Problematic Involvement in Massively Multiplayer Online Role-
Playing Games: Illustration in a Sample of Male Cybercafé Players. Psychopathology, 44, 165
- 171.

Bonnaire, C. &Baptista, D. (2019). Internet gaming disorder in male and female young adults:
The role of alexithymia, depression, anxiety and gaming type.Psychiatry Res., 272, 521-530.
doi: 10.1016/j.psychres.2018.12.158.

Bonnaire, C., & Phan, O. (2017). [Negative perceptions of the risks associated with gaming in
young adolescents: An exploratory study to help thinking about a prevention
program]. Archives de pediatrie : organe officiel de la Societe francaise de pediatrie, 24 7, 607-
617 .

Bonnaire, C., & Phan, O. (2017). Relationships between parental attitudes, family functioning
and Internet gaming disorder in adolescents attending school. Psychiatry Research, 255, 104-
110.

Booth, C. M., & Tannock, I. F. (2014). Randomised controlled trials and population-based
observational research: partners in the evolution of medical evidence. British journal of
cancer, 110(3), 551-555. https://doi.org/10.1038/bjc.2013.725

Braun, B., Kornhuber, J., & Lenz, B. (2016). Gaming and Religion: The Impact of Spirituality
and Denomination.J Relig Health., 55(4), 1464-71. doi: 10.1007/s10943-015-0152-0.

Braun. B., Stopfer, J.M., Muller, K W., Beutel, M.E., & Egloff, B. (2016). Personality and
video gaming: Comparing regular gamers, non-gamers, and gaming addicts and differentiating

between game genres. Comput Human Behav., 55, 406-12.

132


https://doi.org/10.30773/pi.2018.08.16
https://www.ncbi.nlm.nih.gov/pubmed/30616119
https://doi.org/10.1038/bjc.2013.725
https://www.ncbi.nlm.nih.gov/pubmed/26590569

Brunborg, G. S., Hanss, D., Mentzoni, R. A., & Pallesen, S. (2015). Core and peripheral criteria
of video game addiction in the game addiction scale for adolescents. Cyberpsychology,
behavior and social networking, 18(5), 280-285. https://doi.org/10.1089/cyber.2014.0509

Busch, V., Van Stel, H. F., Schrijvers, A. J., & de Leeuw, J. R. (2013). Clustering of health-
related behaviors, health outcomes and demographics in Dutch adolescents: a cross-sectional
study. BMC public health, 13, 1118. https://doi.org/10.1186/1471-2458-13-1118

Busch, V.J., & Leeuw, J.R. (2013). Unhealthy Behaviors in Adolescents: Multibehavioral
Associations with Psychosocial Problems. International Journal of Behavioral Medicine, 21,
439-446.

Busch, V.J., Leeuw, R.J., & Schrijvers, A.J. (2013). Results of a multibehavioral health-
promoting school pilot intervention in a Dutch secondary school. The Journal of adolescent
health : official publication of the Society for Adolescent Medicine, 52 4, 400-6 .

Case, C.J., &Young, K.S. (2002). Employee Internet management: current business practices
and outcomes.Cyberpsychol Behav., 5(4), 355-61.

Castro-Sanchez, M., Chacdn-Cuberos, R., Ubago-Jiménez, J. L., Zafra-Santos, E., & Zurita-
Ortega, F. (2018). An Explanatory Model for the Relationship between Motivation in Sport,
Victimization, and Video Game Use in Schoolchildren. International journal of environmental
research and public health, 15(9), 1866. https://doi.org/10.3390/ijerph15091866

Chang, F., Chiu, C., Miao, N., Chen, P., Lee, C., Huang, T., & Pan, Y. (2014). Online gaming
and risks predict cyberbullying perpetration and victimization in adolescents. International
Journal of Public Health, 60, 257-266.

Chen, L., Liu, R., Zeng, H., Xu, X., Zhu, R., Sharma, M., & Zhao, Y. (2018). Predicting the
Time Spent Playing Computer and Mobile Games among Medical Undergraduate Students
Using Interpersonal Relations and Social Cognitive Theory: A Cross-Sectional Survey in
Chongging, China. International journal of environmental research and public health, 15(8),
1664. https://doi.org/10.3390/ijerph15081664

Chen, Y. Q., & Hsieh, S. (2018). The relationship between internet-gaming experience and
executive functions measured by virtual environment compared with conventional laboratory
multitasks. PloS one, 13(6), €0198339. https://doi.org/10.1371/journal.pone.0198339

133


https://doi.org/10.1089/cyber.2014.0509
https://doi.org/10.1186/1471-2458-13-1118
https://doi.org/10.3390/ijerph15091866
https://doi.org/10.3390/ijerph15081664
https://doi.org/10.1371/journal.pone.0198339

Chiu, Y. C., Pan, Y. C., & Lin, Y. H. (2018). Chinese adaptation of the Ten-Item Internet
Gaming Disorder Test and prevalence estimate of Internet gaming disorder among adolescents
in Taiwan. Journal of behavioral addictions, 7(3), 719-726.
https://doi.org/10.1556/2006.7.2018.92

Choi, C., Hums, M. A., &Bum, C. H. (2018). Impact of the Family Environment on Juvenile
Mental Health: eSports Online Game Addiction and Delinquency. International journal of
environmental research and public health, 15(12), 2850.
https://doi.org/10.3390/ijerph15122850

Chun, J. W., Choi, J., Cho, H., Lee, S. K., & Kim, D. J. (2015). Dysfunction of the frontolimbic
region during swear word processing in young adolescents with Internet gaming
disorder. Translational psychiatry, 5(8), e624. https://doi.org/10.1038/tp.2015.106

Coéffec, A., Romo, L., Cheze, N., Riazuelo, H., Plantey, S., Kotbagi, G., & Kern, L. (2015).
Early substance consumption and problematic use of video games in adolescence. Frontiers in
psychology, 6, 501. https://doi.org/10.3389/fpsyg.2015.00501

Cole, H., & Griffiths, M.D. (2007). Social Interactions in Massively Multiplayer Online Role-
Playing Gamers. Cyberpsychology & behavior : the impact of the Internet, multimedia and

virtual reality on behavior and society, 10 4, 575-83 .

Coyne, S.M., Dyer, W.J., Densley, R.L., Money, N.M., Day, R.D., & Harper, J.M. (2015).
Physiological indicators of pathologic video game use in adolescence. The Journal of

adolescent health : official publication of the Society for Adolescent Medicine, 56 3, 307-13 .

Cuberos, R.C., Ortega, F.Z., Sanchez, M.C., Garcés, T.E., Martinez, A.M., & Ruiz, G.R.
(2018). The association of Self-concept with Substance Abuse and Problematic Use of Video
Games in University Students: A Structural Equation Model. Adicciones, 30 3, 179-188 .

Cudo, A, Kopi$, N., Strozak, P., &Zapata, D. (2018). Problematic Video Gaming and
Problematic Internet Use Among Polish Young Adults. Cyberpsychol Behav Soc Netw, 21(8),
523-529. doi: 10.1089/cyber.2018.0014.

Dany L., Moreau L., Guillet C., & Franchina C. (2016). Video Games, Internet and Social
Networks: A Study among French School students. Sante Publique (Vandoeuvre-les-Nancy,
France), 28(5), 569-579. DOI: 10.3917/spub.165.0569.

134


https://doi.org/10.1556/2006.7.2018.92
https://doi.org/10.3390/ijerph15122850
https://doi.org/10.1038/tp.2015.106
https://doi.org/10.3389/fpsyg.2015.00501
https://www.ncbi.nlm.nih.gov/pubmed/?term=Cudo%20A%5BAuthor%5D&cauthor=true&cauthor_uid=30110198
https://www.ncbi.nlm.nih.gov/pubmed/?term=Kopi%C5%9B%20N%5BAuthor%5D&cauthor=true&cauthor_uid=30110198
https://www.ncbi.nlm.nih.gov/pubmed/?term=Str%C3%B3%C5%BCak%20P%5BAuthor%5D&cauthor=true&cauthor_uid=30110198
https://www.ncbi.nlm.nih.gov/pubmed/?term=Zapa%C5%82a%20D%5BAuthor%5D&cauthor=true&cauthor_uid=30110198

Dauriat, F.Z., Zermatten, A., Billieux, J., Thorens, G., Bondolfi, G., Zullino, D., & Khazaal, Y.
(2011). Motivations to Play Specifically Predict Excessive Involvement in Massively
Multiplayer Online Role-Playing Games: Evidence from an Online Survey. European
Addiction Research, 17, 185 - 189.

de Leeuw, J. R., de Bruijn, M., de Weert-van Oene, G. H., & Schrijvers, A. J. (2010). Internet
and game behaviour at a secondary school and a newly developed health promotion
programme: a prospective study. BMC public health, 10, 544. https://doi.org/10.1186/1471-
2458-10-544

De Pasquale, C., Dinaro, C., & Sciacca, F. (2018). Relationship of Internet gaming disorder
with dissociative experience in Italian university students. Annals of general psychiatry, 17, 28.
https://doi.org/10.1186/s12991-018-0198-y

Deleuze, J., Long, J., Liu, T., Maurage, P., & Billieux, J. (2018). Passion or addiction?
correlates of healthy versus problematic use of videogames in a sample of french-speaking
regular players. Addictive Behaviors, 82, 114-121. doi:10.1016/j.addbeh.2018.02.031

Deleuze, J., Maurage, P., Schimmenti, A., et al. (2019). Escaping reality through videogames
is linked to an implicit preference for virtual over real-life stimuli.Journal of Affective
Disorders,245,1024-1031. doi: 10.1016/j.jad.2018.11.078.

Deleuze, J., Nuyens, F., Rochat, L., Rothen, S., Maurage, P., & Billieux, J. (2017). Established
risk factors for addiction fail to discriminate between healthy gamers and gamers endorsing
DSM-5 Internet gaming disorder. Journal of behavioral addictions, 6(4), 516-524.
https://doi.org/10.1556/2006.6.2017.074

Demetrovics, Z., Urban, R., Nagygyorgy, K. et al. Why do you play? The development of the
motives for online gaming questionnaire (MOGQ). Behav Res 43, 814-825 (2011).
https://doi.org/10.3758/s13428-011-0091-y

Demetrovics, Z., Urban, R., Nagygyorgy, K., Farkas, J., Griffiths, M. D., Papay, O., Kokonyei,
G., Felvinczi, K., & Olah, A. (2012). The development of the Problematic Online Gaming
Questionnaire (POGQ). PloS one, 7(5), e36417. https://doi.org/10.1371/journal.pone.0036417

135


https://doi.org/10.1186/1471-2458-10-544
https://doi.org/10.1186/1471-2458-10-544
https://doi.org/10.1186/s12991-018-0198-y
https://doi.org/10.1556/2006.6.2017.074
https://doi.org/10.3758/s13428-011-0091-y
https://doi.org/10.1371/journal.pone.0036417

Deng, L. Y., Liu, L., Xia, C. C., Lan, J., Zhang, J. T., &Fang, X. Y. (2017). Craving Behavior
Intervention in Ameliorating College Students' Internet Game Disorder: A Longitudinal
Study. Frontiers in psychology, 8, 526. https://doi.org/10.3389/fpsyg.2017.00526

Desai, R. A., Krishnan-Sarin, S., Cavallo, D., & Potenza, M. N. (2010). Video-gaming among
high school students: health correlates, gender differences, and problematic
gaming. Pediatrics, 126(6), e1414—e1424. https://doi.org/10.1542/peds.2009-2706

Ding, W. N., Sun, J. H,, Sun, Y. W, Chen, X., Zhou, Y., Zhuang, Z. G., Li, L., Zhang, Y., Xu,
J.R., &Du, Y. S. (2014). Trait impulsivity and impaired prefrontal impulse inhibition function
in adolescents with internet gaming addiction revealed by a Go/No-Go fMRI study. Behavioral
and brain functions : BBF, 10, 20. https://doi.org/10.1186/1744-9081-10-20

Ding, W. N., Sun, J. H., Sun, Y. W., Zhou, Y., Li, L., Xu, J. R., & Du, Y. S. (2013). Altered
default network resting-state functional connectivity in adolescents with Internet gaming
addiction. PloS one, 8(3), €59902. https://doi.org/10.1371/journal.pone.0059902

Dreier, M., Wolfling, K., Duven, E., et al. (2017). Free-to-play: About addicted Whales, at risk
Dolphins and healthy Minnows. Monetarization design and Internet Gaming Disorder.
Addictive Behaviors, 64, 328-333. doi: 10.1016/j.addbeh.2016.03.008.

Eichenbaum, A., Kattner, F., Bradford, D., Gentile, D.A., & Green, C.S. (2015). Role-Playing
and Real-Time Strategy Games Associated with Greater Probability of Internet Gaming

Disorder. Cyberpsychology, behavior and social networking, 18 8, 480-5 .

Elliott, L., Golub, A., Ream, G., & Dunlap, E. (2012). Video game genre as a predictor of
problem use. Cyberpsychology, behavior and social networking, 15(3), 155-161.
https://doi.org/10.1089/cyber.2011.0387

Entertainment software association (ESA). 2015 Essential Facts about the Computer and Video
Game Industry. ESA; Washington, DC, USA: 2015.

Evren, C., Dalbudak, E., Topcu, M., Kutlu, N., Evren, B. & Pontes, H.M. (2018). Psychometric
validation of the Turkish nine-item Internet Gaming Disorder Scale-Short Form (IGDS9-
SF).Psychiatry Res., 265, 349-354. doi: 10.1016/j.psychres.2018.05.002.

136


https://doi.org/10.3389/fpsyg.2017.00526
https://doi.org/10.1542/peds.2009-2706
https://doi.org/10.1186/1744-9081-10-20
https://doi.org/10.1089/cyber.2011.0387
https://www.ncbi.nlm.nih.gov/pubmed/29793049

Forrest C.J., King D.L., & Delfabbro P.H. (2017). Maladaptive cognitions predict changes in
problematic gaming in highly-engaged adults: A 12-month longitudinal study. Addictive
Behaviors, 65, 125-130. doi: 10.1016/j.addbeh.2016.10.013.

Forrest, C.J., King, D.L., & Delfabbro, P.H. (2015). The Gambling Preferences and Behaviors
of a Community Sample of Australian Regular Video Game Players. Journal of Gambling
Studies, 32, 409-420.

Fuster, H., Carbonell, X., Chamarro, A., & Oberst, U. (2013). Interaction with the game and
motivation among players of massively multiplayer online role-playing games. Spanish J
Psychol., 16, E43. doi:10.1017/sjp.2013.54.

Fuster, H., Chamarro, A., Carbonell, X., & Vallerand, R.J. (2014). Relationship Between
Passion and Motivation for Gaming in Players of Massively Multiplayer Online Role-Playing
Games. Cyberpsychology, behavior and social networking, 17 5, 292-7 .

Gainsbury, S.M., King, D.L., Russell, A.M., Delfabbro, P., &Hing, N. (2017). Virtual
addictions: An examination of problematic social casino game use among at-risk gamblers.
Addictive Behaviors,64:334-339. doi: 10.1016/j.addbeh.2015.12.007.

Garcia-Oliva, C., & Piqueras, J. A. (2016). Experiential Avoidance and Technological
Addictions in  Adolescents. Journal of behavioral addictions, 5(2), 293-303.
https://doi.org/10.1556/2006.5.2016.041

Gentile, D. A., Choo, H., Liau, A., Sim, T., Li, D., Fung, D., & Khoo, A. (2011). Pathological
video game use among youths: A two-year longitudinal study. Pediatrics, 127, 319-329. doi:
10.1542/peds.2010-1353

Gentile, D.A. (2009). Pathological video-game use among youth ages 8 to 18: a national
study. Psychological science, 20 5, 594-602 .

Gentile, D.A., Choo, H., Liau, A.K., Sim, T., Li, D., Fung, D., & Khoo, A. (2011). Pathological

video game use among youths: a two-year longitudinal study. Pediatrics, 127 2, €319-29 .

Gonzalez-Bueso, V., Santamaria, J. J., Fernandez, D., Merino, L., Montero, E., Jiménez-
Murcia, S., Del Pino-Gutiérrez, A., & Ribas, J. (2018). Internet Gaming Disorder in

Adolescents: Personality, Psychopathology and Evaluation of a Psychological Intervention

137


https://doi.org/10.1017/sjp.2013.54
https://doi.org/10.1556/2006.5.2016.041

Combined  With  Parent  Psychoeducation. Frontiers  in  psychology, 9,  787.
https://doi.org/10.3389/fpsyq.2018.00787

Haagsma, M. C., Pieterse, M. E., & Peters, O. (2012). The prevalence of problematic video
gamers in the Netherlands. Cyberpsychology, Behavior, and Social Networking, 15(3), 162-
168. https://doi.org/10.1089/cyber.2011.0248

Hagstrom, D., & Kaldo, V. (2014). Escapism among players of MMORPGs--conceptual
clarification, its relation to mental health factors, and development of a new
measure. Cyberpsychology, Behavior and  Social Networking, 17(1), 19-25.
https://doi.org/10.1089/cyber.2012.0222

Han, D.H., Kim, S.M., Bae, S., Renshaw, P.F., & Anderson, J.S. (2017). Brain connectivity and
psychiatric comorbidity in adolescents with Internet gaming disorder. Addiction Biology, 22,
802-812.

Han, D.H., Lee, Y.S., Na, C., Ahn, J.Y., Chung, U.S., Daniels, M.A., Haws, C.A., & Renshaw,
P.F. (2009). The effect of methylphenidate on Internet video game play in children with
attention-deficit/hyperactivity disorder. Comprehensive psychiatry, 50 3, 251-6 .

Han, D.H., Hwang, J.W., & Renshaw, P.F. (2010). Bupropion sustained release treatment
decreases craving for video games and cue-induced brain activity in patients with Internet video
game addiction.Exp Clin Psychopharmacol., 18(4), 297-304. doi: 10.1037/a0020023.

Hawi, N. S. & Samaha, M. (2017). Validation of the Arabic Version of the Internet Gaming
Disorder-20  Test.Cyberpsychol ~ Behav ~ Soc  Netw., 20(4), 268-272. doi:
10.1089/cyber.2016.0493.

Hawi, N. S., Samaha, M., & Griffiths, M. D. (2018). Internet gaming disorder in Lebanon:
Relationships with age, sleep habits, and academic achievement. Journal of behavioral
addictions, 7(1), 70-78. https://doi.org/10.1556/2006.7.2018.16

Hawi, N.S., &Samaha, M. (2017). Validation of the Arabic Version of the Internet Gaming
Disorder-20  Test.Cyberpsychol ~ Behav ~ Soc  Netw., 20(4), 268-272. doi:
10.1089/cyber.2016.0493.

138


https://doi.org/10.3389/fpsyg.2018.00787
https://doi.org/10.1089/cyber.2011.0248
https://doi.org/10.1089/cyber.2012.0222
https://www.ncbi.nlm.nih.gov/pubmed/28394210
https://doi.org/10.1556/2006.7.2018.16

Hellstrom, C., Nilsson, K. W., Leppert, J., & Aslund, C. (2015). Effects of adolescent online
gaming time and motives on depressive, musculoskeletal, and psychosomatic
symptoms. Upsala journal of medical sciences, 120(4), 263-275.
https://doi.org/10.3109/03009734.2015.1049724

Henchoz, Y., Studer, J., Deline, S., Ngoran, A.A., Baggio, S., & Gmel, G. (2016). Video
Gaming Disorder and Sport and Exercise in Emerging Adulthood: A Longitudinal
Study. Behavioral medicine, 42 2, 105-11 .

Holstein, B. E., Pedersen, T. P., Bendtsen, P., Madsen, K. R., Meilstrup, C. R, Nielsen, L., &
Rasmussen, M. (2014). Perceived problems with computer gaming and internet use among
adolescents: measurement tool for non-clinical survey studies. BMC public health, 14, 361.
https://doi.org/10.1186/1471-2458-14-361

Holtz, P., &Appel, M. (2011). Internet use and video gaming predict problem behavior in early
adolescence.J Adolesc., 34(1), 49-58. doi: 10.1016/j.adolescence.2010.02.004.

Hopp, T., Barker, V., & Schmitz Weiss, A. (2015). Interdependent Self-Construal, Self-
Efficacy, and Community Involvement as Predictors of Perceived Knowledge Gain Among
MMORPG Players.CyberpsycholBehavSocNetw., 18(8), 468-73. doi:
10.1089/cyber.2015.0073.

Hu, J., Zhen, S., Yu, C., Zhang, Q., &Zhang, W. (2017). Sensation Seeking and Online Gaming
Addiction in Adolescents: A Moderated Mediation Model of Positive Affective Associations
and Impulsivity. Frontiers in psychology, 8, 699. https://doi.org/10.3389/fpsyg.2017.00699

Hull, D. C., Williams, G. A., & Griffiths, M. D. (2013). Video game characteristics, happiness
and flow as predictors of addiction among video game players: A pilot study. Journal of
behavioral addictions, 2(3), 145-152. https://doi.org/10.1556/JBA.2.2013.005

Hussain, Z., & Griffiths, M.D. (2009). The Attitudes, Feelings, and Experiences of Online
Gamers: A Qualitative Analysis. Cyberpsychology & behavior : the impact of the Internet,

multimedia and virtual reality on behavior and society, 12 6, 747-53 .

Jap, T., Tiatri, S., Jaya, E. S., & Suteja, M. S. (2013). The development of indonesian online
game addiction questionnaire. PloS one, 8(4), €61098.
https://doi.org/10.1371/journal.pone.0061098

139


https://doi.org/10.1186/1471-2458-14-361
https://www.ncbi.nlm.nih.gov/pubmed/20303580
https://www.ncbi.nlm.nih.gov/pubmed/26252932
https://doi.org/10.3389/fpsyg.2017.00699
https://doi.org/10.1556/JBA.2.2013.005
https://doi.org/10.1371/journal.pone.0061098

Jeong, H., Yim, H. W, Jo, S. J., Lee, S. Y., Kim, E., Son, H. J., Han, H. H., Lee, H. K., Kweon,
Y. S., Bhang, S. Y., Choi, J. S., Kim, B. N., Gentile, D. A., & Potenza, M. N. (2017). Study
protocol of the internet user Cohort for Unbiased Recognition of gaming disorder in Early
adolescence (iICURE), Korea, 2015-2019. BMJ open, 7(10), e018350.
https://doi.org/10.1136/bmjopen-2017-018350

Jeromin, F., Rief, W., & Barke, A. (2016). Validation of the Internet Gaming Disorder
Questionnaire in a Sample of Adult German-Speaking Internet Gamers.Cyberpsychol Behav
Soc Netw., 19(7), 453-9. doi: 10.1089/cyber.2016.0168.

Jiménez-Murcia, S., Fernandez-Aranda, F., Granero, R., Chdliz, M., La Verde, M., Aguglia, E.,
Signorelli, M. S., S§, G. M., Aymami, N., Gomez-Pefa, M., del Pino-Gutiérrez, A., Moragas,
L., Fagundo, A. B., Sauchelli, S., Fernandez-Formoso, J. A., & Menchdn, J. M. (2014). Video
game addiction in gambling disorder: clinical, psychopathological, and personality
correlates. BioMed Research International, 2014, 315062.
https://doi.org/10.1155/2014/315062

Jin, C., Zhang, T., Cai, C., Bi, Y., Li, Y., Yu, D., Zhang, M., & Yuan, K. (2015). Abnormal
prefrontal cortex resting state functional connectivity and severity of internet gaming

disorder. Brain Imaging and Behavior, 10, 719-729.

Jo, S., Yim, H.W., Lee, H., Lee, H.C., Choi, J., & Baek, K. (2018). The Internet Game Use-
Elicited Symptom Screen proved to be a valid tool for adolescents aged 10-19 years. Acta
Paediatrica, 107 (3), 511-516.doi: 10.1111/apa.14087.

Johansson, A., & Gotestam, K.G. (2004). Problems with computer games without monetary

reward: similarity to pathological gambling. Psychological reports, 95 2, 641-50 .

Kang, K.D., Jung, T.W., Park, I.H., & Han, D.H. (2018). Effects of Equine-Assisted Activities
and Therapies on the Affective Network of Adolescents with Internet Gaming

Disorder. Journal of alternative and complementary medicine, 24 8, 841-849.

Khazaal, Y., Chatton, A., Rothen, S., Achab, S., Thorens, G., Zullino, D., & Gmel, G. (2016).
Psychometric properties of the 7-item game addiction scale among french and German speaking
adults. BMC psychiatry, 16, 132. https://doi.org/10.1186/s12888-016-0836-3

140


https://doi.org/10.1136/bmjopen-2017-018350
https://doi.org/10.1155/2014/315062
https://doi.org/10.1186/s12888-016-0836-3

Kietglaiwansiri, T., & Chonchaiya, W. (2018). Pattern of video game use in children with
attention-deficit-hyperactivity disorder and typical development. Pediatrics International :
Official Journal of the Japan Pediatric Society, 60(6), 523-528. doi: 10.1111/ped.13564.

Kim, E., Yim, H. W., Jeong, H., Jo, S. J., Lee, H. K., Son, H. J., & Han, H. H. (2018). The
association between aggression and risk of Internet gaming disorder in Korean adolescents: the
mediation effect of father-adolescent communication style. Epidemiology and health, 40,
e2018039. https://doi.org/10.4178/epih.e2018039

Kim, E.J., Namkoong, K., Ku, T., & Kim, S.J. (2008). The relationship between online game
addiction and aggression, self-control and narcissistic personality traits. European psychiatry :

the journal of the Association of European Psychiatrists, 23 3, 212-8 .

Kim, M.K., Jung, Y.H., Kyeong, S., et al. (2018). Neural Correlates of Distorted Self-concept
in Individuals With Internet Gaming Disorder: A Functional MRI Study. Frontiers in
Psychiatry, 9, 330. doi: 10.3389/fpsyt.2018.00330.

Kim, N., Hughes, T. L., Park, C. G., Quinn, L., & Kong, I. D. (2016). Resting-State Peripheral
Catecholamine and Anxiety Levels in Korean Male Adolescents with Internet Game
Addiction. Cyberpsychology, behavior —and social networking, 19(3), 202-208.
https://doi.org/10.1089/cyber.2015.0411.

Kim, N., Hughes, T.L., Park, C.G., Quinn, L., & Kong, 1.D. (2016). Altered Autonomic
Functions and Distressed Personality Traits in Male Adolescents with Internet Gaming

Addiction. Cyberpsychology, behavior and social networking, 19 11, 667-673.

Kim, N., Sung, J.Y., Park, J.Y., et al. (2019). Association between internet gaming addiction
and leukocyte telomere length in Korean male adolescents. Social Science & Medicine (1982),
222, 84-90. doi: 10.1016/j.socscimed.2018.12.026.

King, D. L., Herd, M., & Delfabbro, P. H. (2017). Tolerance in Internet gaming disorder: A
need for increasing gaming time or something else?. Journal of behavioral addictions, 6(4),
525-533. https://doi.org/10.1556/2006.6.2017.072

King, D.L., Delfabbro, P.H., & Griffiths, M.D. (2013). Trajectories of Problem Video Gaming
Among Adult Regular Gamers: An 18-Month Longitudinal Study. Cyberpsychology, behavior

and social networking, 16 1, 72-6 .

141


https://doi.org/10.4178/epih.e2018039
https://doi.org/10.1089/cyber.2015.0411
https://doi.org/10.1556/2006.6.2017.072

Kirély, O. et al. (2019). Ten-Item Internet Gaming Disorder Test (IGDT-10): Measurement
invariance and cross-cultural validation across seven language-based samples. Psychol Addict
Behav., 33(1), 91-103. doi: 10.1037/adb0000433.

Kiraly, O., Téth, D., Urbéan, R., Demetrovics, Z. & Maraz, A. (2017). Intense video gaming is
not essentially problematic. Psychology of Addictive Behaviors : Journal of the Society of
Psychologists in Addictive Behaviors, 31(7):807-817. doi: 10.1037/adb0000316.

Kiraly, O., Urban, R., Griffiths, M. D., Agoston, C., Nagygyorgy, K., Kokonyei, G., &
Demetrovics, Z. (2015). The mediating effect of gaming motivation between psychiatric
symptoms and problematic online gaming: an online survey. Journal of medical Internet
research, 17(4), e88. https://doi.org/10.2196/jmir.3515

Kiraly, O., Béthe, B., Ramos-Diaz, J., Rahimi-Movaghar, A., Lukavska, K., et al. (2019). Ten-
Item Internet Gaming Disorder Test (IGDT-10): Measurement invariance and cross-cultural
validation across seven language-based samples.Psychol Addict Behav., 33(1), 91-103. doi:
10. 1037/adb0000433.

Klin, J.D., & Freitag E. (1991). Enhancing motivation using an instructional game. Journal of

Instructional Psychology, 18(2), 11-7.

Ko, C., Hsieh, T., Chen, C., Yen, C., Chen, C., Yen, J., Wang, P., & Liu, G. (2013). Altered
brain activation during response inhibition and error processing in subjects with Internet
gaming disorder: a functional magnetic imaging study. European Archives of Psychiatry and
Clinical Neuroscience, 264, 661-672.

Ko, C., Yen, J., Chen, C., Chen, S., & Yen, C. (2005). Gender differences and related factors
affecting online gaming addiction among Taiwanese adolescents. The Journal of nervous and
mental disease, 193 4, 273-7 .

Ko, C.H., Yen, J.Y., Liu, S.C., Huang, C.F., & Yen, C.F. (2009). The associations between
aggressive behaviors and internet addiction and online activities in adolescents.J Adolesc
Health., 44(6), 598-605. doi: 10.1016/j.jadohealth.2008.11.011.

Koning, I. M., Peeters, M., Finkenauer, C., & van den Eijnden, R. (2018). Bidirectional effects
of Internet-specific parenting practices and compulsive social media and Internet game
use. Journal of behavioral addictions, 7(3), 624-632. https://doi.org/10.1556/2006.7.2018.68

142


https://doi.org/10.2196/jmir.3515
https://www.ncbi.nlm.nih.gov/pubmed/?term=Kir%C3%A1ly%20O%5BAuthor%5D&cauthor=true&cauthor_uid=30589307
https://www.ncbi.nlm.nih.gov/pubmed/?term=B%C5%91the%20B%5BAuthor%5D&cauthor=true&cauthor_uid=30589307
https://www.ncbi.nlm.nih.gov/pubmed/?term=Ramos-Diaz%20J%5BAuthor%5D&cauthor=true&cauthor_uid=30589307
https://www.ncbi.nlm.nih.gov/pubmed/?term=Rahimi-Movaghar%20A%5BAuthor%5D&cauthor=true&cauthor_uid=30589307
https://www.ncbi.nlm.nih.gov/pubmed/?term=Lukavska%20K%5BAuthor%5D&cauthor=true&cauthor_uid=30589307
https://doi.org/10.1556/2006.7.2018.68

Krossbakken, E., Torsheim, T., Mentzoni, R. A, King, D. L., Bjorvatn, B., Lorvik, I. M., &
Pallesen, S. (2018). The effectiveness of a parental guide for prevention of problematic video
gaming in children: A public health randomized controlled intervention study. Journal of
behavioral addictions, 7(1), 52—61. https://doi.org/10.1556/2006.6.2017.087

KussD.J. (2013). Internet gaming addiction: current perspectives. Psychology Research and
Behavior Management,6, 125-137. doi: 10.2147/PRBM.S39476.

Kuss, D.J., Louws, J., & Wiers, R.W. (2012). Gaming Addiction ? Motives Predict Addictive
Play Behavior in Massively Multiplayer Online Role-Playing Games.

Kwon, J., Chung, C., & Lee, J. (2009). The Effects of Escape from Self and Interpersonal
Relationship on the Pathological Use of Internet Games. Community Mental Health Journal,
47, 113-121.

Lafreniére, M.K., Vallerand, R.J., Donahue, E.G., & Lavigne, G.L. (2009). On The Costs and
Benefits of Gaming: The Role of Passion. Cyberpsychology & behavior : the impact of the

Internet, multimedia and virtual reality on behavior and society, 12 3, 285-90 .

Lau, C. Stewart, S.L., Sarmiento, C., Saklofske, D.H., & Tremblay, P.F. (2018). Who Is at Risk
for Problematic Video Gaming? Risk Factors in Problematic Video Gaming in Clinically
Referred Canadian Children and Adolescents. Multimodal Technologies Interact., 2, 19.
doi:10.3390/mti202001

Lee, M.S., Ko, Y., Song, H., Kwon, K., Lee, H., Nam, M., & Jung, I. (2007). Characteristics of
Internet Use in Relation to Game Genre in Korean Adolescents. Cyberpsychology & behavior
: the impact of the Internet, multimedia and virtual reality on behavior and society, 10 2, 278-
85.

Lee, S. Y., Lee, H. K, Bang, S. Y., Jeong, H., Yim, H. W., & Kweon, Y. S. (2018). Aggression
and Harm-Avoidant Trait Impede Recovery From Internet Gaming Disorder. Frontiers in
psychiatry, 9, 263. https://doi.org/10.3389/fpsyt.2018.00263

Lehenbauer-Baum, M., Klaps, A., Kovacovsky, Z., et al. (2015). Addiction and Engagement:
An Explorative Study Toward Classification Criteria for Internet Gaming Disorder.
Cyberpsychology, Behavior and Social Networking, 18(6), 343-349. doi:
10.1089/cyber.2015.0063.

143


https://doi.org/10.1556/2006.6.2017.087
https://doi.org/10.3389/fpsyt.2018.00263

Leménager, T., Dieter, J., Hill, H., Koopmann, A., Reinhard, 1., Sell, M., Kiefer, F., Vollst&dt-
Klein, S., & Mann, K. (2014). Neurobiological correlates of physical self-concept and self-
identification with avatars in addicted players of Massively Multiplayer Online Role-Playing
Games (MMORPGSs). Addictive Behaviors, 39(12), 1789-97.
https://doi.org/10.1016/j.addbeh.2014.07.017

Lémenager, T., Gwodz, A., Richter, A., Reinhard, 1.B., Kaemmerer, N., Sell, M., & Mann, K.
(2013). Self-Concept Deficits in Massively Multiplayer Online Role-Playing Games
Addiction. European Addiction Research, 19, 227 - 234.

Lemmens, J.S. etal. (2009). Development and Validation of a Game Addiction Scale for
Adolescents. Media Psychology, 12, 77-95. doi: 10.1080/15213260802669458

Lemmens, J.S., Valkenburg, P.M., & Peter, J. (2011). The effects of pathological gaming on
aggressive behavior. J Youth Adolesc., 40, 38-47.

Lemmens, J.S., Valkenburg, P.M., & Gentile, D.A. (2015). The Internet Gaming Disorder
Scale.Psychol Assess., 27(2), 567-82. doi: 10.1037/pas0000062.

Lemos, I.L., Cardoso, A., & Sougey, E.B. (2016). Validity and reliability assessment of the
Brazilian version of the game addiction scale (GAS). Comprehensive psychiatry, 67, 19-25.doi:
10.1016/j.comppsych.2016.01.014. Epub 2016 Feb 6.

Li H, Zou Y, Wang J., & Yang X. (2016). Role of Stressful Life Events, Avoidant Coping
Styles, and Neuroticism in Online Game Addiction among College Students: A Moderated
Mediation Model. Frontiers in Psychology, 7, 1794. doi: 10.3389/fpsyg.2016.01794.

Li, AY., Lo, B.C. & Cheng, C. (2018). It Is the Family Context That Matters: Concurrent and
Predictive Effects of Aspects of Parent-Child Interaction on Video Gaming-Related Problems.
Cyberpsychology, Behavior and Social Networking, 21(6), 374-380. doi:
10.1089/cyber.2017.0566.

Li, D.D., Liau, AK., & Khoo, A. (2011). Examining the Influence of Actual-ldeal Self-
Discrepancies, Depression, and Escapism, on Pathological Gaming Among Massively
Multiplayer Online Adolescent Gamers. Cyberpsychology, behavior and social networking, 14
9, 535-9.

144


https://doi.org/10.1016/j.addbeh.2014.07.017
https://www.ncbi.nlm.nih.gov/pubmed/25558970

Lim, J. A, Lee, J. Y., Jung, H. Y., Sohn, B. K., Choi, S. W., Kim, Y. J., Kim, D. J., & Choi, J.
S. (2016). Changes of quality of life and cognitive function in individuals with Internet gaming
disorder: A 6-month follow-up. Medicine, 95(50), €5695.
https://doi.org/10.1097/MD.0000000000005695

Lis, E., Chiniara, C., Wood, M.A., Biskin, R.S., & Montoro, R. (2015). Psychiatrists’
Perceptions of World of Warcraft and Other MMORPGs. Psychiatric Quarterly, 87, 323-327.

Lortie, C.L., & Guitton, M.J. (2013). Internet addiction assessment tools: dimensional structure
and methodological status. Addiction, 108 7, 1207-16 .

Mallorqui-Bagué, N., Fernandez-Aranda, F., Lozano-Madrid, M., Granero, R., Mestre-Bach,
G., Bafio, M., Pino-Gutiérrez, A. D., GOmez-Pefia, M., Aymami, N., Menchon, J. M.,
&Jiménez-Murcia, S. (2017). Internet gaming disorder and online gambling disorder: Clinical
and  personality  correlates. Journal of  behavioral addictions, 6(4), 669-677.
https://doi.org/10.1556/2006.6.2017.078

Mannikkd, N., Billieux, J., & Kaaridinen, M. (2015). Problematic digital gaming behavior and
its relation to the psychological, social and physical health of Finnish adolescents and young
adults. Journal of behavioral addictions, 4(4), 281-288.
https://doi.org/10.1556/2006.4.2015.040

Marzouki, Y., Dusaucy, V., Chanceaux, M., & Mathét, S. (2017). The World (of Warcraft)
through the eyes of an expert. PeerJ, 5, e3783. https://doi.org/10.7717/peerj.3783

Mazurek, M.O., & Engelhardt, C.R. (2013). Video game use in boys with autism spectrum
disorder, ADHD, or typical development. Pediatrics, 132 2, 260-6 .

Mehroof, M., & Griffiths, M.D. (2010). Online Gaming Addiction: The Role of Sensation
Seeking, Self-Control,  Neuroticism,  Aggression, State  Anxiety, and Trait

Anxiety. Cyberpsychology, behavior and social networking, 13 3, 313-6 .

Mentzoni, R.A., Brunborg, G.S., Molde, H., Myrseth, H., Skouverge, K.J., Hetland, J., &
Pallesen, S. (2011). Problematic Video Game Use: Estimated Prevalence and Associations with

Mental and Physical Health. Cyberpsychology, behavior and social networking, 14 10, 591-6 .

145


https://doi.org/10.1097/MD.0000000000005695
https://doi.org/10.1556/2006.6.2017.078
https://doi.org/10.1556/2006.4.2015.040
https://doi.org/10.7717/peerj.3783

Messias, E.L., Castro, J.C., Saini, A., Usman, M., & Peeples, D.A. (2011). Sadness, suicide,
and their association with video game and internet overuse among teens: results from the youth
risk behavior survey 2007 and 2009. Suicide & life-threatening behavior, 41 3, 307-15 .

Metcalf, O., & Pammer, K. (2013). Physiological Arousal Deficits in Addicted Gamers Differ

Based on Preferred Game Genre. European Addiction Research, 20, 23 - 32.

Metcalf, O., & Pammer, K. (2014). Impulsivity and Related Neuropsychological Features in
Regular and Addictive First Person Shooter Gaming. Cyberpsychology, behavior and social
networking, 17 3, 147-52 .

Mills, D.J., Milyavskaya, M., Mettler, J., Heath, N.L. &Derevensky, J.L. (2018). How do
passion for video games and needs frustration explain time spent gaming? The British Journal
of Social Psychology, 57(2), 461-481. doi: 10.1111/bjs0.12239.

Moher D, Liberati A, Tetzlaff J, Altman DG, The PRISMA Group (2009). Preferred Reporting
Items for Systematic Reviews and Meta-Analyses: The PRISMA Statement. PLoS Med, 6(7),
€1000097. doi:10.1371/journal.pmed1000097

Monacis, L., de Palo, V., Griffiths, M. D., & Sinatra, M. (2017). Exploring Individual
Differences in Online Addictions: the Role of Identity and Attachment. International journal
of mental health and addiction, 15(4), 853-868. https://doi.org/10.1007/s11469-017-9768-5

Monacis, L., Palo, V., Griffiths, M. D., & Sinatra, M. (2016). Validation of the Internet Gaming
Disorder Scale - Short-Form (IGDS9-SF) in an Italian-speaking sample. Journal of behavioral
addictions, 5(4), 683-690. https://doi.org/10.1556/2006.5.2016.083

Moudiab, S., & Spada, M. M. (2019). The relative contribution of motives and maladaptive
cognitions to levels of Internet Gaming Disorder. Addictive behaviors reports, 9, 100160.
https://doi.org/10.1016/j.abrep.2019.100160

Miller, K. W., Janikian, M., Dreier, M., WoélIfling, K., Beutel, M. E., Tzavara, C., Richardson,
C., & Tsitsika, A. (2015). Regular gaming behavior and internet gaming disorder in European
adolescents: results from a cross-national representative survey of prevalence, predictors, and
psychopathological correlates. European Child & Adolescent Psychiatry, 24(5), 565-74.
https://doi.org/10.1007/s00787-014-0611-2

146


https://doi.org/10.1007/s11469-017-9768-5
https://doi.org/10.1556/2006.5.2016.083
https://doi.org/10.1016/j.abrep.2019.100160
https://doi.org/10.1007/s00787-014-0611-2

Miiller, K.W., Dreier, M., Duven, E., Giralt, S., Beutel, M.E., & W6Ifling, K. (2017). Adding
Clinical Validity to the Statistical Power of Large-Scale Epidemiological Surveys on Internet
Addiction in Adolescence: A Combined Approach to Investigate Psychopathology and
Development-Specific Personality Traits Associated With Internet Addiction. The Journal of
clinical psychiatry, 78 3, e244-e251 .

Mythily, S., Qiu, S., & Winslow, M. (2008). Prevalence and correlates of excessive Internet

use among youth in Singapore. Annals of the Academy of Medicine, Singapore, 37 1, 9-14 .

Na, E., Lee, H., Choi, I., & Kim, D.J. (2017). Comorbidity of Internet gaming disorder and
alcohol use disorder: A focus on clinical characteristics and gaming patterns. The American
Journal on Addictions, 26, 326-334.

Nakamura, H., Ohara, K., Kouda, K., Fujita, Y., Mase, T., Miyawaki, C., Okita, Y., & Ishikawa,
T. (2012). Combined influence of media use on subjective health in elementary school children
in Japan: a population-based study. BMC public health, 12, 432. https://doi.org/10.1186/1471-
2458-12-432

Naskar, S., Victor, R., Nath, K., & Sengupta, C. (2016). "One level more:" A narrative review
on internet gaming disorder. Industrial ~ psychiatry  journal, 25(2), 145-154.
https://doi.org/10.4103/ipj.ipj_67_16

Ng, B. D., & Wiemer-Hastings, P. (2005). Addiction to the internet and online
gaming. Cyberpsychology & Behavior : the Impact of the Internet, Multimedia and Virtual
Reality On Behavior and Society, 8(2), 110-3.

Paik, S. H., Cho, H., Chun, J. W., Jeong, J. E., & Kim, D. J. (2017). Gaming Device Usage
Patterns Predict Internet Gaming Disorder: Comparison across Different Gaming Device Usage
Patterns. International journal of environmental research and public health, 14(12), 1512.
https://doi.org/10.3390/ijerph14121512

Paik, S. H., Choi, M. R., Kwak, S. M., Bang, S. H., Chun, J. W., Kim, J. Y., Choi, J., Cho, H.,
Jeong, J. E., & Kim, D. J. (2017). An association study of TaglA ANKK1 and C957T and
- 141C DRD2 polymorphisms in adults with internet gaming disorder: a pilot study. Annals of
general psychiatry, 16, 45. https://doi.org/10.1186/s12991-017-0168-9

147


https://doi.org/10.1186/1471-2458-12-432
https://doi.org/10.1186/1471-2458-12-432
https://doi.org/10.4103/ipj.ipj_67_16
https://doi.org/10.3390/ijerph14121512
https://doi.org/10.1186/s12991-017-0168-9

Panagiotidi, M. (2017). Problematic Video Game Play and ADHD Traits in an Adult
Population. Cyberpsychology, behavior and social networking, 20 5, 292-295 .

Papay, O., Urban, R., Griffiths, M. D., Nagygyorgy, K., Farkas, J., Kokdnyei, G., Felvinczi, K.,
Olah, A., Elekes, Z., & Demetrovics, Z. (2013). Psychometric properties of the problematic
online gaming questionnaire short-form and prevalence of problematic online gaming in a
national sample of adolescents. Cyberpsychology, behavior and social networking, 16(5), 340—
348. https://doi.org/10.1089/cyber.2012.0484

Park, M., Choi, J. S., Park, S. M., Lee, J. Y., Jung, H. Y., Sohn, B. K., Kim, S. N., Kim, D. J.,
& Kwon, J. S. (2016). Dysfunctional information processing during an auditory event-related
potential task in individuals with Internet gaming disorder. Translational psychiatry, 6(1),
e721. https://doi.org/10.1038/tp.2015.215

Park, S. M., Lee, J. Y., Kim, Y. J., Lee, J. Y., Jung, H. Y., Sohn, B. K., Kim, D. J., & Choi, J.
S. (2017). Neural connectivity in Internet gaming disorder and alcohol use disorder: A resting-
state EEG coherence study. Scientific reports, 7(1), 1333. https://doi.org/10.1038/s41598-017-
01419-7

Park, S., Ryu, H., Lee, J. Y., Choi, A., Kim, D. J., Kim, S. N., & Choi, J. S. (2018). Longitudinal
Changes in Neural Connectivity in Patients With Internet Gaming Disorder: A Resting-State
EEG Coherence Study. Frontiers in psychiatry, 9, 252.
https://doi.org/10.3389/fpsyt.2018.00252

Pearcy, B.T., McEvoy, P.M., & Roberts, L.D. (2017). Internet Gaming Disorder Explains
Unique Variance in Psychological Distress and Disability After Controlling for Comorbid
Depression, OCD, ADHD, and Anxiety. Cyberpsychology, behavior and social networking, 20
(2), 126-132.

Pearcy, B.T., Roberts, L.D., & McEvoy, P.M. (2016). Psychometric Testing of the Personal
Internet Gaming Disorder Evaluation-9: A New Measure Designed to Assess Internet Gaming
Disorder.CyberpsycholBehavSocNetw., 19(5), 335-41. doi: 10.1089/cyber.2015.0534.

Pérez, E.J., Ledn, J.M., Mota, G.R., Luque, M.L., Aguilar, J.P., Alonso, S.M., &Garcia, C.P.
(2018). Information and Communications Technologies (ICT): Problematic use of Internet,
video games, mobile phones, instant messaging and social networks using MULTICAGE-
TIC. Adicciones, 30 (1), 19-32.

148


https://doi.org/10.1089/cyber.2012.0484
https://doi.org/10.1038/tp.2015.215
https://doi.org/10.1038/s41598-017-01419-7
https://doi.org/10.1038/s41598-017-01419-7
https://doi.org/10.3389/fpsyt.2018.00252
https://www.ncbi.nlm.nih.gov/pubmed/27096439

Phillips, J.G., Butt, S., & Blaszczynski, A. (2006). Personality and self-reported use of mobile
phones for games.Cyberpsychol Behav., 9(6), 753-8.

Pontes, H. M., Kiraly, O., Demetrovics, Z., & Griffiths, M. D. (2014). The conceptualisation
and measurement of DSM-5 Internet Gaming Disorder: the development of the IGD-20
Test. PloS one, 9(10), e110137. https://doi.org/10.1371/journal.pone.0110137

Pontes, H.M., &Griffiths, M.D. (2016). Portuguese Validation of the Internet Gaming Disorder
Scale-Short-Form.Cyberpsychol Behav  Soc Netw., 19(4), 288-93. doi:
10.1089/cyber.2015.0605.

Porter, G., Starcevic, V., Berle, D., & Fenech, P. (2010). Recognizing Problem Video Game
Use. Australian and New Zealand Journal of Psychiatry, 44, 120 - 128.

Przybylski A. K. (2016). Mischievous responding in Internet Gaming Disorder
research. Peer], 4, e2401. https://doi.org/10.7717/peerj.2401

Przybylski, A. K., Weinstein, N., & Murayama, K. (2017). Internet Gaming Disorder:
Investigating the Clinical Relevance of a New Phenomenon.Am J Psychiatry, 174(3), 230-236.
doi: 10.1176/appi.ajp.2016.16020224.

Rapeepisarn, K., Wong, K.W., Fung, C.C., Khine, M.S. (2008). The relationship between game
genres, learning techniques and learning styles in educational computer games. Lecture Notes
in Computer Science,5093, 497-508.

Ream, G. L., Elliott, L. C., & Dunlap, E. (2011). Playing video games while using or feeling
the effects of substances: associations with substance use problems. International journal of
environmental research and public health, 8(10), 3979-3998.
https://doi.org/10.3390/ijerph8103979

Rehbein, F., Kliem, S., Baier, D., MoRBle, T., & Petry, N. (2015). Prevalence of Internet gaming
disorder in German adolescents: diagnostic contribution of the nine DSM-5 criteria in a state-

wide representative sample. Addiction, 110 5, 842-51 .

Rho, M. J,, Lee, H., Lee, T. H., Cho, H., Jung, D. J., Kim, D. J., & Choi, I. Y. (2017). Risk

Factors for Internet Gaming Disorder: Psychological Factors and Internet Gaming

149


https://doi.org/10.1371/journal.pone.0110137
https://www.ncbi.nlm.nih.gov/pubmed/26974853
https://doi.org/10.7717/peerj.2401
https://doi.org/10.3390/ijerph8103979

Characteristics. International journal of environmental research and public health, 15(1), 40.
https://doi.org/10.3390/ijerph15010040

Riedl D., Stockl A., Nussbaumer C., et al. (2016). [Usage patterns of internet and computer
games : Results of an observational study of Tyrolean adolescents]. Neuropsychiatrie : Klinik,
Diagnostik, Therapie und Rehabilitation : Organ der Gesellschaft Osterreichischer
Nervenarzte und Psychiater, 30(4), 181-190. doi: 10.1007/s40211-016-0205-y.

Rikkers, W., Lawrence, D., Hafekost, J., & Zubrick, S. R. (2016). Internet use and electronic
gaming by children and adolescents with emotional and behavioural problems in Australia -
results from the second Child and Adolescent Survey of Mental Health and Wellbeing. BMC
public health, 16, 399. https://doi.org/10.1186/s12889-016-3058-1

Rockloff, M.J., Moskovsky, N., Thorne, H., et al. (2017). Environmental Factors in the Choice
of EGMs: A Discrete Choice Experiment. Journal of Gambling Studies, 33(3):719-734. doi:
10.1007/s10899-016-9622-X.

Romo, L., Rémond, J., Coeffec, A., Kotbagi, G., Plantey, S., Boz, F., & Kern, L. (2014).
Gambling and Attention Deficit Hyperactivity Disorders (ADHD) in a Population of French
Students. Journal of Gambling Studies, 31, 1261-1272.

Rooij, A.J., Schoenmakers, T.M., Eijnden, R.J., & Mheen, D.V. (2010). Compulsive Internet
use: the role of online gaming and other internet applications. The Journal of adolescent health

- official publication of the Society for Adolescent Medicine, 47 1, 51-7 .

Rooij, A.J., Schoenmakers, T.M., Vermulst, A.A., Eijnden, R.V., & Mheen, D.V. (2011).
Online video game addiction: identification of addicted adolescent gamers. Addiction, 106 1,
205-12 .

Ryu, H., Lee, J. Y., Choi, A., Park, S., Kim, D. J., & Choi, J. S. (2018). The Relationship
between Impulsivity and Internet Gaming Disorder in Young Adults: Mediating Effects of
Interpersonal Relationships and Depression. International journal of environmental research
and public health, 15(3), 458. https://doi.org/10.3390/ijerph15030458

Sachdeva, A., & Verma, R. (2015). Internet Gaming Addiction: A Technological Hazard.
International Journal of High Risk Behaviors & Addiction, 4(4), €26359. doi:
10.5812/ijhrba.26359.

150


https://doi.org/10.3390/ijerph15010040
https://doi.org/10.1186/s12889-016-3058-1
https://doi.org/10.3390/ijerph15030458

Salguero, R.A., & Moran, R.B. (2002). Measuring problem video game playing in
adolescents. Addiction, 97 12, 1601-6 .

Sanders, J.L., & Williams, R.J. (2016). Reliability and Validity of the Behavioral Addiction
Measure for Video Gaming. Cyberpsychology, behavior and social networking, 19 1, 43-8 .

Saquib, N., Saquib, J., Wahid, A., Ahmed, A. A., Dhuhayr, H. E., Zaghloul, M. S., Ewid, M.,
& Al-Mazrou, A. (2017). Video game addiction and psychological distress among expatriate
adolescents in Saudi Arabia. Addictive behaviors reports, 6, 112-117.
https://doi.org/10.1016/j.abrep.2017.09.003

Scharkow, M., Festl, R., & Quandt, T. (2014). Longitudinal patterns of problematic computer

game use among adolescents and adults--a 2-year panel study. Addiction, 109 11, 1910-7 .

Schivinski, B., Brzozowska-Wos, M., Buchanan, E. M., Griffiths, M. D., &Pontes, H. M.
(2018). Psychometric assessment of the Internet Gaming Disorder diagnostic criteria: An Item
Response Theory study. Addictive behaviors reports, 8, 176-184.
https://doi.org/10.1016/j.abrep.2018.06.004

Schivinski, B., Brzozowska-Wos, M., Buchanan, E. M., Griffiths, M. D., & Pontes, H. M.
(2018). Psychometric assessment of the Internet Gaming Disorder diagnostic criteria: An Item
Response Theory study. Addictive behaviors reports, 8, 176-184.
https://doi.org/10.1016/j.abrep.2018.06.004

Schluter, M.G., Hodgins, D.C., Wolfe, J. & Wild, T.C. (2018). Can one simple questionnaire
assess substance-related and behavioural addiction problems? Results of a proposed new
screener for community epidemiology.Addiction (Abingdon, England), 113(8), 1528-1537. doi:
10.1111/add.14166.

Sharma M. K. (2016). Video Game Addiction and Life Style Changes: Implications for
Caregivers  Burden. Indian  journal of psychological medicine, 38(2), 150-151.
https://doi.org/10.4103/0253-7176.178811.

Sharma, M. K., & Mahindru, P. (2017). Online Methods of Managing Auditory Hallucinations:
A New Trend to Understand Psychopathology. Indian journal of psychological
medicine, 39(3), 354-356. https://doi.org/10.4103/0253-7176.207316

151


https://doi.org/10.1016/j.abrep.2017.09.003
https://doi.org/10.1016/j.abrep.2018.06.004
https://doi.org/10.1016/j.abrep.2018.06.004
https://doi.org/10.4103/0253-7176.178811
https://doi.org/10.4103/0253-7176.207316

Sharma, M.K., & Mahindru, P. (2015). Video game addiction: Impact on teenagers' lifestyle.
The National Medical Journal of India, 28(6), 282-283.

Shieh, K.F., &Cheng, M.S. (2007). An empirical study of experiential value and lifestyles and
their effects on satisfaction in adolescents: an example using online gaming.Adolescence,
42(165), 199-215.

Shin, Y. B., Kim, J. J., Kim, M. K., Kyeong, S., Jung, Y. H., Eom, H., & Kim, E. (2018).
Development of an effective virtual environment in eliciting craving in adolescents and young
adults with internet gaming disorder. PloS one, 13(4), e0195677.
https://doi.org/10.1371/journal.pone.0195677

Shiue, 1. (2015). Self and environmental exposures to drinking, smoking, gambling or video
game addiction are associated with adult hypertension, heart and cerebrovascular diseases,
allergy, self-rated health and happiness: Japanese General Social Survey, 2010. International
Journal of Cardiology, 181, 403-412. https://doi.org/10.1016/j.ijcard.2014.12.071

Shochat, T., Flint-Bretler, O., & Tzischinsky, O. (2010). Sleep patterns, electronic media
exposure and daytime sleep-related behaviours among Israeli adolescents. Acta paediatrica, 99
9, 1396-400 .

Sincek, D., Humer, J.T. &Duvnjak, I. (2017). Correlates of problematic gaming - Is there
support for proneness to risky behaviour? Psychiatria Danubina, 29(3), 302-312. doi:
10.24869/psyd.2017.302.

Skatupova, K., & Blinka, L. (2016). Interpersonal dependency and online gaming
addiction. Journal of behavioral addictions, 5(1), 108-114.
https://doi.org/10.1556/2006.5.2016.002

Skatupova, K., Blinka, L., & Tapal, A. (2018). Gaming under the influence: An exploratory
study. Journal of behavioral addictions, 7(2), 493-498.
https://doi.org/10.1556/2006.7.2018.27

Smahel, D., Blinka, L., & Ledabyl, O. (2008). Playing MMORPGs: Connections between
Addiction and Identifying with a Character. Cyberpsychology & behavior : the impact of the

Internet, multimedia and virtual reality on behavior and society, 11 6, 715-8 .

152


https://doi.org/10.1371/journal.pone.0195677
https://doi.org/10.1016/j.ijcard.2014.12.071
https://doi.org/10.1556/2006.5.2016.002
https://doi.org/10.1556/2006.7.2018.27

Smohai, M., Urbén, R., Griffiths, M.D., Kiraly, O., Mirnics, Z., Vargha, A., & Demetrovics,
Z. (2017). Online and offline video game use in adolescents: measurement invariance and
problem  severity Am ] Drug  Alcohol  Abuse,  43(1), 111-116. doi:
10.1080/00952990.2016.1240798.

Snodgrass, J.G., Dengah, H.J., Lacy, M.G., & Fagan, J. (2013). A formal anthropological view
of motivation models of problematic MMO play: achievement, social, and immersion factors
in the context of culture. Transcultural psychiatry, 50 2, 235-62.

Son, D. T., Yasuoka, J., Poudel, K. C., Otsuka, K., & Jimba, M. (2013). Massively multiplayer
online role-playing games (MMORPG): association between its addiction, self-control and
mental disorders among young people in Vietnam. The International Journal of Social
Psychiatry, 59(6), 570-7. https://doi.org/10.1177/0020764012445861

Spada, M.M.,& Caselli, G. (2017). The Metacognitions about Online Gaming Scale:
Development and psychometric  properties.Addict Behav., 64, 281-286. doi:
10.1016/j.addbeh.2015.07.007. Epub 2015 Jul 20.

Stockdale, L. & Coyne, S. M. (2018). Video game addiction in emerging adulthood: Cross-
sectional evidence of pathology in video game addicts as compared to matched healthy
controls.J Affect Disord., 1 (225), 265-272. doi: 10.1016/j.jad.2017.08.045.

Su, P, Yu, C,, Zhang, W., Liu, S., Xu, Y., & Zhen, S. (2018). Predicting Chinese Adolescent
Internet Gaming Addiction From Peer Context and Normative Beliefs About Aggression: A 2-
Year Longitudinal Study. Frontiers in psychology, 9, 1143.
https://doi.org/10.3389/fpsyq.2018.01143

Subramaniam, M., Chua, B.Y., Abdin, E., et al. (2016). Prevalence and Correlates of Internet
Gaming Problem among Internet Users: Results from an Internet Survey. Annals of the
Academy of Medicine, 45(5), 174-183.

Tavakol, M., & Dennick, R. (2011). Making sense of Cronbach's alpha. International journal
of medical education, 2, 53-55. https://doi.org/10.5116/ijme.4dfb.8dfd

Tian, Y., Yu, C, Lin, S., Lu, J,, Liu, Y., & Zhang, W. (2019). Sensation Seeking, Deviant Peer
Affiliation, and Internet Gaming Addiction Among Chinese Adolescents: The Moderating

153


https://doi.org/10.1177/0020764012445861
https://www.ncbi.nlm.nih.gov/pubmed/26210288
https://www.ncbi.nlm.nih.gov/pubmed/28841491
https://doi.org/10.3389/fpsyg.2018.01143

Effect of Parental Knowledge. Frontiers in psychology, 9, 2727.
https://doi.org/10.3389/fpsyq.2018.02727

Turner, J.R. (1989) Individual differences in heart rate response during behavioral
challenge. Psychophysiology, 26(5), 497-505.

Vadlin, S., Aslund, C., & Nilsson, K.W. (2015). Development and content validity of a
screening instrument for gaming addiction in adolescents: the Gaming Addiction Identification
Test (GAIT). Scandinavian journal of psychology, 56 4, 458-66 .

van Rooij, A. J. et al. (2012). Video game addiction test: validity and psychometric
characteristics.Cyberpsychol Behav Soc Netw., 15(9), 507-11. doi: 10.1089/cyber.2012.0007.

Van Rooij, A. J., & Kardefelt-Winther, D. (2017). Lost in the chaos: Flawed literature should
not generate new disorders. Journal of behavioral addictions, 6(2), 128-132.
https://doi.org/10.1556/2006.6.2017.015

van Rooij, A. J., Schoenmakers, T. M., & Van de Mheen, D. (2017). Clinical validation of the
C-VAT 2.0 assessment tool for gaming disorder: A sensitivity analysis of the proposed DSM-
5 criteria and the clinical characteristics of young patients with ‘'video game
addiction'. Addictive Behaviors, 64, 269-274. https://doi.org/10.1016/j.addbeh.2015.10.018

van Rooij, A. J., Schoenmakers, T. M., van den Eijnden, R. J., Vermulst, A. A., & van de
Mheen, D. (2012). Video game addiction test: validity and psychometric
characteristics. Cyberpsychology, Behavior and Social Networking, 15(9), 507-11.
https://doi.org/10.1089/cyber.2012.0007

Veselka, L., Wijesingha, R., Leatherdale, S. T., Turner, N. E., & Elton-Marshall, T. (2018).
Factors associated with social casino gaming among adolescents across game types. BMC
public health, 18(1), 1167. https://doi.org/10.1186/s12889-018-6069-2

Wang, C. Y., Wu, Y. C,, Su, C. H,, Lin, P. C., Ko, C. H., & Yen, J. Y. (2017). Association
between Internet gaming disorder and generalized anxiety disorder. Journal of behavioral
addictions, 6(4), 564-571. https://doi.org/10.1556/2006.6.2017.088

154


https://doi.org/10.3389/fpsyg.2018.02727
https://doi.org/10.1556/2006.6.2017.015
https://doi.org/10.1016/j.addbeh.2015.10.018
https://doi.org/10.1089/cyber.2012.0007
https://doi.org/10.1186/s12889-018-6069-2
https://doi.org/10.1556/2006.6.2017.088

Wang, H.R., Cho, H.K., & Kim, D.J. (2018). Prevalence and correlates of comorbid depression
in a nonclinical online sample with DSM-5 internet gaming disorder. Journal of affective
disorders, 226, 1-5 .

Wang, Y., Yin, Y., Sun, Y. W., Zhou, Y., Chen, X., Ding, W. N., Wang, W., Li, W., Xu, J. R.,
& Du, Y. S. (2015). Decreased prefrontal lobe interhemispheric functional connectivity in
adolescents with internet gaming disorder: a primary study using resting-state FMRI. PloS
one, 10(3), e0118733. https://doi.org/10.1371/journal.pone.0118733

Wartberg, L., Kriston, L., & Kammerl, R. (2017). Associations of Social Support, Friends Only
Known Through the Internet, and Health-Related Quality of Life with Internet Gaming
Disorder in Adolescence.Cyberpsychol Behav Soc Netw., 20(7), 436-441. doi:
10.1089/cyber.2016.0535.

Wartberg, L., Kriston, L., Kramer, M., Schwedler, A., Lincoln, T.M., & Kammerl, R. (2017).
Internet gaming disorder in early adolescence: Associations with parental and adolescent
mental health. European psychiatry : the journal of the Association of European Psychiatrists,
43, 14-18.

Wei, H. T., Chen, M. H., Huang, P. C., & Bai, Y. M. (2012). The association between online
gaming, social phobia, and depression: an internet survey. BMC psychiatry, 12, 92.
https://doi.org/10.1186/1471-244X-12-92

Weinstein, A., Abu, H. B., Timor, A., & Mama, Y. (2016). Delay discounting, risk-taking, and
rejection sensitivity among individuals with Internet and Video Gaming Disorders. Journal of
behavioral addictions, 5(4), 674-682. https://doi.org/10.1556/2006.5.2016.081

WHO. (2019). Sharpening the focus on gaming disorder. Bulletin of the World Health
Organization, 97, 382-383. doi: http://dx.doi.org/10.2471/BLT.19.020619

Wu, A. M., Lai, M. H., Yu, S,, Lau, J. T., & Lei, M. W. (2017). Motives for online gaming
questionnaire: Its psychometric properties and correlation with Internet gaming disorder
symptoms among Chinese people. Journal of behavioral addictions, 6(1), 11-20.
https://doi.org/10.1556/2006.6.2017.007

155


https://doi.org/10.1371/journal.pone.0118733
https://www.ncbi.nlm.nih.gov/pubmed/28715266
https://doi.org/10.1186/1471-244X-12-92
https://doi.org/10.1556/2006.5.2016.081
http://dx.doi.org/10.2471/BLT.19.020619
https://doi.org/10.1556/2006.6.2017.007

Wu, A.M., Lei, L.L., & Ku, L. (2013). Psychological needs, purpose in life, and problem video
game playing among Chinese young adults. International journal of psychology : Journal
international de psychologie, 48 4, 583-90 .

Wu, J. Y., Ko, H. C., Wong, T. Y., Wu, L. A, & Oei, T. P. (2016). Positive Outcome
Expectancy Mediates the Relationship Between Peer Influence and Internet Gaming Addiction
Among Adolescents in Taiwan. Cyberpsychology, Behavior and Social Networking, 19(1), 49-
55. https://doi.org/10.1089/cyber.2015.0345

Yau, Y. H., Pilver, C. E., Steinberg, M. A., Rugle, L. J., Hoff, R. A., Krishnan-Sarin, S., &
Potenza, M. N. (2014). Relationships between problematic internet use and problem-gambling
severity: findings from a high-school survey. Addictive behaviors, 39(1), 13-21.
https://doi.org/10.1016/j.addbeh.2013.09.003

Yeh, Y., Wang, P., Huang, M., Lin, P., & Ko, C. (2017). The procrastination of Internet gaming
disorder in young adults: The clinical severity. Psychiatry Research, 254, 258-262.

Yen, J. Y., Yeh, Y. C., Wang, P. W, Liu, T. L., Chen, Y. Y., & Ko, C. H. (2017). Emotional
Regulation in Young Adults with Internet Gaming Disorder. International journal of
environmental research and public health, 15(1), 30. https://doi.org/10.3390/ijerph15010030

Yen, J., Yen, C., Chen, C., Tang, T., & Ko, C. (2011). Cue-induced positive motivational
implicit response in young adults with Internet gaming addiction. Psychiatry Research, 190,
282-286.

Yen, J.Y., Liu, T.L., Wang, P.W., et al. (2017). Association between Internet gaming disorder
and adult attention deficit and hyperactivity disorder and their correlates: Impulsivity and
hostility. Addictive Behaviors, 64, 308-313. doi: 10.1016/j.addbeh.2016.04.024.

Zamani, E., Chashmi, M., & Hedayati, N. (2009). Effect of addiction to computer games on
physical and mental health of female and male students of guidance school in city of Isfahan
background: This study aimed to investigate the effects of addiction to computer. Addict
Health., 1, 98-104.

Zhang, J. T., Yao, Y. W,, Li, C. S,, Zang, Y. F., Shen, Z. J., Liu, L., Wang, L. J., Liu, B., &

Fang, X. Y. (2016). Altered resting-state functional connectivity of the insula in young adults

156


https://doi.org/10.1089/cyber.2015.0345
https://doi.org/10.1016/j.addbeh.2013.09.003
https://doi.org/10.3390/ijerph15010030

with Internet gaming disorder. Addiction biology, 21(3), 743-751.
https://doi.org/10.1111/adb.12247

Zhou, Z., Yuan, G., & Yao, J. (2012). Cognitive biases toward Internet game-related pictures
and executive deficits in individuals with an Internet game addiction. PloS one, 7(11), e48961.
https://doi.org/10.1371/journal.pone.0048961

Zurita-Ortega, F., Chacdn-Cuberos, R., Castro-Sanchez, M., Gutiérrez-Vela, F. L., & Gonzélez-
Valero, G. (2018). Effect of an Intervention Program Based on Active Video Games and Motor
Games on Health Indicators in University Students: A Pilot Study. International journal of
environmental research and public health, 15(7), 13209.
https://doi.org/10.3390/ijerph15071329

Toardvng, T1. (2013).Eyxvpdtnta kot a&lomioTio Tov epeTUATOA0YIOV OTIC ETONUIOAOYIKEG

uelétec. ArchivesofHellenicMedicine, 30(1), 97-110

Anuntpdokov, 0. (2009). Bivteomayvidwa. [Tocopacarialovv; IepioxomotncEmotiung, 337,
22-32-32.

OnlineReferences
Azavedo, M. (2015). How many questions is too many, in a questionnaire/ how long in time is
too long to retain respondent interest?Retrieved

fromhttps://www.researchgate.net/post/How many gquestions is too many in a guestionnai

re how long in time is too long to retain respondent interest

Cherry, K. (2019). How Does the Cross-Sectional Research Method Work? Retrieved

fromhttps://www.verywellmind.com/what-is-a-cross-sectional-study-2794978

Radiological Society of North America. (2018). Online gaming addiction in men affects brain's
impulse
control.Retrievedfromhttps://www.sciencedaily.com/releases/2018/11/181128082640.htm

SurveyMonkey. (n.d.). Multiple choice questions: Everything you need to know. Retrieved

fromhttps://www.surveymonkey.com/mp/multiple-choice-questions-everything-you-need-to-

know/

157


https://doi.org/10.1111/adb.12247
https://doi.org/10.1371/journal.pone.0048961
https://doi.org/10.3390/ijerph15071329
https://www.researchgate.net/post/How_many_questions_is_too_many_in_a_questionnaire_how_long_in_time_is_too_long_to_retain_respondent_interest
https://www.researchgate.net/post/How_many_questions_is_too_many_in_a_questionnaire_how_long_in_time_is_too_long_to_retain_respondent_interest
https://www.verywellmind.com/what-is-a-cross-sectional-study-2794978
https://www.sciencedaily.com/releases/2018/11/181128082640.htm
https://www.surveymonkey.com/mp/multiple-choice-questions-everything-you-need-to-know/
https://www.surveymonkey.com/mp/multiple-choice-questions-everything-you-need-to-know/

Hepidnyn
Miaiocwo: [opoéro mov ta dradikTvokd Toryvidt divovv TN SVVATOTNTO GTOVS TOIKTEG VOl
KOW®VIKOTOWUVTOL  pe  Atopo  omd  OPOPETIKEG  KOVATOVUPES, YADOOEG — M/kat
nemoldnoeig,umopel vo odnynoovy e €EAPTNON, GE L0 GLVEYXN Kol EmavaAapfovouevn
EUMAOKT HE ovTd, Tov &xel emProfeic cvvémeleg oTIG KAOMUEPIVES, €PYACIOKEG 1)/Kot
EKTTOLOEVTIKEG OPOCTNPLOTNTEC.
Y10y0g: XtOY0C MG TOopoVCOG EPYOCIOG MTOV 1 GUOTNUOTIKY] OVOCKOTNON TOV
EPMOTNUATOAOYIOV TOV ATOTLIIOVOVY TNV £EAPTNGCT] A0 TA OLOOTKTVOKA TTALYVIOLOL.
Baon Agdopévov: Tlpaypoatomombnke o GUOGTNUOTIKY OVOGKOTNOT HEAET®OV oTn Pdon
dedopévav PubMed.
Kpirmpwe Emioye Merétov: To kpurplo emAOYNAG TOV HEAETMOV NTOV 1| COUTEPIANYN
HEAETOV HOVO OTNV AYYAIKY] YAMOOO Kol 1 CUUTEPIANYN HEAETOV TOL TePAdpPovay
epOTNUOTOAOYIO a&loAdynone g e€dptnong omd SadIKTLOKE ToLViold, Kol € KOTOLES
TEPITTMGELG Ko un Sradtktvakd (online kau offline) woauyvidia.
Eayoyn oedopévov: Xvvolkd avorlvOnkav 158 peiéteg, ov omoiec mepddpPoavov
EPMTNUATOAOYIO ATOTOTIMONG TS €EAPTNONG OO TASIIKTVAKA TOYViold, EK TOV OTOiwV Ol
Tpelg avtAnOnkav pe tn pébodo snowball.
Amoteléoporta: O meplocdtepeg peAéteg mpaypotomomOnkayv oe Evpomn ko Acio. Xtnv
mAeoyneio Tovg frav population-based kot cuyypovikég, To deiyna TOLE ATOTEAOVVTAV OF
VYNAOTEPO TOGOGTO OO AVOPES, EVOD TO EPMTNUOTOAIYLN OTOTVTMOONG TG EEAPTNONG OO TOL
dradiktvakd moryviow amoavinOnkov oe KApokee moAlomAdv emloydv (tomov likert) kou
nephdpPoavay mepiocdtepa amd 9 epoTHaTa.
Iepropropoi: O kOPLOg TEPLOPICUOS TNG TOPOVCOS OVOGKOTNONG 0pOopd otV advvopio
aveDPEGNC TNG XDPOG SLEEAYMYNG 8 LEAETMV, TNG YADCGOAG TOL EPOTNUATOA0YIOV G 42 neréteg
KOl TOV TTEPALOTIKOD GYEOAGHOV 19 pereTdV.
Xopnepaocpato:H Pedtioon g a&omotiog Tov oM vIapdvIeOv KMUAK®OV, 1 LETAQPAoN
/Kol TOMTIGUIKT] TPOGAPLOYT TOVG GE MEPIGCOTEPES YADMGGES, KOOMSKAL 1 avanTuén vémv
epoTNUOTOAOYI®V pmopel Vo OONYNOOLV GTINV  OMOTEAECUATIKOTEPT OlEPEHVNON  TOV

QOVOLEVOL TNG €EAPTNONG OO TOL SLOOIKTVLOKE Ty VidLoL.
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Questionnaires Illustrating Internet Gaming Addiction
Summary

Context:Although online games giveplayers the opportunity to socialize with people from
different cultures, languages and / or beliefs, can lead to addiction, to a constant and repetitive
involvement with games, which has detrimental effects on daily, work and / or educational
activities
Objective: The aim of this study was to systematically review the questionnaires that illustrate
internet gaming addiction.
Data Source:A systematic review of studies mainly in PubMed database was performed.
Study Eligibility Criteria:The eligibility criteria were two: the inclusion of English language
studies and the inclusion of studies that comprised internet gaming addiction questionnaires,
and, in some cases, offline gaming addiction questionnaires.
Data Extraction:A total of 158 studies, which consisted of questionnaires illustrating internet
gaming addiction, were included, three of which were drawn using the snowball method.
Results:Most of the studies were conducted in Europe and Asia, were mostly population-based
and cross-sectional and their sample consisted of a higher percentage of men. Additionally,
most of the gaming addiction questionnaires were answered on multiple choice scales (type
likert) and included more than 9 items.
Limitations:The main limitation of this review has to do with the inability to explore the
country of 8 studies, the questionnaire language in 42 studies and the experimental design of
19 studies.
Conclusions:Based on our knowledge that there are no other reviews that study the
questionnaires measuring the dependence on online games, the results of this review can be
satisfactorily interpreted by various scientific data. Improving the reliability of existing scales,
translating and/or culturally adapting them to more languages and also developing new
questionnaires, can lead to a more effective investigation of the phenomenon of Gaming
Addiction.
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