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Abstract

Background: Today, computer games have become
one of the most popular forms of entertainment, especially
among teenagers. While games may have various bene-
fits, video games are shown to have different consequences
for players, especially those who are younger, and can be
highly addictive. The present research investigated the ef-
fect of computer game addiction on anxiety and depression
in adolescents with the mediating role of social support.

Methods: Overall, 304 adolescents aged 12—18 years
old living in Tehran were included in the research through a
convenient method. The required data were collected using
the Trait-state Anxiety Questionnaire, Depression Scale,
Social Support Questionnaire, and Computer Game Addic-
tion Questionnaire and then analyzed using the structural
equation model in AMOS software.

Results: The results revealed that addiction to com-
puter games had a significant effect on anxiety and depres-
sion. In addition, social support could act as a mediator in
this relationship and reduce the harmful effects of computer
game addiction on anxiety and depression.

Discussion: According to the findings, to reduce anx-
iety and depression related to computer game addiction, it
is necessary to pay attention to the improvement of social
support for people through providing appropriate treatment
plans, informing family and friends, and strengthening so-
cial connections and support networks.
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Conclusion: It is suggested that appropriate treatment
programs be designed and implemented to reduce anxiety
and depression in individuals with computer game addic-
tion. These programs could include time management, be-
havior modification, enhancement of communication and
social skills, and the provision of adequate social support
through families, friends, and professional communities.
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Introduction

Nowadays, video games have become one of the most
popular forms of recreational activity for all age groups, es-
pecially teenagers, worldwide [1]. The video game industry
has extensively improved since the release of the first video
game in 1972, which has led to the increasing engagement
of different participation in this industry [2]. According
to the available statistics, by the end of 2020, there were
two billion and seven hundred million gamers worldwide
[3]. While games may have a wide range of advantages,
it has been shown that computer games can have different
consequences for players, particularly younger ones such
as teenagers [4,5]. By changing their behavioral patterns,
they weaken the individual’s will and authority to the point
where they prefer the game over other activities and become
addicted to playing computer games [6].

Addiction to these kinds of games can have various
negative consequences for teenagers, including academic
failure, reduced mobility [7], stress [8], aggression [9], and
the emergence of suicidal thoughts [10]. Anxiety and de-
pression are the other consequences of addiction to com-
puter games. Currently, mental disorders affect 14% of the
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world’s population, with anxiety disorders and depression
being the most common disorders, affecting 284 and 264
million people worldwide, respectively [11].

In the relationship between video games and anxiety
and depression, it is important to mention that engaging in
some other games can threaten various aspects of a person’s
mental health [12]. Social support is one of the factors
through which computer game addiction may affect peo-
ple’s mental health and make them susceptible to anxiety
and depression. Social attachments play an important role
in maintaining mental health [13].

Research [14] has shown that people who become ad-
dicted to the Internet and its various dimensions, includ-
ing games, may become more distant and isolated from the
community. Social support acts like a shield, keeping a per-
son safe from mental illness [15].

Weaknesses of the conducted research include the lack
of an exact causal relationship between anxiety and depres-
sion and computer games. It is unclear whether computer
games lead to anxiety and depression or if people with anx-
iety and depression are more susceptible to this addiction
[16]. Another point is the contradiction between the results,
as some studies have shown that gaming addiction leads to
anxiety and depression, while others have not proven such
arelationship [17—-19]. The present study is not a longitudi-
nal study but a cross-sectional study. Therefore, a definite
relationship cannot be taken from it.

Addiction to these kinds of games can have various
negative consequences for teenagers. In this regard, the
current study aims to investigate the effect of computer
game addiction on the formation of anxiety and depression
with the mediating role of social support among Iranian
teenagers.

Table 1. Frequencies of demographic variables.

Variable Valid Frequency  Percentage (%)
Gender Men 256 84.2
Women 48 15.8
Age (year) 12.00 15 49
13.00 19 6.3
14.00 42 13.8
15.00 79 26.0
16.00 71 234
17.00 36 11.8
18.00 42 13.8

Materials and Methods

This research is practical in terms of purpose and de-
scriptive in terms of method. The structural equation model
analyzed the data in two steps. First, confirmatory factor
analysis of the variables was checked, and after confirma-
tion, the type of mediation model was determined by the
Barron and Kenny method. The statistical population in-
cluded all adolescents aged 12—18 years old in Tehran, and
329 adolescents were included in the study using the avail-
able convenient sampling method. The minimum sample
size in structural equations is 200 people; therefore, more
samples were included in the research for reliability and to
ensure a lower error rate [20].

Three high-traffic game clubs were selected from
three points in the north-south and the center of Tehran. Af-
ter visiting the clubs, an informed consent form and a link to
the questionnaire were sent to the parents, and they were re-
quested to ask their children to complete the questionnaire if
they were satisfied. The inclusion criteria included being a
student and showing a willingness to participate in research.
These questionnaires were designed on the Porsline website
and made available to the subjects online by sharing their
links in class groups and on social networking platforms
such as Telegram channels and WhatsApp groups to facil-
itate easy access for students who wanted to participate in
the research and answer the questions.

The ethical approval code for this study is IR.
UMA .REC.1401.080, which the Ethics Committee in Re-
search has approved at the University of Mohaghegh Ard-
abili.

Measurements

Spielberger’s State-Trait Anxiety Questionnaire:
This questionnaire was created in 1971 by Spiclberger et
al. [21]. It contains 40 questions that focus on state anxiety
(20) and trait anxiety (20). Questions related to state anxiety
are scored on a four-point Likert-type scale, implying not at
all, sometimes, generally, and very much. The questions as-
sociated with trait anxiety are scored in the same way with
4 options (rarely, sometimes, most of the time, and almost
always). Finally, two scores are obtained, indicating state
anxiety and trait anxiety. Each person can gain a score be-
tween 20 and 80 in these two types of anxiety. Spielberger
et al. [21] reported the Cronbach’s alpha coefficient of the
state anxiety and trait anxiety scales as 0.92 and 0.90, re-
spectively. He also reported that the retest coefficients of
the state anxiety scale were 0.16 to 0.86 and that Cronbach’s
alpha coefficient was 0.94 [21]. In the present study, reli-
ability was obtained using the internal consistency method
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Table 2. Mean, SD, Skewness, Kurtosis, and correlations.

. Correlations

Variable Mean  SD Sk Ku
1 2 3 4 5 6 7 8 9

Addiction to computer games 24.50 14.24 0.52  0.04 1
Depression 778 594 072 0.01 0.34** 1
State anxiety 42.07 1098 046 0.11 027  0.79** 1
Trait anxiety 4223 1196 035 -0.13 0.29** 0.70**  0.88** 1
Anxiety 8430 2226 043 -0.01 0.29**  0.74**  0.96**  0.97** 1
Family support 2523 402 -035 0.07 -0.28** -0.23** -0.33** -029** -0.32** 1
Friends support 2478 5.16 -0.35 0.04 -0.20** —0.27** -0.35** -0.30** -0.33** (0.43** 1
Other support 21.43 340 030 025 -0.18** -0.10 -0.15** -0.11* -0.13* 0.42** 0.59** 1
Social support 7145 1026 0.02 022 -0.27** -0.26** -0.35** -030** -0.34** 0.75** 0.87** 0.79** 1

Note. SD, standard deviation; Sk, Skewness; Ku, Kurtosis. ** The correlation is significant at the 0.01 level (2-tailed).

at the 0.05 level (2-tailed).

* The correlation is significant
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Fig. 1. Direct Model. Note. The indirect paths between computer game addiction and anxiety and depression are considered to be zero,
and the coefficient of direct paths between computer game addiction and anxiety (8 = 0.19, p < 0.05) and depression (8 =0.29, p <

0.05) were obtained.

by calculating Cronbach’s alpha coefficient for the total de-
pression score, which was 0.84.

Kutcher Depression Scale: 1t was created by LeBlanc
et al. [22] to measure the severity of depression symptoms
in adolescents. It is a self-report tool that has eleven items.
Each statement requires the subject to answer the questions
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using four Likert-type scale options based on the mental
states experienced in the last week. Scoring on this scale
is direct; the subject’s score can vary between 0 and 33.
This test also includes two subtests, namely, depression and
suicidal thoughts. In the present study, reliability was ob-
tained using the internal consistency method by calculating
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Fig. 2. Full Mediation Model. Note. No path is considered zero, and path coefficients between computer game addiction and anxiety
(8 =0.38, p < 0.05) and computer game addiction and depression (3 = 0.44, p < 0.05) were obtained.

Table 3. Fitness indicators.

Index CMIN/DF  CFI GFI RMSEA
Value 2.43 0.91 0.9 0.07
Acceptable <5 >09 >09 >0.3, <0.9

Note. CMIN/DF, normalized chi-square; CFI, comparative fit
index; GFI, goodness of fit index; RMSEA, root mean squared

error of approximation.

Cronbach’s alpha coefficient for the total depression score,
which was 0.84.

Farhadi Computer Game Addiction Questionnaire:
This questionnaire, which was compiled by Soltani and
Farhadi (2017) [23], contains 13 items. All the items of
this instrument are based on a 5-point Likert-type scale (4
= always, 3 = often, 2 = sometimes, 1 = rarely, 0 = never),
and the range of scores in this questionnaire is between 0
and 52. A higher score indicates a greater addiction to com-
puter games and vice versa. In the research by Soltani and
Farhadi [23], to estimate the validity of the questionnaire, it
was first implemented on 98 or more people, and the bino-
mial method and Cronbach’s alpha were used. After halv-
ing the computer game addiction questionnaire questions

270

and calculating the scores for each half, the correlation co-
efficient value between the scores obtained from halving
was 0.77. Using the Spearman-Brown method, the relia-
bility coefficient was 0.87. The reliability coefficient ob-
tained with Cronbach’s alpha internal correlation method
was also 0.90, indicating high reliability [23]. In the present
study, reliability was obtained using the internal consis-
tency method by calculating Cronbach’s alpha coefficient
for the total score of computer game addiction, which was
0.90.

VAX Social Support Questionnaire: 1t was developed
in 1960 based on Cobb’s definition of social support [24].
It is also known by other names, such as VAX Social Sup-
port and Phillips Social Support. The SS-A questionnaire
has 23 questions, and the answer to each question follows a
five-point Likert-type scale ranging from very little to very
much. This questionnaire measures the level of social sup-
port individuals receive from their families, friends, and
others. In the present study, reliability was obtained using
the internal consistency method by calculating Cronbach’s
alpha coefficient for the total social support score, which
was 0.86.
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Table 4. Path coefficients of the proposed model.

Paths B Standard error Sig.

Addiction to computer games — Anxiety 0.19 0.08 <0.05
Addiction to computer games — Depression 0.29 0.6 <0.05
Addiction to computer games — Social support  0.35 0.07 <0.05
Social support — Anxiety —-0.50 0.15 <0.05
Social support — Depression -0.38 0.10 <0.05

Note. Sig., level of significance.

Data Analysis

After entering the data into SPSS 26.0 statistical soft-
ware (Armonk, NY, USA), produced by IBM, and remov-
ing outlier data using Z standardization (where observations
with an absolute value of Z greater than 3 were considered
outliers), 304 questionnaires were entered into statistical
analysis. The data collected in this research were analyzed
using SPSS 26 and AMOS 24.0 statistical software (Ar-
monk, NY, USA), produced by IBM, software, employing
descriptive statistics (means and standard deviations) and
structural equation modeling.

The obtained data were analyzed using structural
equation modeling.  First, three assumptions of data
analysis—normality, outliers, and missing data—were
checked. The Mahala Nobis index was used to detect out-
lier data, and the results indicated that there were no outliers
or missing data.

The confirmatory factor analysis of research variables
was examined in the first stage of data analysis. The hy-
pothesized structural model included the predictor variable
(addiction to computer games), the mediator variable (so-
cial support), and the criterion variables (anxiety and de-
pression). The hypotheses were tested after confirming the
final fit of the research model. Finally, the type of the me-
diation model was determined by the method described in
previous research [25].

Results

Overall, 304 people (M = 15.47, standard deviation
(SD) = 1.6) participated in this research. The demographic
characteristics of the participants are reported in Table 1.

In the analysis of the structural equation model, the
condition of normal distribution of data is established when
the numerical value of Skewness and Skewness is between
42 and £3, respectively [26]. Based on the results, the data
had a normal distribution (Table 2).

The correlation between the research variables, such
as the negative relationship between social support and de-
pression (—0.26) and the positive relationship between com-
puter game addiction and anxiety (0.29), was consistent
with the background (Table 2). Discriminant validity ex-
amines the difference between one construct and another,
implying that two constructs do not measure the same sub-
ject and are different. According to this criterion, the corre-
lation between the two constructs should not be more than
0.9. According to the results (Table 2), all research vari-
ables had discriminant validity.

The first step is the confirmatory factor analysis for
each variable, which evaluates the relationship between la-
tent and observed variables. According to previous research
[27], items with a loading factor less than 0.3 or negative are
excluded from the analysis. The factor loadings of items 13
and 10 of the social support were less than 0.3 and were
excluded from the analysis.

In the second stage, the structural model was evaluated
to test the significance of the research hypotheses and esti-
mate the coefficient of determination. The fit of the model
is confirmed if at least three indicators meet the conditions
[27]. The fit indices of the structural model presented in Ta-
ble 3 (normalized chi-square (CMIN/DF) = 2.43, goodness
of fit index (GFI) = 0.9, comparative fit index (CFI)=0.91,
and root mean squared error of approximation (RMSEA) =
0.07) demonstrate that the model has a good fit.

Testing Research Hypotheses

Based on the findings (Table 4), the relationships be-
tween addiction to computer games and social support (3
= 0.35, p < 0.05), social support and anxiety (5 = —0.50,
p < 0.05), social support and depression (3 =—0.38, p <
0.05), addiction to computer games and anxiety (5 = 0.19,
p < 0.05), and addiction to computer games and depres-
sion (5 =10.29, p < 0.05) became significant, and research
hypotheses were confirmed.
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Mediation Model Type

The mediation type of social support was determined
according to the method presented in previous research
[25]. In this method, the path coefficient between indepen-
dent and dependent variables is compared with the pres-
ence of the mediator variable (the full mediation model)
and without the presence of the mediator variable (the direct
model).

A path coefficient was obtained between computer
game addiction and anxiety (5 = 0.19, p < 0.05) and de-
pression (8 = 0.29, p < 0.05) in the direct model (Fig. 1).

A path coefficient was obtained between addiction to
a computer game and anxiety (8 = 0.38, p < 0.05) and de-
pression (5 = 0.44, p < 0.05) in the full mediation model

(Fig. 2).

In the comparison between the direct and full media-
tion models and the reduction of the path coefficient in the
full mediation model, it was concluded that social support
plays a partial mediation role.

Discussion

The present study investigated the effect of computer
game addiction on anxiety and depression, with a focus on
the mediating role of social support. The results of sta-
tistical analysis indicated that there was a significant re-
lationship between anxiety, depression, and addiction to
computer games, with social support serving as a medi-
ator. These findings are consistent with those of previ-
ous research [28—-32], demonstrating that excessive engage-
ment and addiction to computer games can be associated
with various negative psychological consequences, includ-
ing anxiety and depression.

In explaining this relationship, it can be concluded that
addiction to computer games may lead to social isolation
and a decrease in social support. The more an individual en-
gages in computer games, the more they may become sep-
arated from the real world and their community, neglecting
a person’s personal and daily life [13,33,34]. Social sup-
port has important functions, such as providing psycholog-
ical stability and acting as a shield against stressful events.
It also helps individuals feel loved, cared for, valued, and
respected. With the reduction of social support, people’s re-
silience against psychological and environmental pressures
decreases, leading to a decrease in life satisfaction and de-
pression and anxiety [19,35].

On the other hand, when a person has less social sup-
port, they become more vulnerable to various psychologi-

cal damages, including anxiety and depression. The current
research has some limitations. One of the main limitations
was that the majority of our participants were boys. There-
fore, investigating computer game addiction and its role in
the formation of anxiety and depression with a larger num-
ber of female samples could be important. Additionally,
the present study is cross-sectional, so it was impossible to
determine the exact causal relationships between the vari-
ables. Future research should employ more detailed meth-
ods like longitudinal studies to determine causal relation-
ships between these variables better. The greater the sup-
port individuals receive from families, friends, and others,
the better they can cope with environmental pressures, re-
ducing game addiction [19]. Therefore, it is suggested that
future studies use social support as a moderator.

Another limitation of this study was the use of self-
report measures without clinical interview conditions. Fu-
ture studies could explore other factors that play a role in
the relationship between game addiction and psychologi-
cal problems, such as self-esteem, emotion regulation, and
coping styles. Separating the genres of games in future re-
search is also crucial, as it would allow for an examination
of the specific harmful effects of different game genres.

Conclusion

Based on the findings of this study, it is suggested
that appropriate treatment programs be designed and imple-
mented to reduce anxiety and depression in individuals with
computer game addiction. These programs could include
time management, behavior modification, enhancement of
communication and social skills, and the provision of ade-
quate social support through families, friends, and profes-
sional communities. Additionally, increasing public aware-
ness about the psychological and societal impacts of com-
puter game addiction is essential. Education and awareness
for families, educators, and researchers on recognizing and
managing computer game addiction can be effective in pre-
venting and treating this issue.

Finally, creating healthy and supportive social envi-
ronments is critical for improving the psychological well-
being of individuals with computer game addiction. This
includes eliminating isolation, forming support groups, pro-
viding social opportunities, and offering constructive ways
to share diverse interests and activities.

Availability of Data and Materials

Data are available on reasonable request from the cor-
responding author.

272 Actas Esp Psiquiatr 2025;53(2):267-274. https://doi.org/10.62641/aep.v53i2.1745 | ISSN:1578-2735
© 2025 The Author(s). This is an open access article under the CC BY 4.0 license.


https://creativecommons.org/licenses/by/4.0/
https://creativecommons.org/licenses/by/4.0/

Sayed Jafar Ahmadi, et al.

Predicting Anxiety and Depression Based on Video Game Addiction with the Mediating Role of Social Support

Author Contributions

ZJ, SJTA and NR had access to all of the data in the
study and took responsibility for the integrity of the data
and the accuracy of the data analysis. ZJ, NR and SA de-
signed the concept. ZJ and SA did the acquisition. ZJ,
SJA, MP and NR did analysis, or interpretation of data.
MP, NR, ZJ, SJA and SA drafted the manuscript. ZJ pro-
vided administrative, technical, or material support. SJA,
NR and MP contributed to important editorial changes in
the manuscript. All authors read and approved the final
manuscript. All authors have participated sufficiently in the
work and agreed to be accountable for all aspects.

Ethics Approval and Consent to Participate

The ethical approval code for this study is IR.
UMA.REC.1401.080, which the Ethics Committee in Re-
search has approved at the University of Mohaghegh Ard-
abili. Participants’ Consent Statement: Before conducting
the research, an informed consent form was sent to the par-
ents along with a link to the questionnaire, and they were
asked to complete and sign the consent form and provide
the link to the questionnaire to their children.

Acknowledgment

Not applicable.

Funding

This research received no external funding.

Conflict of Interest

The authors declare no conflict of interest.

References

[1] Abbasi AZ, Rehman U, Afaq Z, Rafeh MA, Hlavacs H, Mamun MA,
et al. Predicting Video Game Addiction Through the Dimensions
of Consumer Video Game Engagement: Quantitative and Cross-
sectional Study. JMIR Serious Games. 2021; 9: ¢30310.

[2] Goethe O. Visual Aesthetics in Games and Gamification. Gamifica-
tion Mindset, 2019; 85-92.

[3] Vuong QH, Ho MT, Nguyen MH, Pham TH, Vuong TT, Khuc Q,
et al. On the Environment-Destructive Probabilistic Trends: A Per-
ceptual and Behavioral Study on Video Game Players. Technology
in Society. 2021; 65: 101530.

[4] King DL, Delfabbro PH. Video Game Addiction. In Smith H, Miller
PJ (eds.) Adolescent Addiction (pp. 185-213). Elsevier: London.

Actas Esp Psiquiatr 2025;53(2):267-274. https://doi.org/10.62641/aep.v53i2.1745 | ISSN:1578-2735

[10]

[11]

[12]

[13]

[14]

[15]

[16]

[17]

[18]

[19]

2020.

Rosendo-Rios V, Trott S, Shukla P. Systematic literature review on-
line gaming addiction among children and young adults: A frame-
work and research agenda. Addictive Behaviors. 2022; 129: 107238.

Greenfield DN. Clinical Considerations in Internet and Video Game
Addiction Treatment. Child and Adolescent Psychiatric Clinics of
North America. 2022; 31: 99-119.

Giili M, Yagin FH, Gocer I, Yapici H, Ayyildiz E, Clemente FM, et
al. Exploring obesity, physical activity, and digital game addiction
levels among adolescents: A study on machine learning-based pre-
diction of digital game addiction. Frontiers in Psychology. 2023; 14:
1097145.

Canale N, Marino C, Griffiths MD, Scacchi L, Monaci MG, Vieno A.
The association between problematic online gaming and perceived
stress: The moderating effect of psychological resilience. Journal of
Behavioral Addictions. 2019; 8: 174-180.

Emre O. Effect of Game Addiction on Reactive-Proactive Aggres-
sion in Adolescents. Annals of Medical Research. 2020; 27: 85-91.

Xie Y, Yang Q, Lei F. The Relationship of Internet Gaming Ad-
diction and Suicidal Ideation among Adolescents: The Mediating
Role of Negative Emotion and the Moderating Role of Hope. In-
ternational Journal of Environmental Research and Public Health.
2023; 20: 3375.

Pallavicini F, Pepe A, Mantovani F. The Effects of Playing Video
Games on Stress, Anxiety, Depression, Loneliness, and Gaming Dis-
order During the Early Stages of the COVID-19 Pandemic: PRISMA
Systematic Review. Cyberpsychology, Behavior and Social Net-
working. 2022; 25: 334-354.

Mainnikko N, Ruotsalainen H, Miettunen J, Pontes HM, Kééridinen
M. Problematic gaming behaviour and health-related outcomes: A
systematic review and meta-analysis. Journal of Health Psychology.
2020; 25: 67-81.

Moge CE, Romano DM. Contextualising video game engagement
and addiction in mental health: the mediating roles of coping and
social support. Heliyon. 2020; 6: ¢05340.

Wu XS, Zhang ZH, Zhao F, Wang WJ, Li YF, Bi L, et al. Prevalence
of Internet addiction and its association with social support and other
related factors among adolescents in China. Journal of Adolescence.
2016; 52: 103-111.

Grey I, Arora T, Thomas J, Sanch A, Tohme P, Abi-Habib R. The
role of perceived social support on depression and sleep during the
COVID-19 pandemic. Psychiatry Research. 2020; 293: 113452.

LiuL, Yao YW, Li CSR, Zhang JT, Xia CC, Lan J, et al. The Comor-
bidity Between Internet Gaming Disorder and Depression: Interre-
lationship and Neural Mechanisms. Frontiers in Psychiatry. 2018; 9:
154.

Stockdale L, Coyne SM. Video game addiction in emerging adult-
hood: Cross-sectional evidence of pathology in video game addicts
as compared to matched healthy controls. Journal of Affective Dis-
orders. 2018; 225: 265-272.

Gonzalez-Bueso V, Santamaria JJ, Fernandez D, Merino L, Mon-
tero E, Ribas J. Association between Internet Gaming Disorder or
Pathological Video-Game Use and Comorbid Psychopathology: A
Comprehensive Review. International Journal of Environmental Re-
search and Public Health. 2018; 15: 668.

Varma P, Cheasakul U. The influence of game addiction and internet
addiction among university students on depression stress and anxiety

273

© 2025 The Author(s). This is an open access article under the CC BY 4.0 license.


https://creativecommons.org/licenses/by/4.0/
https://creativecommons.org/licenses/by/4.0/

Sayed Jafar Ahmadi, et al.

Predicting Anxiety and Depression Based on Video Game Addiction with the Mediating Role of Social Support

[20]

(21]

[22]

[23]

[24]

[25]

[26]

[27]

274

mediated by self-regulation and social support. Journal of Business
Administration The Association of Private Higher Education Insti-
tutions of Thailand. 2016; 5: 45-57.

Wolf EJ, Harrington KM, Clark SL, Miller MW. Sample Size Re-
quirements for Structural Equation Models: An Evaluation of Power,
Bias, and Solution Propriety. Educational and Psychological Mea-
surement. 2013; 76: 913-934.

Spielberger CD, Gonzalez-Reigosa F, Martinez-Urrutia A, Natalicio
LF, Natalicio DS. The State-Trait Anxiety Inventory. Revista Inter-
americana de Psicologia/Interamerican Journal of Psychology. 1971;
S5: 145-158.

LeBlanc JC, Almudevar A, Brooks SJ, Kutcher S. Screening for ado-
lescent depression: comparison of the Kutcher Adolescent Depres-
sion Scale with the Beck depression inventory. Journal of Child and
Adolescent Psychopharmacology. 2002; 12: 113-126.

M, Farhadi H. The Effectiveness of Parent-Child
Relationship-Based Play Therapy on Computer Games Addiction,
Parent-Child Relationships, and Preschool Children Behavior in
Isfahan [master’s thesis]. Islamic Azad University of Khorasgan:
Isfahan, Iran. 2017.

Soltani

Timmerman IH, Emanuels-Zuurveen E, Emmelkamp PG. The So-
cial Support Inventory (SSI): A Brief Scale to Assess Perceived Ad-
equacy of Social Support. Clinical Psychology & Psychotherapy: An
International Journal of Theory & Practice. 2000; 7: 401-410.

Baron RM, Kenny DA. The moderator-mediator variable distinction
in social psychological research: conceptual, strategic, and statistical
considerations. Journal of Personality and Social Psychology. 1986;
51: 1173-1182.

Tabachnick BG, Fidell LS, Ullman JB. Using Multivariate Statistics.
Pearson: Boston, MA. 2013.

Kline RB. Principles and Practice of Structural Equation Modeling.

[28]

[29]

[30]

[31]

[32]

[33]

[34]

[35]

Guilford Publications: New York. 2023.

Wang JL, Sheng JR, Wang HZ. The Association Between Mobile
Game Addiction and Depression, Social Anxiety, and Loneliness.
Frontiers in Public Health. 2019; 7: 247.

Loton D, Borkoles E, Lubman D, Polman R. Video Game Addiction,
Engagement and Symptoms of Stress, Depression and Anxiety: The
Mediating Role of Coping. International Journal of Mental Health
and Addiction. 2016; 14: 565-578.

Miezah D, Batchelor J, Megreya AM, Richard Y, Moustafa AA.
Video/Computer Game Addiction Among University Students in
Ghana: Prevalence, Correlates and Effects of Some Demographic
Factors. Psychiatry and Clinical Psychopharmacology. 2020; 30:
17-23.

Koga Y, Kawano K, Kawashima D. Does Video Game Play Elevate
Suicide Risk? A Cross-sectional Study of Japanese Young Adults.
Japanese Psychological Research. 2022; 64: 361-370.

Alrahili N, Alreefi M, Alkhonain IM, Aldakhilallah M, Alothaim J,
Alzahrani A, et al. The Prevalence of Video Game Addiction and Its
Relation to Anxiety, Depression, and Attention Deficit Hyperactivity
Disorder (ADHD) in Children and Adolescents in Saudi Arabia: A
Cross-Sectional Study. Cureus. 2023; 15: e42957.

Gunuc S, Dogan A. The Relationships Between Turkish Adoles-
cents’ Internet Addiction, Their Perceived Social Support and Fam-
ily Activities. Computers in Human Behavior. 2013; 29: 2197-2207.

Yildirim E, Zeren SG. Video Game Addiction in Turkey: Does It

Correlate Between Basic Psychological Needs and Perceived Social
Support? Psycho-Educational Research Reviews. 2021; 10: 106—

117.

Safree Md Yasin MA, Dzulkifli MA. The Relationship Between So-
cial Support and Psychological Problems Among Students. Interna-
tional Journal of Business and Social Science. 2010; 1: 110-116.

Actas Esp Psiquiatr 2025;53(2):267-274. https://doi.org/10.62641/aep.v53i2.1745 | ISSN:1578-2735
© 2025 The Author(s). This is an open access article under the CC BY 4.0 license.


https://creativecommons.org/licenses/by/4.0/
https://creativecommons.org/licenses/by/4.0/

	Abstract
	Keywords
	Introduction
	Materials and Methods
	Measurements
	Data Analysis

	Results
	Testing Research Hypotheses
	Mediation Model Type

	Discussion
	Conclusion
	Availability of Data and Materials
	Author Contributions
	Ethics Approval and Consent to Participate
	Acknowledgment
	Funding
	Conflict of Interest

