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Abstract

Objectives: Depression is a mental health problem that many adolescents experience related to their immaturity of
ability to manage emotions. This condition often makes adolescents seek escape through online games, thereby in-
creasing the intensity of the game which can lead to addiction. This study aims to assess and describe the relationship
between depression and online game addiction in adolescents based on the results of previous studies that have been
summarized and examined.

Methods: Searching for articles in this review using the Scopus, Proquest, and ClinicalKey databases were reviewed
between January 2 and February 27, 2023. The inclusion criteria are (a) publication in 2019-2023; (b) publications in
English; (c) available in full text; and (d) original research articles. The exclusion criteria in this study were (a) other doc-
uments in the form of book chapters, reviews, and conference proceedings and (b) qualitative research. The keywords
in this literature identification were “depression” AND “online games” AND “addiction” AND “adolescent” OR “teenager”
OR“youth."The writing of this systematic review uses the PRISMA guidelines.

Results: The findings of 11 studies reviewed show that depression can cause online game addiction in adolescents and
conversely, depression experienced by adolescents can lead to online game addiction.

Conclusion: Depression has a reciprocal relationship with the incidence of online game addiction in adolescents. An
effort is needed to improve effective coping skills for adolescents to prevent depression and online game addiction.
Further research is regarding effective coping mechanisms to prevent depression and online game addiction in ado-
lescents.

Keywords: Addiction; adolescent; depression; online games; teenager; youth.

Depression is a negative mood disorder that affects feel-
ings, cognition, behavior, and social relationships."
Depression can be experienced by every individual, espe-
cially adolescents. Adolescence is an age of transition from
childhood to adulthood, at this age adolescents experience
a lot of adaptation processes to the changes experienced,
especially in physiological, psychological aspects, and roles
and responsibilities. The roles and responsibilities of ado-
lescents have increased compared to school age, such as in
the aspects of education, self and career development, so-

cial contribution, the creation of physical and mental health,
self-awareness, and technology. The increased roles and
responsibilities faced by adolescents can cause stress and
depression.”” This condition can be exacerbated by the im-
mature emotional development of adolescents. Immature
emotional conditions in adolescents can cause them to ex-
perience depression problems in carrying out their roles and
responsibilities, so the impact can be in the form of dropping
out of school, having difficulty finding work, and withdraw-
ing from social interactions.”!
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The prevalence rate of depression among adolescents glob-
ally is 1.1% (aged 10-14 years) and 2.8% (aged 15-19 years),
whereas the national rate of adolescent depression stands
at 1%.”! Depression, which is a psychological issue, is one of
the leading causes of illness and disability in adolescents.®
This problem is influenced by sociodemographic conditions,
lifestyle, anthropometry, and biological conditions of adoles-
cents.”? Other studies also state that the problem of depres-
sion in adolescents is influenced by loneliness and lack of
social support®? Negative interpersonal relationships and
sociocultural changes increase the risk of depression."” De-
pression also causes individuals to experience a decreased
mood, feelings of guilt, and low self-esteem, an inability to
feel happy, a loss of energy, sleep disturbances, and feelings of
helplessness and hopelessness. These symptoms can impact
an individual’s withdrawal behavior from the social environ-
ment. If this condition lasts for a prolonged period, it can have
an impact on social isolation and loneliness.!'"

Depression can be one of the factors that trigger an increase
in online gaming."? Loneliness, withdrawal from the social en-
vironment, and a lack of mood and enthusiasm for activities
due to depression can make online games an escape to over-
come these problems. Studies show that adolescents often use
online games to compensate for a sense of belonging to their
social environment.'3 Excessive use of online games can lead
to psychological health problems, namely addiction. The Amer-
ican Psychiatric Association defines online gaming addiction as
the consistent and prolonged use of the internet to play video
games that can cause interference with several aspects of one’s
life (personal relationships, work, and/or education).

Online gaming addiction is also defined as the behavior of
playing online games obsessively to neglecting other things
in life that leads to social and/or psychological impairment of
the individual.'” Studies show the prevalence of online gam-
ing addiction has reached 3.1% worldwide,™ with prevalence
in adolescent males (6.8%) and adolescent females (1.3%).
6l Meanwhile, in Indonesia, 1 in 10 adolescents is indicated
to have an online game addiction.'"” Depression and online
game addiction can have a negative impact on adolescents’
interpersonal relationships with families including lack of
communication, the emergence of adolescent conflicts with
family members due to uncontrolled emotions, and neglect-
ing roles and responsibilities as children in the family.

An understanding of depression and online game addiction is
required to aid adolescents in developing according to their
current stage of development without interfering with the
next stage. Consequently, a systematic review of existing re-
search is necessary so that the connection between depres-
sion and online game addiction in adolescents can be better
explained.

Study Questions

What is the relationship between depression and online game
addiction in adolescents?

What is presently known on this subject?

« Immature emotional development makes adolescents vulnerable to
psychological problems, such as depression. Depression is one of the
triggering factors for the rise of online game addiction.

What does this article add to the existing knowledge?

- There is a correlation between depression and online game addiction.
Online game addiction can lead to depression in adolescents and con-
versely, depression experienced by adolescents can trigger online game
addiction.

What are the implications for practice?

« Depression and online game addiction are variables that must be
considered in managing adolescents. The development of effective
coping skills is necessary to prevent online game addiction and de-
pression. Hence, further research is needed regarding effective coping
mechanisms to prevent online game addiction and depression in ado-
lescents.

Materials and Method

Studies Identification

This study was registered with PROSPERO (ID: 410317) and
was conducted using the Preferred Reporting Items for Sys-
tematic Reviews and Meta-Analyses (PRISMA) guidelines.!®
The process of searching and selecting literature is in three
stages. The first stage is to identify relevant articles in the
2019-2023 publication year range. Several different data
sources are used to provide a comprehensive picture of the
relationship between depression and online game addic-
tion in adolescents. The electronic data sources used in this
study are Scopus, PubMed, and ClinicalKey. The literature
search process was carried out on January 2 and February
27,2023 (by BN and DS) with the keywords and Medical Sub-
ject Headings (MeSH) “depression” AND “online games” AND
“addiction” AND “adolescent” OR “teenager” OR “youth.” The
second stage is to screen the articles that have been iden-
tified. At this stage, the researcher issued articles that were
not available in full text, not in English, other documents
(not journal articles), and duplicated articles. The third stage
is assessing the feasibility of the article based on the title,
abstract, and research criteria.

Inclusion and Exclusion Criteria

The inclusion criteria in this study are: (a) publication in 2019-
2023; (b) publications in English; (c) available in full text; and
(d) original research articles whereas the exclusion criteria in
this study were: (a) other documents in the form of book chap-
ters, reviews, and conference proceedings and (b) qualitative
research.

Quality Assessment

Quantitative study quality assessment (n=11) was carried out
using the Joanna Briggs Institute critical appraisal instrument.
Quality ratings were carried out by both researchers and dis-
crepancies in ratings were discussed among the authors and
agreement was made for each item. All assessed studies met
the quality criteria for inclusion and exclusion.
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Data Extraction and Synthesis

During coding, the researcher used Google Sheets to record the
following details of the article including methodological design
(quantitative, qualitative, and mixed method), data type (cross-
sectional, longitudinal, etc.), data source (survey, national, etc.),
number sample, online game addiction variable, and depres-
sion variable. Two research members were involved in review-
ing this article. When there is disagreement, the researcher re-
views the article and extracts related information to determine
the best suitable category. Twenty-seven PRISMA Checklist
items were used to evaluate research characteristics.

Results

Figure 1 shows the literature search flow in this study. In the
first stage, based on the identification results of article publi-
cations for 2019-2023 in three databases, 31,839 articles were
obtained. Furthermore, in the second stage the screening
process was continued with the criteria of full text, English, in-
human, and being research articles, the results obtained were
10,375 articles. Then, the researcher carried out the process of
exclusion of duplicated articles with the results of 10,341 arti-
cles. In the third stage, the researcher assessed the feasibility
of the article based on the title, abstract, and research criteria.
It obtained 11 research articles that were involved in this sys-
tematic review.
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Figure 1. PRISMA flow diagram.

The 11 articles in this systematic review have a total sample of
12,969. The characteristics of the sample in this study in 11 ref-
erence articles are adolescent age (10-24 years), playing on-
line games for the past 1 year, owning or using a smartphone,
having internet access, being willing to become a respondent,
and getting parental consent to become a respondent. The
research period in 11 articles was 2017-2022, but there was
one study conducted in 2013-2014.2% In addition, the coun-
tries where research was conducted in these 11 articles were
India, Thailand, China, Norway, Saudi Arabia, Iran, the Republic
of Korea, and Taiwan.

In general, the results of the study show that there is a rela-
tionship between online game addiction and depression in
adolescents. This relationship is two-way, both directly and
indirectly. Several researched articles state that online gam-
ing addiction in adolescents leads to decreased psychologi-
cal health and poor interpersonal relationships with family
and social environments. Adolescent gamers show isolating
behavior and low psychological health.?" Other studies note
that depression and anxiety are contributing factors to ado-
lescent online gaming addiction.?*?3! Furthermore, depres-
sion caused by childhood trauma has a relationship with
addiction issues experienced by adolescents.”” Increased
gaming time correlates with increased psychological depres-
sion. Kim et al.?®! show that higher social capital is associ-
ated with increased time spent playing games, higher levels of
self-esteem, and increased degrees of life satisfaction. Mean-
while, groups with low social capital show an increase in time
spent playing games, higher levels of depression, and lowered
self-esteem, which in turn leads to increased depression, de-
creased self-esteem, and increased time spent playing online
games.””? There was a reciprocal relationship between sleep
quality disturbances and a significant increase in online gam-
ing behavior disorder.??® On the other hand, Olsen et al.?®
note that there was a significant decrease in the average de-
pression score along with an increase in online game addic-
tion. The details of the research results can be seen in Table 1.

Discussion

The results explain that depression has a relationship with
online game addiction in adolescents and vice versa, which
depression can be caused by adolescents experiencing online
game addiction or online game addiction can cause depres-
sion in adolescents.?*?! Depression experienced by adoles-
cents can be caused by their inability to manage their emo-
tions regarding every problem they face. Depression can also
result from childhood trauma in adolescents.”® Adolescents
who are depressed because of a problem will run away or di-
vert themselves from the problem and choose online games
as their goal. This condition is believed to make adolescents
calm because the euphoria they get when playing games re-
duces their sadness feeling.*%

The interaction of the Person-Affect-Cognition-Execution
(I-PACE) model states that mood disorders such as anxiety,
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euphoria, and depression due to the stressors experienced
can influence an individual’s cognitive function to decide,
focus, or pay attention to something pleasant.®" This means
that adolescents choose online games as a diversion of focus
from stressors that cause depression. Apart from that, in the
I-PACE model regarding motives and expectations, playing
online games is aimed at getting pleasure and escaping from
stressors so that it will produce positive associations (implicit).
Positive associations (implicit) are cognitive biases that have a
positive correlation with substance addiction, online games,
pornography, and addiction.B" This is in line with the results
of previous research which stated that the reason adolescents
play online games is because of escape.? This condition can
increase the intensity of online game use among adolescents
which will have an impact on online game addiction.

Online game addiction occurs because adolescents enjoy
playing online games. They get satisfaction when they are
able to overcome challenges or win games. The next pleasure
is that adolescents are able to interact well with other game
players. This often happens to adolescents who are unable to
interact socially well in real life.22 Apart from that, the ability
to play online games can also form a positive self-concept
through the player’s game character which is not present in
real life.®* this can be a symptom of withdrawal from the en-
vironment and conflict with oneself. This condition is in line
with the theory of the 6 core processes of online game ad-
diction, namely salience, mood modification, tolerance, with-
drawal symptoms, conflict, and relapse.B4

Online game addiction is related to depression problems.®
This condition is caused by online games require adolescents’
ability to play to achieve victory, sometimes making adoles-
cents have difficulty expressing emotions if they are unable to
achieve or win challenges in the game. Failure or inability to
complete challenges repeatedly in playing online games can
increase psychological pressure that develops into depression.
291 |n addition, gaming addiction can make individuals with-
draw from social environments, thereby further worsening
their emotional well-being because they do not have positive
emotional coping.?> Many factors influence adolescents’ abil-
ity to control emotions, one of which is the biological aspect,
namely lack of rest time. This is relevant to adolescents who
experience online game addiction who experience a decrease
in sleep quality due to playing excessive online games.5®

Based on the description above, adolescents are an age group
that is vulnerable to experiencing stress which can develop
into psychological problems.?” It is necessary to achieve op-
timal psychosocial development in adolescents, because, in
this way, adolescents have the emotional ability to deal with
the psychological problems they experience,®® so they do not
use online games as an escape when experiencing psychoso-
cial problems such as depression. Optimal psychological and
physical development makes adolescents focus on activities
that build both themselves and their social environment.”
Having physical activity, extracurricular activities from school,

and the habit of reading books and playing music can be
protective factors against the risk of online game addiction.
0 Research results reveal that adolescents who have positive
activities outside the home such as sports and recreation can
reduce their activity of playing online games.*" Adolescents
with high levels of physical activity tend to have good aca-
demic scores.*?

Apart from that, family support is also important to control
adolescents’ excessive online gaming behavior so that it does
not cause online game addiction problems. Family support
makes adolescents feel they are treated equally and increases
adolescents’ trust in their families so that adolescents can use
their families as a source of support if they have problems.*]
Forms of family support that can be done are increasing open
communication between families and teenagers, limiting
time playing online games, families getting involved in play-
ing online games with adolescents, and providing emotional
support when adolescents experience defeat when playing
online games.

Conclusion

Depression and online game addiction in adolescents have
a reciprocal relationship. Depression related to online game
addiction and online game addiction. Conversely, online
game addiction is also related to depression. Early interven-
tion is very important to prevent the onset of online game
addiction and depression in adolescents. In addition, effective
coping skills must be developed to prevent depression or on-
line gaming addiction in adolescents. In addition to greater
attention focused on improving treatment/recovery, preven-
tion/health promotion efforts regarding depression and on-
line gaming addiction in adolescents can also be undertaken
by clinical, field, and mental health professionals. Apart from
that, family support and a supportive social environment are
also needed. Further research is needed to explore effective
coping mechanisms that adolescents can use to prevent on-
line game addiction.
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